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We've how organizing UNTER'S CARDSET using the letters
M.AT.R.1. K. Each letter has four rows—m1, M2, M3, Ma&—and.
each Yol containg seven sub-cards, labeled M1.001, M1.002,
M1.003, and. 50 oh up o M1.00%F. This card aryangement is
ingpived. by Niklas Luhmann's note-taking method, and we
encourage \ou 1o create your own cards in each Yow.
Download. the 3 cards from Hhe link below, and. let's build
them togetier!




A4.001: Intyodwction Yo Dream Creation — Ingpire Big Dreams
Stoyy Script (for Parents and. Childyen:

Welcome 1o the Dream Matvix Tank, wheve Bl& dreams come 1o
\ite, and. \you, yes YOU, are the captain of your own creative
ship! Just like funter, Who once decided a praying mantis made
from leaves was the coolestthing ever, \you’re aboutto dive
into the Wworld of wild imagination and. create something epic.
And guess what? There are no limits! You can dream as Bl6 as
you Wwant because anything is possible in the Dream matvix!

"Dream as big as & mountain, and your ideas will shake the
world!"

This card. is like & key to unlock your wildest dreams. Think of
something crazy awesome—like a candy \and, a school for
dragons, of a super-duper flying machine. Now, here’s the best
part: you can actually create it! All you need is your imagination
and a \ittle bit of magic (also known as determination)!




Step-loy-Step Activity:
1.Dream H: Ask Yyour child: “What's the most mind-blowing,
awesome thing you can imagine creating?” Letthem go
bananas Wwith ideas! They can dream up the wackiest,
wildestthings, from a city made of marshmallows o a
volleycoaster in the sky.

o gExample: tunter dreamed. of a magical kindergarten
With classrooms inside gianttrees and reachers who
Spoke animal \anguages.

° Tip: if they're stuck, ask silly questions like, “What
would happen if your bed could. fiy? or if cats wied the
wovld?”

2.Dyaw H: Now), grab your crayons, markers, of whatever
\jou’ve got lying around! Time o draw that dream in all its
glovy. Big, small, colorful, or wacky—it's a\l perfect.

o example: tunter drew a kindergarten where the walls
were made of yainbow glass, and. students floated
ayound on cloud. chairs.

o Tip: Encourage your child o go wild with the detuails.
Add sparides, Wwings, or lasers—because Wwhy not?




3. Name H: H's official—our creation needs a name! Something
that shouts “Awesome” when you hear it. Let your child come
up With & super-cool, or even funny, name fortheir creation.
o example: ftunter called his magical place “The
Fantastical Forest School.”
o Tip: Ask your child Wwhy they chose the name, and. if
they want o add something extya to it, like “The
Super-Duper Amaging Wovld of Flying Cupcakes.”

4. Talk Aot H: Let's chat! Ask your child fun questions to dig
deeper into their creation:

o “What makes this place so special? 1§ there a secret
Yoom?#

o «if | visited \your dream world, Wwhat should | pack—
cookies of 2 magjic wand?”
° “Who's the coolest character living there?”
These questions Will get them talking about their dream and
make it feel even more real (and, of course, move fun).




€ach day, let \your child say this magic sentence to give their
dream some extya sparile:
* “l have HUGE dreams, and | can create anything | want,
anytime!”
ttave Your child shout it, whisper it, or say it in a funny voice—
s a\l about building confidence and. having fun with their
imagination.

Inspiration Stovy:
Let's +alk about tunter. One day in kindergarten, the teacher

asked evenyone to make something Wwith leaves and petals.
most of the kids made a flower garden (which was cool), but
ttunter made something different—a PRAYING MANTIS! The
teacher smiled. and said the flower garden was beavtiful, but
funter wondered, “Wait, why isn't my mants just as
beavtiful?”

That's when he realized something important: every dream, no
matter how Wild of weird, is AWESOME. ttunter kept dreaming
big, and. you can +oo!




“Tne future belongs +o Hhose Who believe in the beauty of their
dreams.” — €leanor RooseveHt

Translation: If you believe in your dream, even if it involves
fiying unicoms and +alking dinosaurs, Yyou can make it happen!

Reflection Time for Parents:
* Encourage Your child o think Bl and dream WILD. Even
the silliest ideas could tum into something magical.
* Celebrate their crazy, funny, and colorful dreams With
eXcitement, and. remind them that every strep is a victory.

Reward. mechanism for motivation:
Let's keep the excitement going With rewards!

* Weeldy: Afrer a week of dreaming, drawing, and.+alking
aoout their idea, rewavrd. your child with a “Super Dream
Star” shicker.

* Monthly: Afrer 30 days of creating and. expanding their
dream, reward them With a “Dream ttero” badge.

* 180 Days: After completing ¢ montis of consistent dream-
making, celebyate with a special “Dream master”
certificate for being a creative superstay!




Tips for Parents:
* Make dream-time a part of your daily routine, whether
before bed or during a creative play session.
* Encourage \our child to add new things to their dream
each day—it could be @ nelw chavacter, a magic object, ora
funny twist.

Conclusion:

And. there you have ir—your child’s first step into the wild
wovld of dreams! With this card, they're officially on their way
to becoming a creator of e most exciting, imaginative wovlds.
Keep those crayons ready because the joumey is just beginning!




