
(19) United States 
US 2011 00981-10A1 

(12) Patent Application Publication (10) Pub. No.: US 2011/0098110 A1 
HOWell et al. (43) Pub. Date: Apr. 28, 2011 

(54) SYSTEMAND METHOD FOR PROVIDINGA (52) U.S. Cl. .......................................................... 463/31 
PUZZLE AND FACLITATING SOLVING OF 
THE PUZZLE 

(57) ABSTRACT 
76) I tOrS: Paul D. Howell, Clinton, MI (US): (76) Inventors st H. ANcke, t A. s s A multi-stage puzzle that guides a user to develop support for 

(US); Lewis J. Kleinsmith, A an answer to solve and complete the puzzle that includes 
Arb or. MI (US); A. Rees Midgley, conducting a note taking stage, conducting an answer and 
Ann Arbor, MI (US) Support presentation stage, conducting an answer and Support 

s evaluation stage, and hindering the completion of the puzzle 
(21) Appl. No.: 12/914,932 based on the way the user completes each stage. The note 

taking stage preferably includes providing a plurality of story 
(22) Filed: Oct. 28, 2010 and reference pieces that may be selected by the user. The 

answer and Support presentation stage preferably includes 
Related U.S. Application Data retrieving an inferred answer and support for the inferred 

answer based on the selected story and reference pieces from 
(60) Provisional application No. 61/255,695, filed on Oct. the user. The answer and Support evaluation stage preferably 

28, 2009. includes evaluating the inferred answer. Hindering the 
O O completion of the puzzle preferably functions to encourage 

Publication Classification the user to adequately evaluate the provide story and refer 
(51) Int. Cl. ence pieces and to provide adequate Support for an inferred 

A63F 9/24 (2006.01) aSW. 

w 

STORY Depressants 
SCENE Depressants are drugs that slow the e 

tivity of the brain and other part WITNESSES ERS 5 
found in beer, wine, and liquor is th LABS o was "A"s. 9. 2 3. 
epressants are illega USS SC 3S depressants are illegal drugs, such 3 

LINKAGE GHB, heroininhainand 2 O 
PROGRESS Inhalant (noun) g f 

a Creparallion for creathing in a drug, s 
HYPOTHESIS often a solvent that disperses the É 

A. se 9 iIlli a vapor g 
s 5. Inhalants can be gases, aerosols, or 2 
Eas solvents that are breathed in and 

HIDE absorbed through the lungs. 

Similar: inhalants 

L Y The sideto rest include 4N 
- dizziness 
-loss of coordination 
-drowsiness 

My latest notes. 

SAVE | HELP 
OPEN 

Steroids 
-uncontrolled anger ("roid rage') 70.35 D steroids 
-mood swings 

    

  

  

  



Patent Application Publication Apr. 28, 2011 Sheet 1 of 12 US 2011/009811.0 A1 

FIG. 1A 

  



Patent Application Publication Apr. 28, 2011 Sheet 2 of 12 US 2011/009811.0 A1 

  



US 2011/009811.0 A1 Apr. 28, 2011 Sheet 3 of 12 Patent Application Publication 

  



Patent Application Publication Apr. 28, 2011 Sheet 4 of 12 US 2011/009811.0 A1 

S200 

S300 

C 

S310 ). 
S320 

FIG. 2B 

  



Patent Application Publication Apr. 28, 2011 Sheet 5 of 12 

a 3333 Sh3t at 
tete STORY 

glaTmpionship at the nign 
S El Are SCENE 
to relate 

Tory is on the b 
35tween two weight g WITNESSES 
If le lose ust 2 pounds, 
le will face an easier LABS 

getitor as a g333 
Large i? will.i.13 - LINKAGE 

Otherwise he'll face the gil 
everyore calls "Tronmar", a PROGRESS 
trc c i? C Champicn. - 

Tony's brother 3eorge offers him something HYPOTHESS 
that might help. "This kind of stuff helped my 
friend win last year" his orother says. "It 
helped hili (Lige - a sch. Clair shi - wres -le a - 3 -llege 
and he swears oy it." HIDE 

ony takes the drug and soon feels a burst cf. 
energy. Ile decides to go running after dinner to 
g car ll for t Tmorrow. I'lly C. tin usual 
bit feels that he as mare fiel ertress 
concentration and endurance. In fact he feels 
greas LIBRARY 

Tony goes to bed fee - ng Con- dent. He sets his 
alarm clock early enol:gh to give nimself plany 
of time in t rilling. Bu 3 ccs tog cncract 
to relax en't fall see til 4: ; , AM. 

US 2011/009811.0 A1 

scholarship 
Tony soon feel 
energy 

Tony has more 

George offers 
Tony couldn't 

aslee 
WITNESSES 
Coach -i. To 

well 
Coach -i to 

sleeping 
Coach Hill: Tony very serious 
about wrestlin 

OPEN 
SAVE HELP 82:10 

Depressants are drugs that slow the A 
activity of the brain and other parts 
of the nervous system. The alcohol 
found in beer, wine, and liquor is the 
most widely used depressant. Some 
depressants arc illegal drugs. Such as 
GHB, heroin inhalanand 

Inhalant (inclun) 
a preparation for creathing in a drug, 
often a solvct that disorscs thic 
drug into a vapor 

Inhalants can be gases, as roscils or 
that are ore ill and 
th-ough the lings . 

inhalants 

The side effects of depressants include 
- slurred speech 
- dizziness 
-loss of coordination 
-drowsincss 

d 
e 

(G&G 

Tony sweats more than usual 
Tony feels more confident 
Tony feels more alert 
Tony has better concentration 

Tony feels great 
Tony didn't hear alarm 

s burst of 

endurance 

Tony a dru 
relax or fall 

usually sleeps 

ny had difficulty 

V7 

My latest 
Steroids 

Seroids 

notes... 

-uncontrolled anger ("roid rage') 

-mood Swings 

  

  

  

  



Patent Application Publication 

Linkages 
Drug Droperty 

AMPHIETAMINES 

can be prescribed by 
a doctor 

loss of appetite 

sert 

D1N prescribed to 
control weight 

increased endurance 

wide awake 

feel great 

its Case? 

ing 

yes 

C 

yes 

Tony is Mom: I takc 
pills to ose weight. 

Tony's Mom. I take 
pills to lose weight 

George: Tony was 
clenching jaw, 
grinding teeth 

Gecrge: gave Mom's 
weight lcss pills 

to Tony 

ony has mcre 
eIlduralce 

Torily (Cut (l' relax 
or fall asleep 

Tcny teels great 

Apr. 28, 2011 Sheet 6 of 12 

instru 

Tony's 
photo of 
The ce 
pupil) of 
Strange. 
Canyo 
diamete 

G 
A. THC defected in urine several 

weeks after smoking 
marijuana 

THC detected in urine up to two 
months in heavy marijuana 
users 

12% of 8th graders have used 
marijuana 

STEROIDS 
improve sports performance 
mood swings 
uncontrolled anger ("roid rage') 
STMULANTS 
fast heart rate 
increase endurance 
increase ability to concentrate 
make people more productive 
combat fatigue 
promote weight loss 

US 2011/009811.0 A1 

alart - Iony fees mcre alert v e. 

C 
OPEN 

SAVE | HELP 67:58 

HYPOTHESIS 
at . Whila Class i? drugs does your 
cvidcnico suggcst? 

Your Choice One v 

Select a drug class above. 

- 
Instruction: 
Tony's heart changed speed 
after taking the drug. Use 
the stop watch to count the 
beats of his heart over 10 
Seconds. b. Which Drug in this class does your 

evidence suggest? 

DIRECTOR CHECK 

Click here have the director review your case 

BEGINANALYSIS 

(GGG 
My latest notes. 
Steroids 

-uncontrolled anger ("roid rage') 
Steroids 
-mood swings 

  



Patent Application Publication Apr. 28, 2011 Sheet 7 of 12 

HYPOTHESS 
Ella Class i? drug was used? 

CLASS STUANTS v TIP: If you can't find 
any evidence against 
a drug, CCnsider 
Llak-Il -hlal (drug yol-r 
hypothes s! 

D2a D2b 
EVIDENCE FOR AMPHETAMINES 
M sweating 

C case note )0 

C car as 
EVIDENCE AGAINST STERODS D3 

C library note) C case note )0 
EWIIDENCE AGAINST GHB 

library note ) ( case note )03 

EVIDENCE AGAINST ALCOHOL 

Clibrary note) C/case note 8 

WELich drug was used? 
DRUG AMPHETAMINES 

Tony sweat's fore (x) 

COOSE A NOTE 
STORy 

Tony soon feels burst of energy) 

Tony feels more confident 

Tony has more endurance 

Scene 
MVffnesses 
Alab 

Tony sweats more than usual 
1 

D FIG. 3E 

Tony's Computer 
(Tony left several IM conversations open on screen 
Tony is rude to his friend while on the drug. 

G 
THC detected in urine several A. 
weeks after Sroking 
marijuana 

THC detected in urine up to two 
months in heavy marijuana 
Users 

12% of 8th graders have used 
marijuana 

SERODS 
improve sports performance 
mood swings 
uncontrolled anger ("roid rage') 

SIMULANTS 
fast heart rate 
increase endurance 
increase ability to concentrate 
make people more productive 
combat fatigue v 
promote weight loss 
S2 

US 2011/009811.0 A1 

  

  



Patent Application Publication Apr. 28, 2011 Sheet 8 of 12 US 2011/009811.0 A1 

Coach Hill 
Tony's Wrestling Coach 
Ylein's Wars ty. Wras -li ni 
since 1992. Hill has c 
s state claimils he who went 
3 to incidal at thc 20 Summer 
Olympics in Sydnsy Australia. 

Instruction: 
Tony's heart changed Speed 
after taking the drug. Use 
the stop watch to Count the 
beats of his heart over 10 
seconds. LINKAGE 

PROGRESS 
George 
Tony's Brother 

Coorga is in college now, although 
he hasn't get chics sell a major. 
He traintains closc contact with 
his ?r-e (lds ?roll Ellis El-girls CElcCl 

YHYPOTHESIS 
days. 

HIDE 
Carla 
Tony is Mom 
Tony's mother, what a great mom. 
Sls lives him lure than ale 
crisi and wanilla ico creatl. Oh, 
and hsil lasaga is to die for . 

My latest notes. 
Steroids 

-uncontrolled anger ("roid rage") 
Steroids 
-mood swings 

about Wrestling 
George: some guys say the 
drug is awesome Alom uses if to fose weighi. 

She thinks she's a little 
heavy, if you know what 

Where did voucet the Stuff you qave to Tony? 
What gave you the idea that you should give 
this to your brother? 
Did you notice anything unusual about Tony 
after he took the pills? 

FIG 5B 

George: Tony was clenching 
jaw, grinding teeth 

George: Tony was very 
talkative 

Tony's Morn: tony rarely sleeps 
late or misses alarm 

Tony's Morn; I don't 'do drugs' 
Tony's Mom: I take pills to lose 
weight 

6eorge: gave mons weight 
foss pills to Tony 

LIBRARY 
AMPHETAMINES 
wide awake 
confident 
wide awake 

  



Patent Application Publication Apr. 28, 2011 Sheet 9 of 12 

W 

R 

B: 
C: 

What is Zoe's blood pressure (systolicidiastolic)? 
A: 120/40 mmHg 

120/60 mmHg 
120/80 mmHg 

- 
Instruction: 
In this video taken during the 
party, Brian is taking Zoe's blood 
pressure for a School project. 
Blood pressure is taken by 
increasing the air pressure in a 
Cuff until blood flow in the artery 
stops. As the pressure is slowly 
released, Sounds OCCur when the 
cuff pressure falls to the systolic 
or highest blood pressure and 
flow starts. Sounds stop when 
the Cuff pressure falls below the 
diastolic or lowest blood pressure. 
Look closely at the Sound track 
taken from the video to get Zoe's 
blood pressure, 

My latest notes. 
Steroids 

OPEN 

-4 

SAVE HELP 120:01 Steroids 
-mood swings 

How large is Tony's pupil? 
A. 2 mm 
B 8.5mm 
C: 16 mm 

Instruction: 
Tony's webcam took this 
photo of him at 2:17 AM. 
The Central black area (the 
pupil) of each eye seems 
Strange. 
Can you measure its 
diameter? 

My latest notes. 
Steroids 

SAVE HELP7147 D steroids -mood swings 

US 2011/009811.0 A1 

-uncontrolled anger ("roid rage') 

(GN 

-uncontrolled anger ("roid rage') 

  



Patent Application Publication 

INVESTIGATION PROGRESS 

overall: NN 
Story: 1 of 1 read 

Scenes: 1 of 1 explored 

Apr. 28, 2011 Sheet 10 of 12 

Witnesses: 1 of 1 interviewed 

Labs: 2 of 2 performed 

Notes: 

LinkS: 

Books: 

Chat: 

US 2011/009811.0 A1 

You have cathered enough 
information to begin forming 
a hypothesis. Click on the 
new hypothesis tab to learn 
more 

Y Show Help CLOSE 
and patterns more 

Mike, based on the info I'm finding on stimu ants, jeff: 
I really think that this might be a hallucinogen 
her blood pressure was normal, for one thing 
and another, her breathing was normal. 
What do you think? 

SAVE | HELP 

CASE PROGRESS 
You have now gathered enough evidence to FLNLS-d the 
case by pressing the button below. Alternatively, 
you can alsc go back and accumulate more evidence 

to increase your point total cc forc En/ 
FINISH CASE 

CASE SCORECARD 
M Master Researcher bonus 120pts 

Find even mcre important information in Library 
books! 

Progress 50/50 10 Ops 
Milestore 20pts 

Bookworm 40pts 
Read and take notes from 8 ooks 

Progress 8/8 16pts 
Willestone 24pts 

Master Bookworm 
Read and take notes from 15 oaks 

Progress OA 

Tactical Interrogator 100pts 
Support your nypothesis with a Winess note. 

1A1 

FIG. 7A 

interesting 

sTMLaWTs 
fast hear rate 

SAVE HELP score 1386 

J 

PROGRESS 
SORY SCIENCE LIBRARY 

c d 

SCENE 
3 - - - - 'S -is X. 

WITNESSES hallucinogens body builers. 
| LABS 
S-2 2 u || 3 
LINKAGE |g || 3 r 

--- 5 OE YPOTHESIs) || 3 || || 3 3 |g 
l on 9 

t 

LB 

4N 
HIDE 

& My latest notes. 
/ Tobacco 

-difficulty sleeping 
tobacco 

-not hungry 

H FIG. 7B 

  



Patent Application Publication Apr. 28, 2011 Sheet 11 of 12 

HYPOTHESIS 
a. What class of drugs does your evidence 

suggest? 

Your Choice HALLUCINOGENS v 

You havs 10 Steliks that relate to this 
choice and 2 rioteliks that relate to other 
drug 3lasses. 

DIRECTOR CHECK 
Ix HERE THAWE THE RETR REVIEW YTTR A.S. 

BEGIN ANALYSIS 

Analysis at 02:10: 42 PMs 
To build a solid case, you will need more Notes 
(both Case Clues and Library notes) and more 
Ilkages to show which clues rela e your 

library findings. Remember, you should be 
able to build positive linkages ("Yes" connections) 
that support your hypothics is for the class 3f 
drugs that Woe took, and megative linkags "N") 
that reject the other drug classes . 

SAVE HELP 103:47 

lyra 

The computer screen 
in Tony's room showed part of a 
chat in which Tony was rude to a 
friend. This tends to rule out 

US 2011/009811.0 A1 

which drug as the culprit? 

Correct 
you can rule out ecstasy because 

it tends to create feelings of 
kindness, affection, and love. Since 
Tony was rude, it is not likely that 

he took ecstasy. 

BACK OUESTION 4 NEXT 

ecstasy 

amphetamines 

cocaine 

  



Patent Application Publication Apr. 28, 2011 Sheet 12 of 12 US 2011/009811.0 A1 

CASE PROGRESS 
Yc L. Elaw e IIc w gallered erloughl evide IL3e - 3 FI 

sing the blittcn below. Alternati 
ycl: can also go back and accumi; late more evide 
to iner sease yil.r point total efire fillishing 

FINISH CASE 

CASE SCORECARD 

Find cwon no It looks like you've 
ks gathered enough evidence to finish. Precure 

A Or you could work a little harder to 
build a stronger case. 

Bookworm 
Risea sing take inses frt 

Progress 
Mill testigma 

Master Bookworm 
Read a 

Select your response 

I should do more work on my case. 

I'm finished Let me submit my report. 

The Drud Taken BV Tony Was Amphetamines Tony Urug lake EY. yy las Amph drug, suggesting he had FINAL SCORE 1868 
taken a stimulant. It is not likely that he took a depressant (like GHB or alcohol Reporter progress:2020 40 pts 
because such drugs make you relaxed and drowsy. It is also unlikely that he 
used a bodybuilder drug (like steroids) because they have few short term Interrogator progress: 10/10 40 pts 
effects, and unlikely that he used a hallucinogen because he didn't experience a Scientist rodress:22 40 lots 
confused, dreamlike state with distorted perceptions, SS-P995, PS Investigator progress:66 40 pts 
The Drug Library contains information about four possible stimulants that Tony Researcher Bonus progress:2020 60 pts 
could have used: amphetamines, ecstasy, Cocaine, and tobacco. How could 
you decide which one was involved? Bookworm progress:88 40 pts 

Tactical Interrogator progress. 111 100 pts Amphetamines: There was a bottle of weight loss pills in Tony's room. 
Amphetamines are sometimes prescribed for weight loss, Amphetamines Tactical Scientist progress:1.1 100 pts 
are also consistent with all the other data and information provided in this Tactical Investigator progress:0 

Ecstasy. Some of the evidence you discovered would also be consistent Rejector progress.33 150 pts 
with the use of ecstasy. However, ecstasy is not prescribed and it makes Theori 111 150 
people feel affectionate and loving, Since Tony was rude when chatting eOrist progreSS. 50 pts 
to his friend on the Computer, it is not likely that he tool ecstasy. Close the Case progress.1.1 500 pts 
Cocaine. Some of the evidence you discovered would also be consistent Master Researcher Bonus progress:50/50 120pts 
with the use of cocaine. However, cocaine is not prescribed for weight Master Bookworm progress:07 
loss nor is it normally used to enhance performance and endurance. So it 
is not likely that Tony used cocaine, 

Tobacco: The effects of tobacco are not strong enough to be a likely To play another case or try to improve 
explanation of Tony's behavior. In addition, tobacco doesn't fit the fact your score on this one, click this butto 
that the drug was a pilgiven to Tony by his brother George, to go back to your office 

Therefore, the stimulant that Toy used was most likely an amphetamine, V BACK TO OFFICE 

  



US 2011/009811.0 A1 

SYSTEMAND METHOD FOR PROVIDING A 
PUZZLE AND FACILITATING SOLVING OF 

THE PUZZLE 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application claims the benefit of U.S. Provi 
sional Application No. 61/255,695, filed Oct. 28, 2009, which 
is incorporated in its entirety by this reference. 

TECHNICAL FIELD 

0002 This invention relates generally to the puzzle field, 
and more specifically to a new and useful investigation puzzle 
in the educational puzzle field. 

BACKGROUND 

0003 Education has many facets. One of these facets is to 
provide information to students to expand their knowledge 
base. Another very important facet is to train students to learn 
on their own when a teacher is not available to provide an 
answer or information. One example of a self-learning skill is 
making observations of the environment, the situation, and/or 
the problem and relating the observations with information 
that the student has access to in order to make a conclusion in 
a logical manner. The ability to perform this skill well and 
early in the academic career of a student may provide a 
significant positive impact on their future academic and/or 
professional careers. 
0004 Throughout the history of education, many methods 
of teaching this skill have been implemented. A notable 
example is the Socratic method that encourages students to 
learn and further evaluate the problems they face by asking 
and answering questions. Yet another notable example is the 
Scientific method where the student defines a question, gath 
ers information, forms a hypothesis, performs experiments, 
and draws a conclusion. These methods are well applied in 
fields of theory and science, but in the so-called information 
age (with the plethora of information that is available through 
the Internet, reference books, teachers, etc.), an additional 
self-learning skill is the ability to parse through the available 
information and select that which is important and useful to 
the problem. 
0005. This invention provides a system and a method to 
teach students this valuable skill of analyzing information, 
making observations of the environment, analyzing the prob 
lem, and using the information to solve the problem. 

BRIEF DESCRIPTION OF THE FIGURES 

0006 FIGS. 1a, 1b, and 1c are schematic representations 
of steps of the multistage puzzle of the preferred embodi 
mentS. 

0007 FIGS. 2a and 2b are schematic representations of 
the arrangement of the pieces of the multistage puzzle. 
0008 FIGS.3a, 3b,3c, 3d, and 3e are representations of an 
Exemplary Puzzle. 
0009 FIGS. 4,5a, 5b, 6a, and 6b are representations of 
variations of providing information to the user. 
0010 FIGS. 7a, 7b, and 7c are representations of varia 
tions of hindering the completion of the puzzle. 
0011 FIG. 8 is a representation of a quiz administered to 
the user. 
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(0012 FIGS. 9a and 9b are representations of feedback 
provided to the user. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

0013 The following description of the preferred embodi 
ments of the invention is not intended to limit the invention to 
these preferred embodiments, but rather to enable any person 
skilled in the art to make and use this invention. 

Overview 

0014. As shown in FIGS. 1a and 1b, the method of the 
preferred embodiments functions to use game elements to 
reinforce skills and practices that can lead to finding a solu 
tion. The method is preferably embodied in a computer pro 
gram but may alternatively be embodied in a game board 
where the story pieces are cards or physical game pieces. In 
the preferred embodiments, the invention is a multistage 
puzzle S10 that guides a user to develop support for an answer 
to solve and complete the puzzle. The multistage puzzle S10 
includes providing a user platform that includes an input 
device to receive input from the user and an output device to 
output to the user S20; conducting a note taking stage S100: 
conducting an answer and Support presentation stage S200; 
hindering the completion of the puzzle based on the note 
taking stage and the answer and Support presentation stage; 
and conducting an answer and Support evaluation stage S300. 
The step of conducting a note taking stage S100 includes the 
steps of providing a story through the output device S110, 
providing a reference through the output device S120, cap 
turing and transferring observations selected by the user from 
the story through the user platform that substantially relate to 
the unknown element S130, and capturing and transferring 
facts selected by the user from the reference through the user 
platform that substantially relate to the unknown element 
S140. The step of conducting an answer and Support stage 
S200 includes the steps of linking observations from the story 
and facts from the reference selected by the user through the 
user platform S210 and facilitating the inference of a solution 
to the unknown element through the user platform S220. The 
step of hindering the completion of the puzzle is based on the 
captured observations and facts, the inferred solution, and the 
linking of observations and facts. The step of conducting an 
answer and Support evaluation stage S300 includes evaluating 
the solution to the unknown element S310. As shown in FIG. 
1b, the multistage puzzle S10 may also include the steps of 
providing clues that further facilitate the inference of a solu 
tion to the unknown element S112, capturing and transferring 
observations selected by the user from the clues S132, and/or 
providing assistance to the puzzle S170. 
0015. As shown in FIG. 2a, the step of providing a story 
S110 includes providing a plurality of story pieces 110 that 
cooperate to tell the story with the unknown element 112 and 
the step of providing a reference S120 includes providing a 
plurality of reference pieces 120 that each include informa 
tion that substantially relates to the story told by the plurality 
of story pieces 110. The user selects particular story pieces 
110 and fact pieces 120 in the steps of capturing and trans 
ferring observations S130 capturing and transferring facts 
S140. As shown in FIG.2b, the step of facilitating the infer 
ence of a solution to the unknown element through the user 
platform S220 includes retrieving an answer 220 for the 
unknown element from the user, and the step of linking obser 
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Vations and facts selected by the user through the user plat 
form S210 includes receiving a selected story piece and a 
selected reference piece from the user and linking the selected 
story piece and the selected reference piece received when the 
story told by the selected story piece and the information in 
the selected reference piece are related to form support for the 
retrieved answer. In the answer and Support evaluation stage 
S300, the retrieved answer and the received support for the 
retrieved answer are evaluated in Step S310, as shown in FIG. 
2b. The step of hindering completion of the puzzle S400 
includes hindering the completion of the puzzle based on the 
received story pieces 110 and reference pieces 120 selected 
by the user, the retrieved answer 220 for the unknown element 
from the user, and the received support for the retrieved 
aSW. 

0016. The multistage puzzle S10, which is preferably 
administered to a user (Such as a student), functions to pro 
vide the user with an exercise in applying the self-learning 
process of parsing through information to come to a conclu 
sion for a problem that is supported by the information. The 
multistage puzzle S10 facilitates the user in analyzing the 
details provided in the story in Step S110 (Step S130), the 
information in the reference provided in Step S120 (Step 
S140), and correlating the details from the story to the infor 
mation included in the reference (Step S210) and inferring a 
solution to the unknown element of the multistage puzzle S10 
(Step S220). By guiding the user through such an exercise, the 
user may become more familiar with and more efficient at 
applying this particular self-learning process and may 
become more likely to utilize this process in a situation that 
they may encounter in everyday life. The step of hindering 
completion of the puzzle S400 functions to encourage a user 
to Substantially peruse through the story, gather information 
from the reference, and/or make an adequate number of rel 
evant correlations before completing the game. For example, 
the step of hindering completion of the puzzle S400 may 
discourage a user from making a guess without Substantial 
thought in order to finish the puzzle in a substantially small 
amount of time. The multistage puzzle S10 may also provide 
the user with the opportunity to learn the information that is 
provided in the reference in Step S120. For example, in the 
Exemplary Puzzle below, the user is provided with the oppor 
tunity to learn information related to various types of drugs 
and the effect these drugs may have on a person. The puzzle 
of the multistage puzzle S10 is preferably administered to 
individuals who are students of middle School age or high 
School age (ages 11-18), but may alternatively be adminis 
tered to any other Suitable age group (for example, elemen 
tary School age or adult age). 

Exemplary Puzzle 

0017. As shown in FIGS.3a,3b,3c, and 3d, an Exemplary 
Puzzle and an Exemplary Puzzle interface is text based and 
provided to the user on a computer. As shown in FIG. 3a, the 
story provided in Step S110 relates to observable details on 
the behavioral changes in a person (in this case, “Tony’) due 
to Tony taking a drug, as shown in Box A, and the user is to 
infer the type of drug that Tony may have taken. As shown in 
FIG.3b, the references provided in Step S120 include facts on 
various types of drugs, their properties, and their effect on a 
person that has taken the drug, as shown in Box B. The 
capture and transfer of observations from the story and facts 
from the reference is facilitated in Steps S130 and S140 by 
allowing the user to select portions of the text presented in 

Apr. 28, 2011 

Box A and Box B to save into an electronic Notebook, as 
shown in Box C. To further facilitate the capture and transfer 
of observations, the selected text (the selection Box A1) is 
paraphrased and Summarized into intelligible sentences with 
the relevant information when transferred into the Notebook 
(the resulting sentence in Box C1). As shown in FIG. 3c, the 
correlation of observations and facts is facilitated in Step 
S210 by allowing the user to select saved observations from 
the Notebook to correlate with saved facts from the Notebook 
and vice versa in the Linkage window, as shown in Box D. To 
further facilitate the correlation of the observations and facts, 
the user may correlate facts that Supporta potential Solution (a 
positive correlation) as well as correlate facts that reject 
another potential Solution (a negative correlation), as shown 
in Box D1. The inference of a solution to the unknown ele 
ment is facilitated in Step S220 by providing several potential 
solutions that the user may then select their inferred solution 
from, as shown in Box E of in FIG.3d. Alternatively, as shown 
in FIG. 3e, the linkage window Box D and the inferred solu 
tion Box E may be presented together, and the user may select 
their inferred solution in Box E and provide evidence Sup 
porting the inferred solution in Box D2 and provide evidence 
that proves against other potential solutions in Box D3. In this 
variation, step of linking observations from the story and facts 
from the reference selected by the user S210 may include the 
step of providing feedback on the correlation, for example, as 
shown in Box D2a, in a correlation of an observation and a 
fact that supports the observation, for example, the observa 
tion of “Tony Sweats more than usual and the fact that 
'amphetamines may cause Sweating the step of providing 
feedback on the correlation may include linking the observa 
tion and the fact. As shown in Box D2b, in a correlation of an 
observation and a fact that does not Substantially support the 
observation, for example, the observation that “Tony soon 
feels a burst of energy' and the fact that "amphetamines may 
cause user to feel great the step of providing feedback on the 
correlation may include not linking the observation and the 
fact and requesting for an alternative correlation. 

Note Taking Stage 
0018. The Note Taking Stage is preferably where the mul 
tistage puzzle provides the user with the story and the refer 
ences relating to the story and where the user can select parts 
of the story (certain story pieces 110) and certain facts pro 
vided (certain fact pieces 120) that may be relevant to deter 
mining the unknown element 112 of the story. 
0019. The step of providing a story S110 functions to 
provide the background information regarding the puzzle. 
The story S110 may include details and a question. As 
described above, the story includes a plurality of story pieces 
110 that cooperate to tell the story. Each story piece 110 
preferably includes at least one detail of the story, but any 
other suitable amount of detail may be included with each 
story piece 110. The details function to describe a particular 
scenario to the user and may be told from a first person 
perspective, third person perspective, or any other Suitable 
perspective. The details are selected to differentiate the par 
ticular scenario from another scenario, for example, in the 
Exemplary Puzzle above where the unknown of the multi 
stage puzzle S10 is the type of drug that a person may have 
taken (for example, a depressant or a stimulant), the story 
preferably includes details that Support one type of drug and 
details that help eliminate the possibility of another type of 
drug (for example, a detail of “Shasha's heartbeat was faster 
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than the normal range ofheartbeat' to support that Shasha had 
taken a stimulantas opposed to a depressant). The details may 
alternatively be selected to provide ambiguity to increase the 
difficulty of the puzzle and/or to encourage the user to con 
tinue to search for relevant details (for example, a detail of 
“Shasha's endurance was increased to support that Shasha 
had taken either a stimulant or a steroid). Yet alternatively, the 
details may be selected to provide confusion or material that 
is irrelevant to the final solution to increase the difficulty of 
the multistage puzzle S10, to test the ability of the user to 
discern between relevant and irrelevant material, and/or to 
encourage the use to continue to search for relevant details 
(for example, a detail of "Shasha woke up and saw that it was 
raining to provide information that is irrelevant to the type of 
drug that she may have taken). However, any other Suitable 
type of detail may be provided. 
0020. The question of the story functions to establish to 
the user the type of the puzzle of the multistage puzzle S10. 
the type of the solution to the puzzle, and/or the approach that 
the user may consider taking to solve the puzzle. For example, 
the question may establish that the puzzle of the multistage 
puzzle S10 is to deduce the type of drug that a person may 
have taken based upon the details in the story provided in Step 
S110, thus establishing that the solution to the puzzle is a type 
of drug and establishing that the user should analyze details 
that pertained to drug related changes in the person Such as 
behavioral and/or physical changes. In the variation of the 
multistage puzzle S10 where the story provided in Step S110 
includes both details that are relevant and irrelevant to the 
final solution, the question functions to establish the relevant 
details from the irrelevant details. For example, in a multi 
stage puzzle S10 where the story provided in Step S110 
includes details of two unrelated aspects of a scenario Such as 
the weather (“Shasha woke up and saw that it was raining) 
and a drug related change ("Shasha's heartbeat was faster 
than the normal range of heartbeat'), the question that is 
“What season is described in the story? will establish that the 
detail on the weather is the relevant detail and a question that 
is “What type of drug did Shasha take?” will establish that the 
detail on the drug related change is the relevant detail. How 
ever, any other Suitable question may be used. 
0021. In the variation where details may be selected to 
provide confusion or material that is irrelevant to the final 
Solution, each story piece is assigned a relevance factor that 
functions to determine the relevance of the story told in the 
story piece. This may be substantially useful in determining 
the strength of the support that the user forms to support the 
inferred answer, but may alternatively be used to determine 
whether the user has completed the multistage puzzle or any 
other Suitable use. In the example above, for a question that is 
“What type of drug did Shasha take?', the detail "Shasha's 
heartbeat was faster than the normal range of heartbeat' 
would be assigned a higher relevance factor than "Shasha 
woke up and saw that it was raining. The relevance factor is 
preferably hidden from the user such that the user cannot rely 
on the relevance factor to select to capture and transfer a 
particular observation from the story. For example, the rel 
evance factor may be stored within a database in the process 
ing unit of the user platform and each story piece may be 
assigned a code that is then matched to a relevance factor in 
the database. However, the relevance factor may be stored 
and/or referenced in any other Suitable means or method. 
0022. The multistage puzzle S10 of the preferred embodi 
ments may also include the step of providing the user with 
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clues S112. The step of providing the user with clues S112 
functions to provide the user with additional information that 
may assist them in inferring a solution to the puzzle of the 
multistage puzzle S10. The clues may be presented in a man 
ner similar or identical to the story, for example, both the story 
and the clues may be presented in their entirety in a text 
window. Alternatively, the clues may be presented in a man 
ner different from the story. For example, the story may be 
presented in its entirety in a text window while the clues are 
presented in an interactive manner as details in a graphical 
form for the user to search through (FIG. 4), as information 
from an interview with a fictional character (FIGS. 5a and 
5b), and/or as information gathered through a lab (FIGS. 6a 
and 6b). However, any other suitable combination of the 
available information output from the user platform 20 may 
be used. 

0023 The step of providing a reference S120 functions to 
provide the user with facts relating to the story. As described 
above, the reference preferably includes a plurality of refer 
ence pieces 120 that each includes information that substan 
tially relates to the story told by the plurality of story pieces 
110. In the Exemplary Puzzle above, the reference includes 
facts about a variety of drugs. The reference may alternatively 
include facts on historical events, historical figures, currently 
available facts from researchers or anthropologists for an 
inconclusive puzzle (for example, the reason for the disap 
pearance of the Mayan civilization or the dinosaurs). How 
ever, the reference may include any other suitable facts that 
are relevant to the story. The user may then review the facts 
provided by the reference to infer a solution to the unknown 
element. Complexity of the multistage puzzle S10 may be 
increased by providing an increased number of facts in the 
reference that the user would parse through in order to dis 
tinguish the facts that are relevant to the story and/or the 
unknown element. The reference may also include facts that 
are irrelevant to the story and/or the unknown element to 
increase complexity of the puzzle of the multistage puzzle 
S10. For example, in the Exemplary Puzzle, Tony is a wres 
tling athlete, and the reference may include facts relating to 
the training procedure for a wrestling athlete, which are irrel 
evant to the unknown element because the story is asking the 
user to deduce the type of drug that Tony may have taken, not 
the type of training that Tony may have done. Alternatively, 
the reference may provide facts that are seemingly irrelevant 
but actually are relevant to the unknown element. In the 
preceding example, providing facts regarding training proce 
dure for a wrestling athlete may seem irrelevant to deducing 
the type of drug that Tony may have taken, but Tony may have 
been taking a special drug in order to complete his training 
and the training procedures included in the reference may 
help the user in deducing the final solution. However, any 
other suitable reference may be provided in Step S120. 
0024. Similar to the story pieces 110, in the variation 
where the reference may include facts that are irrelevant to the 
puzzle, each reference piece 120 is assigned an importance 
factor that functions to determine the importance of the fact 
included in the reference piece 120 relative to the story and/or 
the unknown element. This may be substantially useful in 
determining the strength of the Support that the user forms to 
support the inferred answer, but may alternatively be used to 
determine whether the user has completed the multistage 
puzzle or any other Suitable use. In the example above, for a 
question that is “What type of drug did Tony take?', the fact 
"Stimulants generally increase heart rate” would be assigned 
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a higher importance factor than "Coffee is a stimulant.” Simi 
lar to the relevance factor, the importance factor is preferably 
hidden from the user such that the user cannot rely on the 
importance factor to select to capture and transfer a particular 
observation from the story. However, the importance factor 
may be stored and/or used in any other Suitable manner. 
0025. The steps of capturing and transferring observations 
selected by the user from the story S130, facts selected by the 
user from the reference S140, and observations selected by 
the user from the clues S132 functions to allow the user to 
notate observations made from the details of the story pro 
vided in Step S110, facts from the reference provided in Step 
S120, and/or observations form the clues provided in Step 
S112 that the user desires to notate. Steps S130, S140, and 
S132 preferably allow the user to capture observations and 
facts that are relevant to the puzzle. For example, in the 
Exemplary Puzzle, Step S130 and Step S132 preferably allow 
the user to capture observations relating to drug induced 
behavioral changes such as increased heart rate, dilated 
pupils, increased perspiration, increased agitation, and/or 
increased endurance and Step S140 preferably allows the user 
to capture facts that relate to behavioral changes that are 
induced by a particular drug, for example, stimulants cause 
increased heart rate, stimulants increase endurance, depres 
sants increases relaxation, and/or stimulants and depressants 
may cause dilated pupils. To increase the difficulty of the 
puzzle of the multistage puzzle S10, Steps S130, S140, and 
S132 may also allow the user to capture observations and 
facts that are not relevant to the puzzle (for example, story 
pieces 110 and/or reference pieces 120 with substantially low 
relevance factors and importance factors) to exercise the 
user's ability to parse through information and discern the 
relevant information from the irrelevant information. For 
example, in the Exemplary Puzzle, Step S130 may allow the 
user to capture the observation that “Tony has a good shot at 
winning a state championship at the high School wrestling 
tournament tomorrow’ and Step S140 may allow the user to 
capture the fact that “some stimulants are made from plants.” 
However, Steps S130, S140, and S132 may allow for the 
capture and transfer of any other Suitable observations and 
facts from the story, the reference, and the clues. 
0026. The steps of capturing and transferring observations 
from the story S130, facts from the reference S140, and 
observations from the clues S132 selected by the user may 
include providing the user with Suggestions of observations 
or facts that may be relevant to the puzzle. For example, in the 
Exemplary Puzzle, the text of the story and the reference is 
grouped into a plurality of notable sections that the user may 
then select to capture and transfer into the Notebook. The 
grouping of the information may also function to indicate to 
the user portions of the information that function as a group. 
For example, in the Exemplary Puzzle, the text “but he feels 
too energetic to relax and doesn’t fall asleep” provided in Box 
A1 in FIG.3a is grouped as a notable section, indicating to the 
user that the details of “too energetic to relax” and “doesn't 
fall asleep' are related, which is a strong indication of Tony 
having taken a stimulant. If the text in Box A1 were not 
grouped into a notable section, the user may only take note of 
one of “too energetic to relax” or “doesn't fall asleep, neither 
of which by themselves are as strong of an indication of Tony 
having taken a stimulant, thus missing a portion of the rel 
evant detail. As mentioned above, the notable sections pref 
erably each include information that is relevant to the puzzle, 

Apr. 28, 2011 

but may alternatively include information that is irrelevant to 
the puzzle of the multistage puzzle S10. 
0027. The steps of capturing and transferring observations 
from the story S130, facts from the reference S140, observa 
tions from the clues S132 selected by the user may also 
include paraphrasing and Summarizing the information into 
the relevant information. For example, as shown in FIGS. 3a 
and 3b, Steps S130 and S140 of the Exemplary Puzzle allow 
the user to select a portion of the text from the story or the 
reference (“but he feels too energetic to relax and doesn’t fall 
asleep' from Box A1) to notate into the Notebook in Box C, 
and then the text is paraphrased and Summarized into intelli 
gible sentences with the relevant information (“Tony couldn't 
relax or fall asleep' in Box C1) and transferred into the 
Notebook. Summarizing the information into the relevant 
information functions to inform the user of the process of 
discerning only the most relevant portions of the information 
and of notating only the most relevant portions of informa 
tion. Paraphrasing the information into intelligible sentences 
functions to inform the user of the process of taking useful 
notes that are understandable at a later time. However, the step 
of Summarizing and paraphrasing may include any other Suit 
able method of manipulating the details and facts provided to 
the user and may function to provide any other suitable infor 
mation to the user. Additionally, the above step of grouping 
the information provided by the multistage puzzle S10 into a 
plurality of notable sections functions to simplify the para 
phrasing and transfer process into the Notebook by allowing 
the user to select predetermined sections of the text. In other 
words, each notable section is correlated with a paraphrased 
and Summarized version of the notable section that is trans 
ferred to the Notebook when the user selects the notable 
section. 
0028. The steps of capturing and transferring observations 
from the story S130, facts from the reference S140, and 
observation from the clues S132 selected by the user may 
alternatively include any other step suitable to be applied to 
the multistage puzzle S10 and the user platform 100. For 
example, in the variation where the story is provided in a 
diorama, Step S130 may include providing the user with a 
camera that allows the user to capture the scene displayed on 
the diorama or a portion of the scene. Step S130 in this 
variation may include providing a tray for the user to gather 
objects (each of which is a story piece 110) that may be 
included in the diorama. Step S130 may alternatively include 
providing a set of questions, incomplete sentences, and/or 
guidelines that lead the user into considering certain details 
provided in the story. 

Answer and Support Presentation Stage 
0029. The Answer and Support Presentation Stage is 
where the multistage puzzle receives an inferred answer 220 
to the unknown element and facilitates the correlation of 
selected story pieces 110 and fact pieces 120 to form support 
for the inferred answer 220. 
0030 The step of linking observations and facts selected 
by the user S210 functions to allow the user to correlate the 
observations that were notated in Steps S130 and S132 with 
the facts that were notated in Step S140. For example, in the 
Exemplary puzzle, a Linkage window is provided for the user 
to select captured observations and facts from the Notebook 
to place into the Linkage window, as shown in FIG. 3c. The 
Linkage window includes a column for facts and a column for 
observations, and allows for the user to place an observation 
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adjacent to a fact that the user would like to correlate with, 
either positively or negatively. Each positive or negative cor 
relation between an observation and a fact preferably pro 
vides the user with an argument Supporting a solution or an 
argument against a solution, respectively. As shown in FIG. 
3e, the Linkage window may also include categories that 
relate to the proposed answer to the unknown element. For 
each possible answer, the Linkage window may provide a 
category for correlations that Support the answer and a cat 
egory for correlations that argue against another possible 
answer. Each observation may be correlated with more than 
one fact, and each fact may be correlated with more than one 
observation. Alternatively, each unique observation may be 
correlated with only one unique fact. This may function to 
encourage the user to further peruse the story provided in Step 
S110, the clues provided in Step S112, and the reference 
provided in Step S120 for additional observation and facts to 
correlate. Alternatively, the Linkage window may encourage 
the user to correlate facts and/or observations from more than 
one source, for example, in the variation where the story is 
provided through both a story and an interview with a fic 
tional character, the Linkage window may output text to 
encourage the user to correlate at least one observation from 
each source to a fact. However, any other suitable method for 
linking observations and facts selected by the user S210 may 
be used, for example, a chart on a piece of paper or a magni 
fying glass that allows for the user to examine a physical piece 
gathered from the story and compare it with a physical sample 
provided in the reference. 
0031. The step of linking of observations and facts 
selected by the user S210 may also include the step of evalu 
ating the correlations, as shown in FIG.3e. This may include 
counting the number of correlations that have been made and 
comparing the number of correlations to a predetermined 
number of desired correlations. The number of desired cor 
relations may indicate the minimum number of correlations 
before a solution can be adequately presented and argued, 
encouraging the user to establish a strong argument, both 
Supporting a solution and against another solution, before 
finalizing on an inferred solution to the puzzle. Alternatively, 
the step of evaluating the correlations may include judging 
whether a correlation is relevant. For example, in the Exem 
plary Puzzle, the user may correlate the observation of “Tony 
has a good shot at winning a state championship at the high 
school wrestling tournament tomorrow' with the fact “Stimu 
lants may cause the pupil to dilate.” This correlation would 
not provide a relevant argument towards any solution for the 
puzzle “What drug did Tony take?” Such a correlation may be 
judged as irrelevant and the user may be encouraged to find a 
different, more relevant correlation. Each correlation may be 
assigned a linkage correlation factor that determines the rel 
evance of the correlation. Similar to the relevance factor and 
the importance factor, the linkage correlation factor functions 
to determine the relevance of the correlation to the unknown 
element. The linkage correlation factor may be based on the 
relevance factor of the observation and the importance factor 
of the fact that are used to form the linkage, but may alterna 
tively also be assigned to a particular linkage because each 
relevant observation may not relate to each important fact. For 
example, the observation that "Tony was Sweating more than 
usual” may be assigned a Substantially high relevance factor 
and the fact that “Stimulants cause high heart rate may be 
assigned a substantially high importance factor, but the link 
age of “Tony was sweating more than usual to “Stimulants 
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cause high heart rate may not be a substantially relevant 
linkage and may be assigned a substantially low linkage 
correlation factor. The linkage correlation factor is also pref 
erably hidden from the user such that the user cannot rely on 
the linkage correlation factor to build linkages. For example, 
the linkage correlation factor for each possible combination 
of observation to fact correlation may be stored within a 
database that may be referenced with each correlation that is 
made by the user in the Linkage window. However, the link 
age correlation factor may be stored and/or referenced in any 
other suitable means or method. Alternatively, because 
thought processes vary between users, the correlations may 
not be evaluated at all to encourage users to solve the puzzle 
using a method that is most comfortable. 
0032. The step of facilitating the inference of a solution to 
the puzzle S220 functions to provide the user with a set of 
choices for the solution to the puzzle that the user can then 
select their inferred answer from, as shown in FIGS. 3d and 3e 
in the Exemplary Puzzle. By providing a set of choices for the 
Solution, the puzzle S220 guides the user into considering a 
set of Solutions, which may facilitate the user in focusing on 
Supporting one of the given set of Solutions and arguing 
against the other available solutions. This may decrease the 
likelihood that the user pursues a solution that is incorrect. In 
the variation where the unknown element of the multistage 
puzzle S10 has no conclusive answer (for example, why the 
Mayan civilization disappeared), the Step S220 preferably 
allows for the user to propose an answer or to compose an 
essay based upon the correlations that were facilitated in Step 
S210. However, any other suitable assistance in the inference 
of the solution may be provided to the user. 

Hindering the Completion of the Puzzle 
0033. As described above, the step of hindering the 
completion of the puzzle S400 functions to encourage a user 
to Substantially peruse through the story, gather information 
from the reference, and/or make an adequate number of rel 
evant correlations before completing the game. Once the user 
has adequately completed the steps that build toward a Sub 
stantially strong Support for an inferred answer, the step of 
hindering the completion of the puzzle S400 allows the user 
to complete the game and proceed to completing the puzzle. 
0034. The step of hindering the completion of the puzzle 
S400 prevents the user from completing the puzzle until a 
particular score is reached, as shown in FIG. 7a and 7b. The 
score is based on the captured observations (story pieces 
110), captured facts (reference pieces 120), the inferred 
answer 220, and the correlations of the observations and facts 
and functions to prevent the user from completing the puzzle 
until a certain number of observations are captured, facts are 
captured, and/or observations and facts are correlated. The 
step of hindering the completion of the puzzle S400 may 
include preventing completion of the puzzle by preventing the 
Submission of a final answer, for example, as shown in Box F 
of FIG. 7a and 7b. As shown in FIGS. 7a and 7b, the step of 
hindering the completion of the puzzle S400 preferably 
includes keeping track of the captured observations, captured 
facts, and/or correlated observations and facts and hides and/ 
or obscures the answer submission tab of Box Funtil a quota 
is met for each category to prevent the Submission of a final 
answer, as shown in Box H. Alternatively, the step of hinder 
ing the completion of the puzzle S400 may include commu 
nicating to the user that the answer may be improved and/or 
the Support for the answer may be improved and providing the 
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opportunity to revisit the Support and/or inferred answer prior 
to submitting a final answer, as shown in Box H of FIG. 7c. 
0035. The step of hindering the completion of the puzzle 
S400 may also include preventing the user from progressing 
from a first stage to a second stage until a particular score is 
reached, for example, preventing the user from progressing 
from the note taking stage to the answer and Support presen 
tation stage until a particular score is reached. This functions 
to encourage the user to thoroughly explore the activities 
presented in each stage and/or to tackle each portion of the 
inference process at one time, in particular, to capture enough 
observations and facts in the note taking stage that may be 
useful to build a support for an inferred answer in the answer 
and Support presentation stage. However, completion of the 
puzzle may behindered using any other suitable method. 
0036. The score may be managed in one of a variety of 
methods. In a first variation, the score may be increased with 
each captured observation, captured fact, and/or correlated 
observation and fact. In a second variation, the score may be 
increased with each captured relevant observation, each cap 
tured important fact, and/or each relevant correlated observa 
tion and fact. In this variation, the relevance factor, impor 
tance factor, and/or the linkage correlation factor may be used 
to determine the score. For example, a fact with a Substan 
tially high importance factor may increase the score more 
than a fact with a substantially low importance factor. The 
capture of a fact with a Substantially low importance factor 
may result in no increase in the score, but may alternatively 
increase the score a substantially low amount to encourage 
the user to peruse through each available fact in the reference. 
Alternatively, the capture of a fact with substantially Zero 
importance relative to the story and/or the unknown element 
may decrease the score. 
0037. In a third variation, the score may be increased with 
a bonus for capturing all the available observations provided 
in the story or facts provided in the reference. For example, 
the multistage puzzle provides a total of fifteen observations 
and/or details in the story. The score may be increased with 
each captured observation, but a bonus may be added to the 
score when all fifteen observations are captured. Alterna 
tively, the score may be increased for capturing all of the 
available relevant observations of the story. For example, of 
the total fifteen observations in the story, only ten are relevant 
(areassigned a Substantially high relevance factor). The score 
may be increased with each captured relevant observation, 
but a bonus may be added to the score when all ten relevant 
observations are captured. Similarly, a bonus may be added to 
the score when all the observations and/or relevant observa 
tions are captured from a witness interview scenario, a lab 
scenario, or from a graphic represented from the scene. 
0038. In a fourth variation, the score may be increased 
with a bonus for correlating facts with observations from 
more than one source. As described above, this method may 
be used to encourage a user to correlate observations taken 
from more than one source in order to build a support for the 
inferred answer. For example, a bonus may be added to the 
score when the user correlates an observation taken from an 
interview with a witness to a fact as well as an observation 
taken from a lab. 

0039. In a fifth variation, the score may be increased with 
a bonus for capturing and/or looking into more than one 
portion of the reference. For example, the user may already 
Suspect that Tony took a stimulant and may only capture facts 
from the stimulant portion of the reference. However, a bonus 
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may be achieved for looking into and/or capturing facts from 
portions of the reference that relate to hallucinogens, body 
builders, and/or depressants to encourage the user to learn 
more about other types of drugs. 
0040. In a sixth variation, the score may be increased with 
each message that a user communicates to another user dis 
cussing the story and/or the unknown element. This may 
encourage users to collaborate to form Support for a particular 
answer. In a fourth variation, the multistage puzzle may also 
include quizzing the user on the knowledge that may have 
been gathered in the course of the multistage puzzle, as shown 
in Box L of FIG. 8, and the score may be increased with each 
correct answer Supplied by the user. Similarly, the score may 
also be decreased with each incorrect answer supplied by the 
USC. 

0041. The score is preferably managed using one of the 
variations above, but may alternatively be increased and/or 
decreased using any suitable combination of the variations 
above or any other suitable method. 
0042. The score is preferably managed by the processing 
unit of the userplatform 20, but may alternatively be managed 
by a central processing unit of the network that is connected 
to the user platform 20 or both the user platform 20 and the 
network. However, the score may be managed by any other 
suitable component of the user platform 20 and/or the net 
work. 

Answer and Support Evaluation Stage 
0043. The Answer and Support Evaluation Stage is pref 
erably the final stage of the multistage puzzle and where the 
inferred answer 220 and/or the linkages of the observations 
and facts are evaluated. The step of evaluating the Solution to 
the unknown element S310 functions to evaluate the solution 
inferred by the user, in particular, whether the inferred solu 
tion is correct. The answer and Support evaluation stage may 
also include the step of evaluating the support for the inferred 
solution S320. The step of evaluating the support for the 
inferred solution preferably establishes whether the support is 
strong for the inferred solution. For example, if the inferred 
Solution is incorrect, the Support may be evaluated to deter 
mine what may have led the user to an incorrect inference of 
the solution. Alternatively, in the variation of the multistage 
puzzle where there is no conclusive answer (for example, the 
reason for the disappearance of the Mayans), the step of 
evaluating the solution and the linking of observations and 
facts S310 may include evaluating the support provided for 
the inferred solution and whether the support is valid. 
0044. The answer and Support evaluation stage may also 
include providing feedback to the user regarding the inferred 
solution and/or the support for the inferred solution S330. The 
feedback may include informing the user whether the inferred 
Solution is correct and may also include a Summary of the 
provided details of the story and facts in the reference that 
support the correct solution, as shown in Box N1 of FIG.9b. 
The feedback may also include a Summary of the steps that 
the user completed in the multistage puzzle, as shown in Box 
N2 and/or the summary of the score achieved by the user. The 
feedback may also include whether the correlations that the 
user made adequately support the inferred solution. The feed 
back may be provided in a digital form (for example, a com 
puter graphic), but may also be a physical feedback, for 
example, a printout, that the user may keep as a reference 
and/or show to a teacher. As shown in FIG. 9a, the multistage 
puzzle may also inform the user adequately performed the 
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steps to build toward a substantially strong Support for the 
inferred answer (Box M1) as well as provide the opportunity 
to revisit the support and/or inferred answer prior to submit 
ting a final answer even though the user has adequately com 
pleted the steps that build toward a Substantially strong Sup 
port for an inferred answer (Box M2). 
0045. The multistage puzzle S10 may also include the step 
of providing assistance to the puzzle S170. Step S170 may 
include the step of providing instructions on using the inter 
face for the multistage puzzle S10, for example, “Read the 
story, and notate your observations', or, as shown in Box K of 
FIG. 7a, the assistance may explain what a certain graphic 
may indicate. The step of providing assistance to the puzzle 
S170 may alternatively include the step of allowing the user to 
discuss the puzzle of the multistage puzzle S10 with another 
user, a teacher, a classmate, an administrator, artificial intel 
ligence within the userplatform 100 or the network connected 
to the user platform 100, or any other suitable source of a 
second opinion or additional information, as shown in Box G 
of FIG. 7a. However, any other suitable type of assistance to 
the puzzle may be provided to the user. 

User Platform 

0046. The user platform 20 is preferably a computer 
device, as shown in the FIGS. 1b and 1c. The userplatform 20 
preferably includes an input device 22 for input from the user 
and an output device 24 for output to the user. The input 
device 22 preferably allows for the user to input a selection. In 
the Exemplary Puzzle, the input device 22 preferably allows 
for the user to input a selection of the provided text. The input 
device 22 may also alternatively allow the user to input a 
section of a graphic, text, audio, and/or video, thus enabling 
the user to notate observations, relevant facts, and/or their 
inferences in any suitable format or arrangement. 
0047. The output device 24 preferably outputs informa 
tion to the user, for example, the story provided in Step S110, 
the clues provided in Step S112, and/or the reference in Step 
S120. As shown in the Exemplary Puzzle above, the user 
platform 20 preferably outputs the information in text form. 
Alternatively, the output device 24 may output the informa 
tion in graphical form, audio form, video form, or any other 
suitable form of delivery of the story in Step S110. The output 
device 24 may also output all available information at one 
time, for example, as shown in the Exemplary Puzzle above, 
the story provided in Step S110 may be presented in its 
entirety in a text window. The output device 24 may alterna 
tively output the information in an interactive manner where 
a portion of the information is presented at one time, for 
example, the information may be presented in graphical form 
where the user searches the graphic for a relevant graphic 
detail, selects the graphic, and is shown a portion of the 
information (shown in FIG.3). In a second example, the user 
may engage in a simulated conversation with a fictional char 
acter where the user proposes questions to the fictional char 
acter and the answers provided by the fictional character 
contain a portion of the information (shown in FIGS. 4b and 
4c). In a third example, the user may engage in a simulated 
laboratory experiment where the result of the experiment 
contains a portion of the information (shown in FIGS. 5a and 
5b). In this third example, the user may also be informed in the 
procedure for the laboratory experiment that may be applied 
in everyday life (for example, measuring the size of a pupil or 
taking blood pressure). However, any other Suitable presen 
tation of information by the output device 24 may be used. 
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0048. The user platform 20 is preferably a computer that 
includes a keyboard, amouse, a video camera, and/or a micro 
phone as an input device 22 and a display as an output device 
24. The story pieces 110 and the reference pieces 120 may be 
displayed on the display to the user. The user platform 20 may 
alternatively be game board or a sheet of paper with the story 
presented in a graphical or text form where each story piece 
110 may be a portion of the graphic or text or may also be a 
three-dimensional diorama that displays a plurality of story 
pieces 110 and/or reference pieces 120 where the user notates 
observations and relevant facts by taking note of the scene 
provided in the diorama. However, any other suitable user 
platform 20 may be used. 
0049. The user platform 20 may also include a processing 
unit that performs the steps of providing the user with a story 
S110, providing the user with clues S112, capturing and 
transferring of observations from the story and/or the clues 
S130 and S132, facilitating the inference of a solution to the 
puzzle S220, evaluating the solution to the unknown element 
S310, and/or providing the user with assistance to the puzzle 
S170. The multistage puzzle may alternative include connect 
ing the user platform 20 to a network to communicate with the 
network S30. In a first variation, the network may function to 
provide the story with an unknown element and the reference 
that includes facts to the user platform to present to the user. 
In a second variation, the user platform may function to 
communicate at least one of the captured observations from 
the story, captured facts from the reference, linkages of obser 
vations and facts, and inference of a solution to the unknown 
element to the network and the network may function to 
evaluate the communicated information, for example, to 
determine the validity of the linkages, the relevance of the 
captured observations and/or facts, the correctness of the 
inferred answer, and/or the strength of the support for the 
inferred answer. The evaluation of the communicated infor 
mation may be preformed by a central processing unit within 
the network. Alternatively, the network may function to allow 
an administrator to view the communicated information and 
to formulate an evaluation. The step of evaluating information 
communicated from the user platform to the network may 
include the step of providing a clue to the user to facilitate the 
inference of a solution to the unknown element based on the 
evaluation. For example, the evaluation may determine that 
the observations and facts that the user has selected are not 
Substantially relevant and may provide a clue that encourages 
the user to select a more relevant observation and/or fact. In 
another example, the evaluation may determine that the user 
is not making relevant links between observations and facts 
and may provide a clue that encourages the user to link a 
particular observation to a particular fact. In another example, 
the evaluation may determine that the user is unfamiliar with 
the user platform and may provide a clue to teach the user the 
usage of the user platform. However, any other suitable clue 
may be provided. In a third variation, the network may con 
nect to a plurality of user platforms as shown in FIG. 1c, each 
with a user, and may function to allow a first user to commu 
nicate to a second user (shown in Box G in FIG. 7a), for 
example, a first user may share an observation, fact, proposed 
correlation, and/or clue to a second user. In a second example, 
the network may allow a first user and a second user to discuss 
the captured observations and/or facts to form correlations 
and/or inferasolution to the unknown element. In the first and 
second examples of this variation, the first and second users 
may be alternatively described as cooperating on a team to 
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solve the puzzle. In a third example, the network may allow a 
first user to communicate his or her progress, score, time, or 
any other Suitable information regarding their progress within 
the puzzle to a second user. This may be particularly useful 
when the users are competing to obtain the highest score 
and/or fastest time to completing the puzzle. An alternative to 
the third example may be to report the progress of the user to 
a processor that compares the progress of the user to a 
progress standard to determine whether the user is progress 
ing faster and/or better than a certain baseline progression. 
This may be particularly useful in the case where the user may 
be trying to beat a previous user (or his or her own) score or 
time to complete the puzzle. The network of the preferred 
embodiments may be one of the above variations, but may 
alternatively be a combination of the above variations or any 
other suitable variation. 
0050. The user platform may communicate with the net 
work through a wired connection, for example, through an 
Ethernet cable through the Internet or within the same room 
as the user platforms. In this example, the network may be a 
central computer and the user platform may each be a com 
puter that is connected to the central computer. However, any 
other Suitable arrangement of network may be used. Alterna 
tively, the user platform may communicate with the network 
through a wireless connection, for example, WiFi, Bluetooth, 
cellular network, or any other suitable type of wireless com 
munication. However, the user interface and the network may 
communicate through any other Suitable method, means, pro 
tocol, or combination of the above. For example, the user 
platform may communicate to the network through a wired 
connection while the network communicates back to the user 
platform through a wireless connection. 

Puzzle Variations 

0051. The multistage puzzle S10 of the preferred embodi 
ments is preferably a puzzle to which the answer is known. In 
a first example, the story provided to the user in Step S110 
may include details on the behavior of a person and the 
unknown element of the multistage puzzle S10 is type of drug 
that the person may have taken to cause the type of behavior 
mentioned in the story provided in Step S110 from the infor 
mation included in the reference provided in Step S120 (as 
described above in the Exemplary Puzzle). In a second 
example, the story provided to the user in Step S110 may 
include details of the life of a historic figure (such as, “I was 
always taller than everyone else my age, as a first person 
point of view detail for Abraham Lincoln) or a historic event 
(such as “Marie Antoinette was taken to the guillotine' as a 
detail for the French Revolution) and the unknown element of 
the multistage puzzle S10 is the historic figure or the historic 
event that the story is referring to from information in the 
reference provided in Step S120. In a third example, the story 
provided to the user in Step S110 may include details of a 
style of art (Such as the abstraction of reality of impression 
istic art) or a style of architecture (the building methods used 
to make the pyramids) and the unknown element of the mul 
tistage puzzle S10 is the style of art or architecture from 
information provided in the reference provided in Step S120. 
Alternatively, the multistage puzzle S10 may be a puzzle to 
which no conclusive answer is known. For example, the story 
provided in Step S110 may include hypotheses of the cause of 
the disappearance of the Mayan civilization, the cause of the 
disappearance of the dinosaurs, or whether Big Foot really 
exists, the reference provided in Step S120 may include 
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known facts about the Mayan civilization, facts on the way the 
dinosaurs lived, and evidence found on Big Foot, and the 
unknown element of the multistage puzzle S10 a hypothesis 
or a conclusion from the hypotheses provided in the story and 
the information in the reference as to the reason why the 
Mayan civilization disappeared, what happened to the dino 
saurs, and whether the existence of Big Foot is plausible, 
which at the time of this current application, are both myster 
ies of history that do not have fully conclusive answers. In this 
example, by going through the multistage puzzle S10, the 
user goes through an exercise of analyzing the details of the 
story and the information from the reference that are provided 
in order to come up with an argument or an opinion that is 
supported by the details and information. The user may then 
use the arguments and opinions that resulted from going 
through the multistage puzzle S10 to compose a formal essay 
or any other Suitable type of Summary. 
0052. As a person skilled in the art will recognize from the 
previous detailed description and from the figures and claims, 
modifications and changes can be made to the preferred 
embodiments of the invention without departing from the 
Scope of this invention defined in the following claims. 

We claim: 
1. A multi-stage puzzle that guides a user to develop Sup 

port for an answer to solve and complete the puzzle, compris 
ing: 

conducting a note taking stage comprising: 
providing a plurality of story pieces that cooperate to tell 

a story with an unknown element; 
providing a plurality of reference pieces that each 

include information that substantially relates to the 
story told by the plurality of story pieces; 

receiving story pieces and reference pieces selected by 
the user; 

conducting an answer and Support presentation stage com 
prising: 
retrieving an answer for the unknown element from the 

user, 
receiving a selected story piece and a selected reference 

piece from the user and linking the selected story 
piece and the selected reference piece received when 
the selected story piece and the selected reference 
piece are related to form support for the retrieved 
answer, 

hindering the completion of the puzzle based on the 
received story piece and reference piece selected by the 
user, the retrieved answer for the unknown element from 
the user, and received support for the retrieved answer; 
and 

conducting an answer and Support evaluation stage com 
prising: 
evaluating the retrieved answer. 

2. The method of claim 1, further comprising the step of 
evaluating the received support for the retrieved answer in the 
answer and Support evaluation stage. 

3. The multistage puzzle of claim 1, wherein the step of 
hindering completion of the puzzle includes preventing 
completion until a particular score is reached, wherein the 
score is based on the received story pieces and reference 
pieces selected by the user, the retrieved answer for the 
unknown element from the answer, and the received Support 
for the retrieved answer. 
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4. The multistage puzzle of claim 3, wherein the step of 
preventing completion of the puzzle includes preventing the 
user to progress from a first stage to a second stage until a 
particular score is reached. 

5. The multistage puzzle of claim 4, wherein the step of 
preventing the user to progress from a first stage to a second 
stage includes preventing the user from progressing from the 
note taking stage to the answer and Support presentation stage 
until a particular score is reached. 

6. The multistage puzzle of claim 4, wherein the step of 
preventing the user to progress from a first stage to a second 
stage includes preventing the user from progressing from the 
answer and Support presentation stage to the answer and 
Support evaluation stage until a particular score is reached. 

7. The multistage puzzle of claim 3, wherein the step of 
hindering completion until a particular score is reached 
includes increasing the score with each additional linkage 
made to form support for the retrieved answer. 

8. The multistage puzzle of claim 3, wherein the step of 
hindering completion until a particular score is reached 
includes increasing the score with each additional received 
selected Story piece and reference piece from the user. 

9. The multistage puzzle of claim 3, further comprising of 
assigning a relevance factor to each of the story pieces that is 
based on the importance of the story told in the story piece 
relative to the unknown element, and wherein the step of 
hindering completion until a particular score is reached 
includes increasing the score with each additional received 
Selected Story piece that is assigned a Substantially high rel 
evance factor. 

10. The multistage puzzle of claim 3, further comprising 
assigning an importance factor to each of the reference pieces 
that is based on the importance of the information included in 
the reference piece relative to the unknown element, and 
wherein the step of hindering completion until a particular 
score is reached includes increasing the score with each addi 
tional received selected reference piece that is assigned a 
Substantially high importance factor. 

11. The multistage puzzle of claim 3, wherein the step of 
linking the selected story piece and the selected reference 
piece received includes assigning a linkage correlation factor 
to the linked story piece and reference piece that is based the 
relationship between the story told in the selected story piece 
and the information included in the reference piece, and 
wherein the step of hindering completion until a particular 
score is reached includes increasing the score with each addi 
tional received linkage that is assigned a Substantially high 
linkage correlation factor. 

12. The multistage puzzle of claim 1, wherein the step of 
providing a plurality of story pieces that cooperate to tell a 
story with an unknown element includes providing at least a 
portion of the plurality of story pieces, requesting an input 
from the user, and providing another portion of the plurality 
of story pieces when the input is received. 

13. The multistage puzzle of claim 12, wherein the step of 
requesting an input from the user includes requesting the user 
to Submit a question, and wherein the step of providing 
another portion of the plurality of story pieces includes pro 
viding another portion of the plurality of story pieces when 
the question is received. 

14. The multistage puzzle of claim 13, wherein the step of 
requesting the user to Submit a question includes providing a 
plurality of possible questions and requesting the user to 
select a particular question and the step of providing another 
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portion of the plurality of story pieces when the question is 
received includes providing a particular portion of the plural 
ity of story pieces when aparticular question is selected by the 
USC. 

15. The multistage puzzle of claim 12, wherein the step of 
requesting an input from the user includes providing agraphic 
to the user and requesting the user to select a portion of the 
graphic, and wherein the step of providing another portion of 
the plurality of story pieces includes providing another por 
tion of the plurality of story pieces when a particular portion 
of the graphic is selected by the user. 

16. The multistage puzzle of claim 12, wherein the step of 
requesting an input from the user includes providing a labo 
ratory experiment to the user and requesting the user to con 
duct the experiment, and wherein the step of providing 
another portion of the plurality of story pieces includes pro 
viding another portion of the plurality of story pieces when 
the laboratory experiment is conducted in a correct manner. 

17. The multistage puzzle of claim 16, wherein the step of 
providing a laboratory experiment to the user includes 
explaining the correct manner to conduct the laboratory 
experiment. 

18. A method for providing a puzzle and facilitating solv 
ing of the puzzle, comprising: 

providing a user platform that includes an input device to 
receive input from the user and an output device to 
output to the user; 

providing a story with an unknown element to the user 
through the output device; 

providing a reference that includes facts that are Substan 
tially relevant to the story through the output device; 

capturing and transferring observations selected from the 
user from the story through the user platform that sub 
stantially relate to the unknown element; 

capturing and transferring facts selected from the user from 
the reference through the user platform that substantially 
relate to the unknown element; 

linking observations from the story and facts from the 
reference selected by the user through the userplatform; 
and 

facilitating the inference of a solution to the unknown 
element through the linking of observations from the 
story and facts from the reference through the user plat 
form. 

19. The method of claim 18, further comprising hindering 
the completion of the puzzle based on the captured observa 
tions and facts, the Solution, and the linking of observations 
and facts. 

20. The method of claim 19, wherein the step of hindering 
the completion of the puzzle includes preventing completion 
until a particular score is reached, wherein the score is based 
on the number of captured observations and facts, the solu 
tion, and the number of linked of observations and facts. 

21. The method of claim 18, further comprising providing 
clues to the user through the user platform that further facili 
tate the inference of a solution to the unknown element. 

22. The method of claim 21, further comprising capturing 
and transferring observations selected by the user from the 
clues. 

23. The method of claim 18, further comprising evaluating 
the solution to the unknown element inferred by the user and 
the linking of observations from the story and facts from the 
reference and revealing the evaluation to the user. 
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24. The method of claim 18, further comprising providing 
assistance to the user in completing the puzzle. 

25. The method of claim 24, wherein the step of providing 
assistance to the user includes providing instructions to the 
user to complete the puzzle. 

26. The method of claim 18, further comprising connecting 
the user platform to a network and communicating with the 
network. 

27. The method of claim 18, further comprising connecting 
a plurality of user platforms to a network and receiving a 
communication from a first user at a first user platform and 
outputting the communication to a second user at a second 
user platform. 

28. The method of claim 27, wherein the network provides 
the story and the story with an unknown element and the 
reference that includes facts to the user platform to present to 
the user. 

29. The method of claim 27, further comprising commu 
nicating from the user platform to the network at least one of 
the captured observations from the story, captured facts from 
the reference, linkages, and inference of a solution to the 
unknown element and evaluating the communicated informa 
tion in the network. 
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30. The method of claim 29, wherein the step of evaluating 
the communicated information in the network includes evalu 
ating the relevance of the at least one of the captured obser 
vations from the story, captured facts from the reference, 
linkages, and inference of a solution to the unknown element 
relative to the unknown element of the story. 

31. The method of claim 30, wherein the step of evaluating 
the relevance of the at least one of the captured observations 
from the story, captured facts from the reference, linkages, 
and inference of a solution to the unknown element includes 
allowing an administrator to view the at least one of the 
captured observations from the story, captured facts from the 
reference, linkages, and inference of a solution to the 
unknown element and evaluating the relevance. 

32. The method of claim 30, wherein the step of evaluating 
the relevance of the at least one of the captured observations 
from the story, captured facts from the reference, linkages, 
and inference of a solution to the unknown element includes 
providing a clue to the user to facilitate the inference of a 
Solution to the unknown element based on the evaluation. 
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