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TECHNOLOGY AVAILABLE FOR LICENSING
Digital Maze Games: A Unique Educational Technology
Inventor:   Donald M. O’Malley
Benefits of the Invention:

          This exciting new game will enhance learning in many different academic and technical disciplines.  It boosts motivation and thereby contributes to the mastery of difficult, complex subject matter.  It does this by providing a novel and powerful learning experience within a dynamically challenging, interactive environment.  Because it is applicable to many different college textbooks, it offers considerable commercial potential.  The game can be played inside or outside of class, individually or in groups.  As such, it offers valuable teaching opportunities for college professors.
         The principle intended licensees are textbook publishers.  This game is easily adapted to different textbooks by importing discipline-specific content.  A publisher might purchase an exclusive license in for example “Neurobiology” and could therefore advertise their textbook as the only textbook in that subject area with rights to a unique educational game.  This is just one of a variety of candidate business models that could yield substantial revenues to investors.
Invention Details:


This student-tested maze game employs unique cognitive challenges in a reward-amplifying environment that is designed to boost the player’s neural or synaptic energies.  The game has roots in synaptic learning theory and brain reward systems and capitalizes on innate human interest in puzzle solving.  It is designed to accelerate knowledge integration and conceptual advancement.  While some details are confidential, interested individuals should please contact the inventor or tech-transfer officer in regards to additional details/applications or to obtain a non-disclosure agreement.

The Bottom Line:


The textbook-sales environment is extremely competitive.  A publisher holding an exclusive license to this game will be well positioned in any given textbook market, especially as this game becomes broadly popular amongst students and college professors.  The Digital Maze game is unique in relation to all other extant textbook supplements, and as such offers publishers the prospects of major competitive advantages in multiple textbook markets.   Because of the game’s didactic uniqueness and its different modes of use, including novel in-class activities, we expect it will become a favorite of students, and most importantly, professors—the ultimate arbiters of textbook-purchasing decisions. 
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