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The importance of toys in shaping a nation’s cultural code

Abstract. The authors of the article reveal the cultural code of the nation, explore the influence of
3D jigsaw puzzles as a way to form the cultural patterns in children’s mind.

A toy is a child’s constant companion. It is specially designed by adults for educational purposes.
For instance, jigsaw puzzles, forcing to watch the color and shape of parts, involve both brain
hemispheres, bringing a person into a calm, concentrated and focused state. The constant
development of these skills forms personal qualities.

3D jigsaw puzzles are a challenging structure that you need to build. The completed task, the
achieved goal is a victory. Any victory gives a feeling of self- pride, enhances self-esteem. The
image of such toy remains in the back of mind as a thing arising pleasant sensations in the mind
and body.

The authors conduct analytical research of the souvenir and kid’s toy market in the Republic
of Kazakhstan including 3D architectural jigsaw puzzles. Also, a patent analysis of 3D jigsaw
puzzles for children was carried out in the Google Patents system.

According to the analysis results, the annual patent activity in China over the past nine years
proves an almost threefold increase. Such indicators confirm the high activity of promoting kid’s
3D jigsaw puzzles to obtain intellectual property protection.

Development and production of 3D jigsaw puzzle products associated with the historical and
modern architectural culture of Kazakhstan has become a topic put forward in support of the
state development program “Rukhani Zhangyru”, “Archive—2025" proposed by N. Nazarbayev,
the President of the Republic of Kazakhstan and can be the logical completion of the project of
Atameken Open-Air Museum.

The Rukhani Zhagyru program is one of the leading directions of the policy of the Republic of
Kazakhstan that calls for the restoration of history, the preservation and development of the nation
in accordance with its customs and traditions.

Key words: 3D puzzles, national code, architectural culture, traditions, national treasure, logics.

DOI: https://doi org/10.32523/2616-6895-2021-134-1-140-147
Received: 30.05.19 / Accepted: 4.11.20

Introduction

The uniqueness of culture as a historically
defined level of the spiritual development of
society, the creative forces and abilities of a person,
embodied in the diverse forms and spheres of
his life, ideals and values, lies in the inseparable
relationship of tradition and innovation. The

main way to preserve and transmit the cultural
traditions of the mnation, their continuous
development and renewal is its cultural code [1].

The cultural code is the key to understanding
this type of culture; unique cultural characteristics
inherited from ancestors by nations; this is some
form of coded information that allows you to
identify a culture.
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The cultural code defines a set of images that
are associated with a complex stereotype in the
mind. This cultural unconscious is not what is
being said or clearly understood, but what is
hidden from understanding, but
in deeds. The cultural code of a nation helps to
understand its behavioral reactions, determines
the people’s psychology [2].

“Space is the measure of all things, time is the
measure of all events. When the horizons of space
and time merge, the national history begins,” -
the head of state’s article “The Seven Facets of the
Great Steppe” says [3].

The Rukhani Zhagyru program is one of the
leading directions of the policy of the Republic
of Kazakhstan that calls for the restoration of
history, the preservation and development of
the nation in accordance with its customs and

manifested

traditions.
Main part

The upbringing of a child, first of all, is formed
in the family, in the language and values of the
family, on those toys and upbringing, which he
receives at home.

A toy is a constant companion of a child from
the first days of birth. It is specially created by

an adult person for educational purposes to
prepare the child for entry into public relations.
The toy acts as a subject of fun, entertainment, joy
for the child, and at the same time, it is the most
important means of psychological development.

We buy toys that are on sale on the shelves.
The main share of toys comes to the counter from
abroad.

Upgrade Capital provided the data of the kid’s
toy products market they analyzed. In 2018, the
market value of kid’s toy products was positive
due to a high demographic increase. Even during
the crisis of 2014-2017, when revenues decreased
by 33 % according to experts from Upgrade
Capital, the market for kid’s toy products grew
by 20 % and amounted to $ 2.5-3 billion.

An analysis of the open market volume for
baby strollers and child car seats shows that the
market is full of products at the amount of 120
million U.S. dollars, but according to customs

indicators, the amount of imported goods
amounts to 9 million dollars. Many goods are
imported illegally.

The difference in the indicators of the illegal
market for the sale of kid’s toy products has been
exceeded not tens, but hundreds of times. This
means that the market for children’s products is
not audited by either the Tax Committee or other
government authorities.

There are a lot of toys on the market that
negatively affect the upbringing and psychology
of children. There are no toys that would provide
children with national education. There are no
dolls in national costumes, instead of them, we
see Monster High or Barbie dolls, which have
nothing to do with the image of a Kazakh girl
or brave horsemen-batyrs embodying the spirit
of the Kazakhs. The root of this problem is the
ideology of national education.

Western countries develop cartoons and
comics for the toy business, invent heroes and
cartoon characters. The profits from the toy
industry belong to these manufacturers. And the
heroes of the industry become heroes of children,
including our children.

Today, parents intend to buy not only beautiful,
functional toys, but also give more preference to
educational tabletop games and toys, including
jigsaw puzzles, LEGO, chess, etc.

According to the patent database analysis, the
production of 3D jigsaw puzzles is a profitable
business. 3D jigsaw puzzles of world architecture
are also present in our markets.

According to the Nazarbayev’s project the
Atameken Open-Air Museum was built in the
capital in 2011. The museum shows the significant
architectural culture of Kazakhstan to visitors.
3D jigsaw puzzles can become an excellent
museum souvenir for city visitors. They are easy
to transport, light -weight and wrapped-up , and
associated with the places the tourists visited.

Jigsaw puzzles can be used as advertising
for the private sector, for museums, shopping
centers. For example, exchange program students
can present 3D jigsaw puzzles of their university
as a gift, which will become an excellent PR for
their university.

The architecture of the country is the image of
the government. When we see the Eiffel Tower,
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we understand that this is France, when we
see Big Ben, we know that this is England. This
happens not because we have been there and saw
these buildings, but because these buildings are
well advertised. We often see their images in the
form of toys and on beautiful pictures.
Therearealot of 3D jigsaw puzzles of the world

architecture made by Chinese manufacturers on
store shelves. But according to the 3D jigsaw
puzzle patent database analysis, there are no
Kazakhstan patents.

The authors of this article have developed
the designs for 3D jigsaw puzzles of modern
strategically important architectural buildings
of the capital of the Republic of Kazakhstan and
offer to put these products into production.

Over the years of independence, a new
capital has grown in our country with beautiful

architecture, cities have grown. Archaeological
excavations are underway, new discoveries about
old cities appear. All these events make us pay
attention to our architectural culture.

Figure 1. Prototypes of 3D puzzles «Palace of Peace and Accord», «Opera Theater» and «Hazret

Sultan Mosque»

The industrial model «Akorda» consists of 50
elements, it can be assembled independently or
with the help of instructions. For the new year a
lot of boys and girls received gifts from Akimat
Astana with 3D puzzles Akorda.

The by
classification is suitable for toy products that
form spatial thinking, train motor skills, develop
logical thinking. And the more complicated the
toy is, the more valuable it is.

The authors have ready-made 3D puzzles
of the architectural culture of the Republic of
Kazakhstan, like, the mosque «Hazret Sultan»,
«Palace of Peace and Accord», «Opera Theater»
shown in Figure 1.

The prototype 3D puzzle «Mosque Hazret
Sultan», which is a copy of the Hazret Sultan
Mosque in Astana, repeating all the architectural
charm of the original, consists of 150 elements
assembled in the size 420x299mm.

The number of elements of the 3D puzzle
«Opera Theater» is about the same, assembling
these puzzles brings great pleasure. This toy is
recommended for parents to collect with the

industrial design 3D puzzle

child. In today’s busy life, there is absolutely no
way to spend time with a child in order to have
fun and useful leisure time. During the assembly
process, the parent will have the opportunity to
quietly talk with his child.

Puzzle Palace of Peace and Accord consists of
only 14 elements, it can be assembled by children
of an earlier age, in general 3D puzzles are
intended for children 6 and older. Occupation 3D
puzzles like even an adult.

On average, a toy assembly of 120 items takes
about 3 hours.

Despite all sorts of difficulties, the authors
were able to bring the first development to the
market, in early July 2018. The first 3D puzzle
“Akorda”, from the “Modern Architecture of
Kazakhstan” series, was released as the most
important and significant building of the
Republic of Kazakhstan.

Full production of 3D puzzles, in Kazakhstan
requires the availability of expensive machines.
The toy is based on a sandwich panel consisting
of paper and extruded polystyrene, which we
do not produce, so the base was made in China,
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and the cutting and assembly were made in
Kazakhstan.

The development of the series «History of
Kazakhstan steppes» is planned.

Fostering a sense of pride in one’s history and
fostering patriotism must begin at the school
bench [3].

In the puzzles of the “History of the Kazakh
steppes” series the buyer will see the historical
buildings of Turkestan - the mausoleum of Khoja
Ahmet Yassavi, Karakhan in Taraz, will be able to
play the old cities in puzzles, learn the history of
their people. In the future, the company intends
to produce historical 3D puzzles with different
stories about the cities of Bosa, Sarayshyk, Otyrar,
Taraz, Akyrtas, etc.

Analysis of patent applicants in the field of 3D
puzzles.

According to the results of the patent search
conducted on the open PatentInspiration
database at the time of the search, 4,508 units
of patent documents were found in the IPC
class specified in the patent. The main market
leaders in relation to patent documents on the
subject of three-dimensional puzzle research

ordai
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Figure 2. Industrial design of
the 3D puzzle «Akorda»
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Geographical analysis of patenting applications for the topic under study.
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LEMOS MELENDEZ MANUEL, FOK GYEM
FINOMMECH ELEKT, MATTEL INC, REALLY
USEFUL GAMES COMPANY LI [5].

The annual patent filing activity in China over
the past 10 years showed an almost threefold
increase compared to 2008 from 30 patents to 90
patents in 2017, as can be seen in table 3. This fact
indicates the high activity of the attractiveness
of the Chinese market for obtaining intellectual
property protection by technologies related to
three-dimensional puzzles [5].

According to the results of the patent search
conducted on the open GooglePatents database,
at the time of the search, 15 616 patent documents
were found.

The closest analogs, giving rise to possible
patent and legal risks.

In order to determine the patent and legal risks
in the territory of the Republic of Kazakhstan, a
search was conducted for patents on the open
patent bases of Kazpatent.kz (patents not found)
and Eapatis.com (patents not found). According
to the results of the patent search, 32 patents
were revealed in Russian in the Google Patent
database [5].

Patent and legal risks on the territory of
the Republic of Kazakhstan at the time of the
patent search are minimized, since no security
documents on the subject under investigation
have been found. The following foreign countries
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Figure 3. The annual patent filing activity in China over the past 10 years has shown an almost
threefold increase compared with 2008 from 30 patents to 90 patents in 2017

were found with a high concentration of patent
documents close to the subject under study:
United States of America, China, Germany,
Taiwan, Korea, Republic, Czech Republic, Spain,
Japan, United Kingdom, France. Revealed a
stable trend of patenting in the world on the
subject under study, and only in China there is a
threefold active growth in patenting inventions
on three-dimensional puzzles.

In conclusion, we would like to say that raising
a cultural code in a child is raising patriotism of a
future citizen of the country.

The cultural code of a nation is formed from
childhood, it is important to involve children
with school children to the history of the people
and one of the means to achieve success in this
can be developing 3D puzzles of the “Modern
Architecture of Kazakhstan” series representing
architecture of recent years and 3D puzzles
“History of Kazakhstan steppes” , providing
an opportunity to consolidate the history and
culture through the games parallel developing
the logic and skills of the child. After all, a toy is

primarily a tool for the upbringing and formation
of a child for adulthood, accompanied by the
correct ideology for the formation of a patriot.

Conclusion

As a result of the research, the first industrial
design of the 3D puzzle “Akorda” from the
“Modern Architecture of Kazakhstan” series
was developed, put into the market, 3 projects
of 3D puzzles were developed and ready for
production, then the objects of the Palace of Peace
and Accord, Opera Theater and Hazret Sultan
Mosque «There is a research work» Development
and production of souvenirs and games products
3D puzzles of Kazakhstan Architecture for the
formation of the national culture of the younger
generation» [6]. See the leadership of the master’s
thesis on the topic: «Formation of the cultural
code of the nation, through 3D puzzles of the
architectural culture of Kazakhstan.» Also, the
authors participated in competitions of grant
financing of the Ministry of Education and
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Science of the Republic of Kazakhstan for the
commercialization of research activities, and
participated in exhibitions of republican displays
of research work.

To obtain a 3D model of architectural
structures, the authors came up with their own
technology using a camera and Dron. To obtain
a model around the building, a large number
of frames are made, and the resulting images
are sent to a special program, from which they
quickly receive a 3D job model.

The difference of products from well-known
manufacturers is that they use the method of
manual bending of puzzle pieces.

Degree of implementation - the results of
the study were tested at exhibitions in the sales
market, and scientific conferences and seminars,
published in print and in social networks. Patent
applied for, quality certificate obtained.

Creation provides great satisfaction for the
child, forms a sense of dignity and complacency.
Creative activity brings great satisfaction from
the achievement of the goal. A child who collects
a 3D puzzle will love his puzzle, will remember
every part, every element of this toy. As a result,
he will love his toy, his city, his country, so through
the game, you can plant the “seed of love” in the
homeland.
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K.M. CagpikoBa
A.H. T'ymuaes amorndaeor Eypasus yammorx yrusepcumemi, Hyp-Cyaman, Kasaxcman

¥ATTBIH MdAeHN KOABIH KaAbINTaCThIPYAAFbl OMBIHIIBIKTaPAbIH MaHbI3AblAbIFbI

Angarma. Makasaga aBTOp yATTBIH MdJeHM KOABIH Taakblaarl, KasakcTaHHBIH coyaeT ©HepiH KepceTeTiH
3D nazagapblH >Kacay KoHe OHAIpy4iH Ooaallak, yprakka TUTi3eTiH Iailgachl Typaabl ailTKaH.

O¥BIHIIBIK - 6alaHbIH TYpPaKTH cepikreci. OHBI epecek agaM OalaHbl yIIpeTy MaKcaTbIHAA apHaiibl >Kacaii-
Abl. Erep Kxa>keTTi OJMBIHIIBIKTapAbI Kacall, OHAipe aAraH Kargaiija, 3D rmasagap apKblabl TapyuXy KoHe 3aMa-
Hay! CoyJeT MdJeHMeTiH OMBIHIILIKTap apKbIAbI TAPUX IIeH YATTHIK MdJeHM TopOue Gepe OTHIPHII, OalaHbIH
AOTVIKAChIH, KeHICTIKTIKTi oiiaay KabileTi MeH MOTOpMKaChIH KOca >KeTidigipyre 60AaThIHBIH aliTaAbL.

Congaii-ak, aBTopaapAbiH Google Patents >xyitecinae Oaaaaap o¥ibIH ©HIMAepiHe ITaTeHTTIiK Taaday XKy pris-
TeHAIri, IaTeHT TaA4ayAapbIHbIH KOPBITHIHABICEL JKaliAbl aliThLAFaH.

JKacaaran caparnramMaHbIH HITVXKeCiHAe Kbl caliblHFbl KpITallAbIH IMaTeHTKe CypaHbIC Oepyi COHFBI 9 Kblaja
YIII ece ©CKeHAITi ga1eaaeHreH. byHaait kepceTkimrep 6asasap HapbIFbIHAA KapPacTBIPBIABIII OTHIPFaH OHIMHIH
CYPaHBICH, SIFHU 3VMATKEPAiK MEHIITKKe OepiareH cypaHBIC JKOFapbl eKeHAITH aTall aliTKaH.

KasaxcranHbIH Tapuxm KoHe Kasipri 3aMaHFbl coyadeT MajeHueTiMeH OaitaaHbicTsl 3D masagap MeH Koje-
coiit eHaipici Kasaxcran Pecriyoaunkaceiaeiy [Tpesugenti H.A. HazapOaes ycbinraH «PyXaHM >KaHFBIPY», «Ap-
xmB-2025» MeMaeKeTTiK gamy OarjapAaMachlH KoAday MaKcaTbIHAA d3ipAeHreH, api «ATaMeKeH» aIllbIK, acllaH
MypasKalibIHa TYTIKiAiKTi OaliaaHBICHI Oap >k00a eKeHAiri aliThlAFaH.

Tyiiin cesaep: 3D masasl, YATTHIK KOJ, COyAeT MdAEHNeTi, A9CTypaep, YATTHIK Ka3blHa, A0THKa.

JK.M. CaabikoBa
Espasuiicxkuil nayuonarvrviil yrusepcumem um. A.H.Tymuresa, Hyp-Cyaman, Kasaxcman

3HaueHue urpymniexk B CI)OPMI/IPOBaHI/H/I KyAbTYpPHOTO KOJa Haltmn

AnnoTtanms. ABTOPEI CTaTbU MCCACAYIOT KYABTYPHBIN KOJ HallUM, pacKphiBas BAUSHUE pa3pabOTKU U IIPO-
usBoActsa 3D naszaos Ha popMupoBaHMe KyAbTypPHOIO KOAa Halfuu B Oyay1ieM rokoaenun. ITponssesen ana-
AU3 PBIHKA AETCKOM M CyBeHUPHOI IIPOAYKIINY, B TOM yncae 1 o 3D mmasaam apXUTeKTypEL.

Wrpymika - Heu3MeHHBIN cyTHUK peOenka. Ee crienimaabHO co3gaeT B3pOCABIT B BOCIMTATEABHBIX L€ AsX.
Ecan meaenampasaeHHO pas3pabaThiBaTh Hy>KHBIE MIPYIIKM, TOTAa MOSKHO (POPMUPOBATh B AETAX HYKHBIN
KyABTYPHBIN KOA, B YaCTHOCTH, C IIOMOIIILIO UTPYIIIeK B (pOpMe apXUTEKTYPHBIX I[eHHOCTel ITPOIILA0TO U COBpe-
MEHHOCTH, U IIPY DTOM pa3BMUBaTh IPOCTPAHCTEEHHOE MBIIILAeHNe I MOTOPUKY.

Tak>ke mpoBe/eH MaTeHTHBIN aHAAU3 JeTCKOI UTPOBO mpoAykiym «3D masas» B cucteme Google Patents.
ITo ero uToram exkerogHasi akTMBHOCTD 10 II0Jade 3asBOK Ha I1aTteHT B KuTae 3a mocaeanne AeBATh A€T A40Ka3bl-
BaeT IOYTU TPeXKpaTHbIN pocT. Takne IoKazaTean IOATBEPXKAAIOT BBICOKYIO aKTMBHOCTD IIPOABVKEHUS AeT-
CKOII UTPOBOIT MPOAYKIIMM, CBI3aHHYIO C TPeXMEPHBIMU Ia3AaMy, APYTUMU CAOBaMM, TOTPeOHOCTH B 3aIliUTe
UHTeAAeKTyaAbHO CODCTBEHHOCTHU B DTOI cpepe BLICOKA.

[TpoussoacTso 1 pazpaboTKa CyBeHUPHO-UTPOBOI HpoaAyKunm «3D I1a3abl», acCOIMPYIOMIENCs ¢ MCTOPU-
YecKoll ¥ COBpeMeHHOM apXUTeKTypHoOI KyabTypoit Kasaxcrana, BeAyTcs B ITIOAACPKKY IIPOrpaMMBbl Pa3BUTIS
rocyaapcrsa «Pyxann sxaHreipy», «Apxus 2025», seiasunyroii Ilepspim IIpesugentom PK H.A.HaszapOaesriym,
U SABASIOTCS. A0TMYECKUM 3aBepLIaloNIM 3B€HOM IIPOeKTa 1104, OTKPBITHIM HeOOM «ATaMekeH».

Karouesbie caosa: 3D 11a3Abl, HalMOHAABHBIN KOJ, apXUTEKTYpHas KyAbTypa, Tpaguliiy, HallMOHaAbHOe
AOCTOSIHIE, A0THKA.
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