The information we provide may contain errors or may not reflect the most current data. Please
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X4.004: Success Stories of Young Publishers - Celebrating Young Innovators

Field/Area of

Young Inn r .. Proj r Publishin rn Achievement & Im
oung ovato Creativity oject & Story ublishing Journey chievement & Impact
. . Achievement: Maxime’s
Project: Maxime’s o
w N . cards were exhibited at the
Peaceful Ocean” cards ||[Journey: Maxime .
. . Montpellier Card Museum
were inspired by his used the Create Your . «
. T .. |/during a “Young Innovators
passion for marine life. ||[Own Card Deck kit "
) . Week” event, and they were
He wanted to create a ||to design and illustrate also featured in an
Maxime - Environmental||set of cards that would |his cards. After environmental awareness
"Peaceful Ocean"|Science teach kids how to submitting his project, .
A campaign at local schools.
protect the ocean. Each [Matrix Kids Cards . o,
. His project inspired a school-
card featured a helped him refine the s 3 sleie L.
. . . wide initiative to reduce
different sea creature |layout and print a high- . .
. . plastic waste, showing how
and a tip on how to quality set. ..
creative ideas can make a real
keep the oceans clean. .
difference.
Project: Sophie (6 Journey: Sophie’s
ears old) loves parents helped her
years pick a Storybook & ||Achievement: Sophie’s cards
painting and wanted to . . .
- Art Kit from Matrix ||were displayed at a local art
share her art with the . .
Kids Cards, and she fair and sold at the museum
world. She created a . . .
. painted each piece by ||gift shop. Her artwork was
series of watercolor . . . .
Sovhie - "Artful cards that captured the hand. The kit allowed ||also included in a special
praie = AT |visual Art b her to scan her edition booklet that
Expressions colors and shapes of L
. paintings, add text, and||celebrated the work of young
nature, from vibrant . . .
o format the cards for artists, showing how visual
sunsets to swirling .
printing. The result art can be used to
leaves. Each card . . .
. was a stunning communicate feelings and
included a short poem .
collection titled beauty.
or phrase to express «
. Artful
her feelings. . ’
Expressions.
Project: Leo (7 years | Journey: Using a Achievement: Leo’s cards
old) noticed that kids |[customized card were shared with PE
sometimes felt bored |deck kit, Leo wrote |teachers and used during
Physical during recess and down his favorite recess and sports clubs.

Leo - "Movement
& Play" Cards

Education &
Play

wanted to create a set
of cards that would
make physical activities
more fun. His
“Movement & Play”

games and illustrated
them with simple stick
figures. Matrix Kids
Cards helped him
organize the games by

The feedback was
overwhelmingly positive, and
the cards were even
integrated into a “Get
Moving” program to




Young Innovator E:::ééi:;a of Project & Story Publishing Journey |Achievement & Impact
cards suggested easy ||category (e.g., “Indoor (lencourage more physical
games, exercises, and ||Fun,” “Outdoor activity in schools. Leo’s
challenges that children [[Challenges”) and add |[project demonstrated that
could try at school or ||colorful designs. even simple ideas could lead
home. to healthier, happier

playtimes.
N Journey: Emma used
P;:g:g:a)E lr: 523 (8 the Storybook Achievement: Emma’s
Zx erimenting with Creation Kit to write |“Science Sparks” booklet
evsr dav ite rr%s from and illustrate her was distributed online and
rycay : experiments, adding |jused during science
baking soda volcanoes
e . - notes on why the workshops at the museum.

Emma - "Science |Science & to DIY slime. She . .

" . o science worked. After |([Teachers and parents praised

Sparks Exploration created a “Science o .
Sparks” booklet with submitting her draft, (jthe booklet for making
step-bv-step ouides for Matrix Kids Cards science feel accessible and
sirrf) leyex Erin ents helped format the fun, and it led to more
thatpchil dfen could try booklet, adding fun children engaging in at-home
at home fonts and engaging experiments.

) visuals.
Journey: Aarav used
Project: Aargv (9 years ||the Mus19 & l.’lay Kit Achievement: Aarav’s
old) was fascinated by |ffrom Matrix Kids “Music & Rhythm” cards
rhythms and sounds.  ||Cards, which included were showcasZ d at a music
He designed a set of  |templates for festival and used in school
cards that showed illustrating musical music classes. His project

Aarav - "Music & [Music & simple ways to create |notes and patterns. encouraced chii drenl?[o )

Rhythm Cards" |Rhythm beats using everyday |The cards were printed exolore fn usic creatively. even
objects, like clapping, ||with interactive i tlljle didn’t have Y
tapping, and drumming |lelements, like QR ins trli,men ts. showing that
on surfaces. Each card |codes linking to short music e du(:.ation c§n be both
had a musical pattern ||videos where Aarav fun and inclusive
children could follow. ||demonstrated each )

rhythm.

How Young Innovators’ Success Stories Inspire Others - The Path to Publication &

Impact

Step

HDescription

HDetails & ExamplesHQuotations/ Knowledge Learning

1. Identifying a
Passion & Purpose

The journey begins when a
child discovers a topic they
love or an idea they want

Example: Sophie’s
love for painting led
her to create “Artful

to explore. This passion
fuels their creativity and
gives purpose to their
project.

Expressions,” a
series of watercolor
cards. Her passion
for color and emotion

Related Knowledge: “Art is the journey of a
free soul.” — Alev Oguz. Encouraging children
to express their feelings through art can
improve their emotional well-being.




Step HDescription HDetails & ExamplesHQuotations/ Knowledge Learning
was the driving force
behind her art.
Example: Leo’s
With the help of Matrix ||“Movement & Play”

2. Creating &
Designing the
Project

Kids Cards kits, young
innovators bring their ideas
to life. Each kit provides
templates, guides, and
tools to make the process
simple and engaging.

cards were created
using a customized
kit that helped him
organize his games
and add illustrations,
making physical
activities fun for kids.

Quote: “Play is the highest form of research.”
— Albert Einstein. Encouraging playful
exploration helps children learn naturally.

3. Submitting &

Once the project is
complete, it’s submitted to
Matrix Kids Cards for
review. The publishing

Example: Aarav’s
“Music & Rhythm”
cards were refined
and printed, with

Related Knowledge: Music education can
improve memory, coordination, and

Publishing the rocess ensures each work added features like |[listening skills in children. Studies show that
Work f; polished, printed, and QR codes to make |rhythmic exercises can enhance language
ready to bé shared ’with a the legrning development.
wider audience. experience
Interactive.
Example: Emma’s
{4 3 »
Published projects are Science Sparks
. booklet was
celebrated on the Matrix hichlichted durin
Kids Cards website and g 8 8 L . .
4. Sharing & exhibited at the science workshops, |/ Quote: “The important thing is to never stop
Silowcasin Montoellier Card where she was questioning.” — Albert Einstein. Science
Success g Museﬁm Children get to invited to projects encourage curiosity, experimentation,
see their \;vork displa%/ d demonstrate her and critical thinking.
creating a sense of pride fexp(?r}ments,
and achievement inspiring other
) children to try them
at home.

5. Inspiring Others
& Building

By sharing their projects,
young innovators inspire
other children to pursue
their interests and see their
ideas come to life. Success
stories are celebrated to

Example: Maxime’s
“Peaceful Ocean”
cards led to school-
wide initiatives on
ocean
conservation,

Related Knowledge: Sharing creative work
helps children develop communication
skills and encourages collaboration, empathy,

Communit . : .
y show that creativity can demonstrating that |land social awareness.
lead to positive change |even small actions
and community can have a big
engagement. impact.
Impact:

These success stories demonstrate how Matrix Kids Cards provides a platform for children

to explore their passions, create projects, and see their ideas brought to life. By

showcasing diverse projects across different fields, from art to science and physical

education, young innovators inspire others to see the potential in their own ideas. The

process of creating, publishing, and celebrating these projects fosters a sense of

confidence, pride, and community, showing that every idea can make a difference.




