MIGHTYMIND PRODUCT DESCRIPTIONS

MightyMind – Makes Kids Smarter

Age 3-8

Winner of Parents’ Choice Honor Toy, cited by child development experts. Has 32 colorful design shapes, neatly contained in a storage tray with numbered programmed puzzle cards. Encourages and entices a child to think, build complex designs, and solve puzzles without assistance. Builds confidence. No language required. Available worldwide.
SuperMind – Makes Kids Very Smart

Age 5-9

This sequel to MightyMind stimulates a child to explore and discover the fascinating way simple shapes can be combined to form intricate delightful pictures and designs.  Has 32 colorful design tiles, neatly contained in a storage tray with numbered advanced programmed cards.  Builds important skills and confidence.
MightyMind Aquarium Adventure

Age 5-9

Brings a new dimension of fun and exploration to stimulate a child's imagination. MightyMind® Aquarium Adventure extends the award winning MightyMind series using unique proportional MightyMind Design Tiles and a progressive series of challenging puzzles. A child builds a variety of underwater scenes that develop the important and necessary skills every child needs. It keeps kids busy for hours!
Magnetic MightyMind

Age 3-8

MightyMind, the award winning, highest rated 5-Star activity set is now magnetic. Contains 32 proportional design tiles in 6 basic geometric shapes, 4 colors, in large and small sizes, with matching magnetic shapes. The tiles are neatly stored in the convenient cotton storage pouch. Also included is a deck of 30 sturdy puzzle board cards which are organized and programmed in numerical sequence to show children how to build and solve puzzles.
Magnetic SuperMind

Ages 5-9

The sequel to Magnetic MightyMind, it shows school age children how to build and solve puzzles. Kids love combining shapes and design blocks to create figures, animals, people, buildings and imaginative pictures.

Magnetic ZOO Adventure
Ages 4-9

Magnetic MightyMind® Zoo Adventure is an ideal travel companion for keeping kids creatively busy on long trips.  This dramatic and colorful play-alone activity provides hours of fascinating fun by challenging children to think for themselves.  Kids get totally absorbed as they follow the carefully programmed series of puzzles that build the skills every child needs.  MightyMind Zoo Adventure provides the essential elements for developing independence and self-expression by encouraging children to accomplish tasks which are rewarding and build self-confidence.
Magnetic Sea Explorer

Age 5-9

This creative adventure activity builds the skills that every child needs. It shows children how to build and solve colorful puzzles. Kids combine shapes and design blocks to create aquatic figures such as fish, sea creatures, boats and imaginative pictures.
PlayTray with PEEL & STICK MightyMind Magnets

Now you can add the power of magnets to your MightyMind® or SuperMind® activity sets. This upgrade set of 32 peel and stick soft magnets precisely fit MightyMind or SuperMind Design Tiles. 
The magnetic field is strong enough to pass through the puzzle boards.
MightyMind Magnets fit MightyMind, SuperMind, and MightyMind Aquarium Adventure Design Tiles.
Mini MightyMind

Age 3-8

This light edition of the bestselling basic MightyMind introduces children to logic, reasoning and problem solving skills.  Kids learn counting, sorting, categorizing, spatial relationships and color matching.  Contains a specially programmed series of 16 beginner puzzles.  Also included are 12 proportional geometric design tiles contained in a convenient storage tray.

Design Tiles – So More Kids Can Play!

Extend the fun of MightyMind® or SuperMind® so more kids can play. The 32 Design Tiles’ unique relational attributes enable children to understand proportion and symmetry.  They can also be used without pattern cards to create free form designs.
Super Challenger

Age 5-9

Provides twice as many MightyMind Design Tiles so two children can play independently for hours!  Combines MightyMind® Challenger patterns, the advanced MightyMind® Aquarium Adventure puzzle patterns and SuperMind’s® Big Idea Book. Takes children on a step by step journey through all of the logic building, mind expanding routes that MightyMind had introduced them to originally.

SuperMind Design Book

Age 5-9

Sturdy plastic bound book of puzzle cards continues the MightyMind pattern number sequence and converts a MightyMind into a SuperMind®. It presents the same design patterns contained in the SuperMind activity set.

MightyMind Aquarium Design Book

Age 5-9

Sturdy plastic bound book contains all of the Aquarium Adventure puzzle patterns. Use it to extend Basic MightyMind or SuperMind. Requires a set of 32 MightyMind or SuperMind Design Tiles.  

MightyMind Challenger

Age 5-9

This sturdy, plastic bound pattern book presents a new and unique series of carefully sequenced designs arranged in alphabetical order. Works with either MightyMind or SuperMind. Provides an excellent transition from MightyMind to SuperMind.

Super MightyMind’s Big Idea Book

Age 5-9

The ultimate challenge! This giant book of double size patterns requires 2 sets (64 shapes) of MightyMind/SuperMind Design Tiles. Build huge dinosaurs and elephants. Patterns are the most advanced puzzles in the MightyMind series. MightyMind or SuperMind owners can purchase an extra set of tiles.
Little Planner Game

Capture the fun of MightyMind and extents it as a game. Kids build projects by reference to little plans.  They interact and enjoy taking turns building a zoo, an underwater city, a circus, vehicles and space creatures.  With a little luck, sometimes the youngest child wins.  Multilevel series teaches color, shape recognition, dexterity, cooperative play, visual projection and tactile recognition.  Grows with children as they develop basic skills.  Contains 40 colorful shapes, dice cube and 21 playing boards.

Smarty Farm Game

Before kids can learn to read, they must develop their abilities to see small differences in shapes, letters and symbols. Kids learn important perception skills. They fill barns with animal cards matching positions, quantities, and shape attributes to windows in their barns.  Prepares kids for the difficult task of learning how to read and to see small differences between letters like “b” and “d”, “M and W” and  “E and F”. 

Think Its Math Mats

Like “magic”, Think-Its Math Mats take the drudgery out of learning math.  Using an ordinary wipe-off marker, a child writes answers to questions and checks the answers by pressing a thumb over a concealed answer box.  The child’s body heat dissolves embedded crystals and the correct answer is mysteriously revealed.  These 2-sided mats are reusable so a child can practice addition, subtraction, multiplication and division at home, in class, or when traveling.

Order No. 44029 - Addition
Order No. 44039 - Subtraction
Order No. 44049 - Multiplication
Order No. 44059 - Division
Order No. 44069 - Complete set of all 4
