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Player's aim is to form “lines of four” that add up to values between 29 to 39 or
match up values that belong to your enemy.

#3547 Pattern Recognition
IRIEEE Updating

#ER 2l Planning

FER17%58 Hand-eye Coordination
GHARCIE Short-term Memory
HECIE Working Memory
SEEE Divided Attention

RIBIRE Processing Speed
B IREEFE Shifting

ZRHNE Inhibition
FREIREE Visual Scanning
EiE 24T Focus

3E=5C1E Non-verbal Memory
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Topics Primary Secondary High Level

(LEIEA Mental Arithmetic v

B8 B % Logical Reasoning

v
ERZ2HH 1 Pattern Recognition v
BEfRHEIS Problem Solving Skill v

REGER Linear Algebra Application

PSR4 Factorial Study

SR RO

HEFI4A& Permutation Analysis

BE#TF5PE Study of Magic Square

SKFNMERE K-Sum Problems

R 43HT Probability Analysis

BEETEE: Discrete Mathematics

IERIRZE Theoretical Investigation

ES#EHE Computer Simulation

ESIEs% Gaming Theory Study

NSNS ESS S S S

AL &g Atificial Intelligence Study
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