The information we provide may contain errors or may not reflect the most current data. Please

double-check, especially for the French translation. Feel free to contact us if you spot any

inaccuracies. We are releasing this information with your permission and hope it supports your

activities.

We encourage readers—especially children and families—to help us improve our content by sharing

feedback and suggestions. Those who provide valuable input will receive exclusive discounts on all

our products and exhibition entries.

For feedback, contact us at: junelafayette1 668@gmail.com
X4.003: Positive Social Influence Through Publishing - Inspiring Change with
Creative Cards

Case Study HSocial Need Hldea & Inspiration HCard Creation Process HPositive Impact
tep 1: Maxime
S P . . Impact: The cards were
brainstormed simple tips |.
. introduced at a school
that kids could follow to
Keep the ocean clean. like assembly, where teachers
Need: Children in local rec pclin and re ducin’ used them to start a “Save
schools wanted to learn yens & |lthe Ocean” project that
plastic use. Step 2: He ||.
how to protect the ocean included beach cleanups
sketched sea creatures, . -
and understand the effects - and recycling drives.
. . .. each with a message on L
Ocean Environmental|of pollution. Inspiration: Maxime’s cards were also

Guardian Cards

Awareness

Maxime saw trash on the
beach during a family trip
and wondered how he
could teach his classmates
about ocean conservation.

how they help keep the
ocean healthy. Step 3:
Using a Create Your
Own Card Deck kit, he
designed “Ocean
Guardian” cards that
combined fun
illustrations with easy-to-
follow advice.

distributed at the
Montpellier Card
Museum, sparking
interest in other schools
and leading to a
community-wide effort to
raise awareness about
marine life.

HUNTER’s
Thought
Experiment
Cards

Creative
Thinking &
Inquiry

Need: Schools and
community centers wanted
to encourage critical
thinking and imagination
among young children,
making them feel confident
to ask big questions.
Inspiration: HUNTER
loved asking “What if?”
questions, like “What if
trees could sing?” These
questions led to
conversations that sparked
creativity in his friends and
family.

Step 1: HUNTER wrote
down his favorite thought
experiments, focusing on
questions that could lead
to imaginative stories.
Step 2: He used the
Thought Experiment
Card kit to turn each
question into a beautifully
illustrated card with
prompts that encouraged
children to think, draw, or
write their answers. Step
3: Each card was
designed as a stand-
alone, easy to carry, and
shareable in classrooms.

Impact: The
“Imagination Series”
cards were introduced in
after-school programs
where teachers used them
to prompt creative
writing, storytelling, and
group discussions. The
cards were also sold
online, where families used
them during playtime,
creating a culture of
curiosity and confidence.
Teachers reported that
children who struggled
with traditional lessons
began to express
themselves more freely
when engaging with these
cards.

The Language HMultilingual HNeed: Children in

||Step 1: The children

Hlmpact: The cards were




Case Study HSocial Need Hldea & Inspiration HCard Creation Process HPositive Impact
Connect Cards |Learning & multilingual communities  ||collected common distributed to community
Cultural needed a fun way to phrases and greetings in ||centers and used during
Awareness practice new languages and |three languages language workshops.
learn about different (English, Spanish, and Children found it easier to
cultures. Inspiration: French), focusing on pick up new words, and the
Seeing how children at the |phrases they often used |lvisual element made
Tippecanoe Community |[at home and school. Step||learning less intimidating.
Center struggled to mix 2: They illustrated each ||Schools integrated the
languages when speaking, a|[phrase, adding visual cards into language
group of young creators cues to make the learning|lclubs, leading to better
decided to help. fun and engaging. Step |[communication and
3: The project became a ||cultural understanding
set of “Language among children from
Connect Cards,” each |/different backgrounds.
card featuring a phrase,
its translation, and a
picture to illustrate it.
. Step 1: A group of
Il::;g.vf;;?gltse;\gnzi?lctlien children from the Impact: The “Kindness
about empathy community center Connection Cards” were
understanding ’an d the brainstormed acts of distributed to classrooms
importance of1<in dness kindness, like sharing a ||and after-school clubs.
especially after noticing’ an smile, helping a friend, or || Teachers used them as
increase in conflicts among writing a thank-you note. ||part of daily routines to
Kindness Promoting students. Inspiration: Step 2: They created start conversations about
. o . ’ illustrations to match empathy, and children
Connection Efnpathy & In.splred by a project at Ehe each act, showing simple |\were encouraged to draw
Cards Kindness z;%l:::ax}?:rgg}?ﬁg;z:lty ways kids could be kind |[their own versions. The
made “’Kin dness Jars” to |EVEY day. Step 3: Using |cards were also given to
share thoughtful messages the “Kindness Card local stores, where they
the idea was to expand thié Kit,” they designed a were available for free to
into a set of cards that deck of cards with each |ffamilies, spreading a wave
encouraged acts of card suggesting a small ||of kindness across the
Kindness act of kindness and how |[community.
) it makes a difference.




How Cards Are Created to Address Social Needs: The Path to Positive Impact

Step

HDescription

HDetails & Examples

HQuotations/ Knowledge LearningJ

1. Identifying a Social
Need

The process begins by
understanding what
children, schools, or
communities need. Are
they looking for ways
to protect the
environment, foster
creativity, or
promote kindness?
Once a clear need is
identified, it becomes
the foundation for the
card creation.

Example: Maxime
realized that children
needed simple ways to
understand ocean
conservation after
seeing trash on the beach.
This became the starting
point for the “Ocean
Guardian Cards.”

Related Knowledge: “The ocean
covers 71% of the Earth’s surface, and
it plays a critical role in regulating
climate and supporting marine life.
Even small actions, like reducing
plastic use, can make a big difference.”

2. Gathering Ideas &
Inspiration

Children are
encouraged to
brainstorm, explore,
and imagine
solutions. This might
involve asking big
questions, drawing
inspiration from
personal experiences,
or thinking about how
they can help others.

Example: HUNTER’s
love for “What if?”
questions became the
inspiration for his
Thought Experiment
Cards, which encouraged
creative thinking in other
children.

Quote: “Imagination is more
important than knowledge. For
knowledge is limited, whereas
imagination embraces the entire
world.” — Albert Einstein

3. Designing &
Illustrating the Cards

Using the Matrix
Kids Cards kits,
children create visual
representations of
their ideas. The kits
provide templates,
coloring tools, and
guides to help them
design cards that are
both educational and
engaging.

Example: The
“Kindness Connection
Cards” were designed
with simple, colorful
illustrations showing
everyday acts of kindness,
making it easy for
children to understand
and replicate them.

Knowledge Learning: Learning
about empathy and kindness can
improve children’s emotional
intelligence, helping them to navigate
social situations and build stronger
relationships.

4. Creating a Path for
Sharing & Engagement

Once the cards are
designed, they are
reviewed, printed,
and prepared for

Example: The
“Language Connect
Cards” were introduced
at community language

Quote: “One language sets you in a
corridor for life. Two languages open
every door along the way.” — Frank
Smith




Step

HDescription

HDetails & Examples

HQuotations/ Knowledge LearningJ

distribution. Cards can
be shared at
community events,
schools, and
museums, making
them accessible to a
wide audience.

workshops, where
children and parents
practiced phrases
together, making learning
a shared, fun experience.

5. Measuring Positive
Social Impact

The final step is to see
how the cards make a
difference. Schools,
families, and
communities share
feedback on how the
cards have encouraged
positive change.
Success stories are
highlighted to inspire
others.

Example: After using the
“Kindness Connection
Cards,” teachers noticed
a significant improvement
in classroom behavior,
with children taking more
initiative to help and
support their peers.

Related Knowledge: Studies show
that practicing acts of kindness can
increase happiness and reduce stress
in children, fostering a positive and
cooperative environment.

Impact:

By focusing on social needs, Matrix Kids Cards helps children create projects that are more

than just creative exercises—they are tools for change, education, and community

building. Each card deck or project starts with an understanding of how to help others,

inspiring children to think beyond themselves and engage in acts of kindness,

environmental awareness, or creative thinking. The process is open, supportive, and

community-driven, making it easy for children to see how their ideas can make a positive

impact.




