We'te new etganiging HUNIER s CARIDSET using the letlers
MATRIX. Eack letler, has fen vows—Ma, M2 M3, Ma—
and each tow condain seven sub-catds, labeled Mi.001, Mi.002,
Mi.003, and 36 on up le Mur.oor. This card atangement i3
inspied by Niklas Juhmann’s nele-laking melhed; and we
encentage you o creale youty own cads in each tow. Pownlead
the 7 catds from the link below, and let's build them Tegether!




Deseription of R? Card RAttachment and HELP MATRIX Basic Mode

The R? card set serves as a vibrant toolkit designed to enhance early
childhood education through imaginative and interactive learning experiences.
Each card is crafted to address specific needs within the community, making
it a versatile resource for educators, parents, and local businesses. The

HELP MATRIX. at its core, provides a structured approach to identify who

can be helped. how to achieve this. and the tangible steps needed for

effective implementation. This synergy allows for tailored solutions that foster
creativity and engagement, ultimately transforming learning into an exciting

adventure for children.

R3.001: "They Say It's Great, But Why No Buyers?"
I.M (Who to I'Ielp): Parents & Schools seeking better educational

outcomes for children ages 3-6.

2. R (Whom to Help):f Focus on teachers and school administrators who

are struggling with engagement strategies in early education.
2.A (Help Objective):v Enhancing learning materials that incorporate
the value of creativity, helping children engage with a blend of play

and education.

4.1 (Imagination/Result): ¥ Imagining a system where creative storytelling
and hands-on learning tools (e.q.. HUNTER's adventure-driven cards) i i

reshape traditional learning models.

5.T (How to Help - The Plan):ﬁ% Implement interactive sessions using
HUNTER's cards to support lessons with active student participation

(e.q., role-playing activities, card-based projects).

6.% (Details - Rctions): = Offer a step-by-step curriculum using the 3

HUNTER cards as both physical learning materials and imaginative

learning adventures.

.
sy



http://104.168.144.100/org/frontpage_business_letter/07.Leading_the_Way_in_Information.pdf

Application Example in Tippecance:

At local early childhood centers in Tippecance. HUNTER cards are
introduced to create interactive sessions. The foeus is on customizing these

| sessions to local interests, such as engaging with nature or creating art based
on Tippecanoe’s unique community elements.

o Objective: ldentify gaps between product feedback and sales results in

the Tippecanoe market.
e Expansion with Local Businesses:

a. Collaborate with Local Toy and Bookstores: Partner with shops
like Tippecance Toys & Tots (123 Main St, West Lafayette, IN
47906: tippecancetoys.com) and Little Minds Bookstore (456
Oak St. Lafayette, IN 47905; littlemindshookstore.com). Offer

in-store demos and discounted bhundles.

b. Upstream and Downstream Integration: Work with educational
suppliers like Tippecance Learning Resources (789 Maple Ave,
West Lafayette, IN 47907:; ﬁppecanoelearninq.com) to include

your product as part of school supply packages.

c. Promote in Local Malls and Shops: Set up promotional stands at
Tippecance Commons (101 Market Pl, Lafayette, IN 47905) or
Childhood Creations, a local arts and erafts store at 321 Craft
St, Lafayette, IN 47905, that could cross-promote art-related

produets.



http://tippecanoetoys.com/
http://littlemindsbookstore.com/
http://tippecanoelearning.com/

