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FREE SAMPLE / OPENING AND FIRST CHAPTER

Ellis Noble
This excerpt includes the introduction and complete first chapter. The full book includes
eight chapters and exercises, a seven-page worked printable pack, and six planning
tools.

LEARNER

What can they already
do?

TASK

What will they practice?

BUYER

Who needs this small
resource?

Start with one learner need, one useful task, and a buyer you can understand. No membership or earlier book
is required.

First edition | October 24, 2026
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Build a small resource people can
use
A printable is easy to imagine as a finished page. Someone buys it, opens a PDF, and
presses Print. The useful product is larger than that page. It includes the explanation
that makes the task clear, the answers that help an adult check the work, the file that
opens correctly, and the description that sets the right expectation before purchase.

That is the work this book will help you do. You will move from one teachable idea to a
small original resource with a clear purpose, a checked file package, and an honest offer.
You will also decide what you can responsibly promise, what still needs review, and how
to improve the product after a modest release.

The starting point is usefulness. A large page count cannot repair an unclear instruction.
A cheerful illustration cannot make a wrong answer key right. A persuasive description
cannot supply a missing file. Treat the teaching, the design, and the delivery as parts of
the same promise.

What you need before you begin
Choose a subject you understand well enough to explain accurately, or arrange qualified
help with the subject. You need a way to create text and simple graphics, export a PDF,
inspect the exported file, and save your editable work. A notebook or ordinary document
can hold the planning records. Use tools you already understand before paying for new
ones.

You also need access to a printer for the physical checks described later. This book's
example pages have been checked digitally; physical printing and trials with learners are
still real tasks for you to carry out. If printing is not available yet, mark it unfinished. A
screen review is useful evidence about the screen, not about every printer and sheet of
paper.

You do not need a Stock Noble membership, another book, a paid design application, a
large audience, or an account on another website. The method can begin with original
words and simple shapes. Optional resources appear after the complete teaching, where
you can judge whether they would help your own project.

Follow one small example
Maya is the fictional creator used throughout the book. She is developing Compare Two
Sets, a seven-page printable for an adult guiding learners who can already count groups
of up to six objects. The task is specific: count each of two groups, describe whether the
first group has more, fewer, or the same number, and check the comparison by pairing
objects.
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Maya is not a reported customer or a real teacher whose results we measured. Her
choices let us examine the product-development process without inventing sales,
testimonials, or classroom evidence. The example is not a complete mathematics
curriculum or a promise that it suits every learner of a certain age.

The seven pages have different jobs: an adult guide, a model, supported practice,
independent practice, an explanation and drawing task, optional practice cards, and an
answer key. The complete worked example appears near the back of this book. Its
pack-page labels are separate from the book's page numbers, so you can inspect the
resource as a whole.

Use the example as a method
The worked pack is an example inside this US Letter book. It is not a separate editable
download, an A4 version, a fillable form, or a resale template. You may print those
example pages for your own practice or your own teaching group. Do not redistribute or
sell the book's example pack. Create your own original subject, explanations, activities,
and design when developing a product for sale.

You will see how to plan another paper size, check a suitable export, and explain the
actual files supplied. Those instructions do not mean that every possible edition is
included here. Keeping that distinction clear is part of the product skill you are learning.

Finish decisions before adding pages
Each chapter has a practical exercise. Complete it with your own idea, then compare the
result with the worked example. Keep unresolved questions visible. A missing
permission, an uncertain answer, or an untested print setting is a task to resolve, not a
detail to hide beneath more decoration.

By the end, you should have a product brief, a page plan, a source-and-permission
record, a quality checklist, buyer instructions, and a small release plan. You may
discover that an idea needs more subject knowledge or a different buyer. Finding that
out early is useful progress. The process prepares a responsible product; it cannot
guarantee demand, sales, profit, or learning results.
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CHAPTER 1

Choose One Learner Need and One
Buyer
A folder of attractive worksheets is not yet a useful product. Someone still has to decide
what to print, who can use it, how to begin, and whether it solves the problem that
brought them to your page.

Start there. Before choosing a theme or opening a design app, describe one learning
task and the person who needs help preparing it. That decision gives every later page a
job. It also gives a potential buyer a reason to consider your work beyond its
appearance.

LEARNER

What can they already
do?

TASK

What will they practice?

BUYER

Who needs this small
resource?

A product brief connects the learner, task, and buyer. Interest is a question to investigate, not a result
already proved.

This chapter helps you write a small product brief: a clear record of the learner, buyer,
purpose, limits, and questions you still need to answer. You can make it in a notebook or
an ordinary document. Its value comes from the decisions, not the software around
them.

Separate the learner from the buyer
The learner uses the activity. The buyer decides whether the resource is worth
obtaining. Sometimes they are the same person. Often, an educator, tutor, caregiver, or
training leader chooses a resource for someone else.

Those people may need different information. A learner needs a task they can
understand and attempt. An adult selecting the activity needs to know what it covers,
what the learner should already be able to do, what preparation is required, and how to
respond to the work.
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Imagine a product described only as "Fun Math Printables." It gives neither person much
help. There may be hundreds of pages inside, but the buyer still cannot tell where to
begin.

Now consider a narrower description: "A small printable pack for comparing two sets of
up to six objects, with an adult guide, a model, practice, and answers." This is easier to
examine. It describes a task and enough of the product to support a decision. It still
needs accurate files and a thoughtful explanation, but the direction is clear.

Do not assume that a broad audience means a larger useful audience. A resource for
everyone can become difficult for anyone to recognize as a fit.

Meet the worked example
Maya, the creator used throughout this book, is fictional. She is developing an original
pack called Compare Two Sets. Its intended learners can already count sets of up to six
objects. An adult guides the activity and can read the directions aloud when needed.

Her goal is specific: the learner counts two sets, describes whether the first set has
more, fewer, or the same number of objects, and checks by pairing objects. A set here
simply means a group of objects. "First" and "second" will be labeled so the question
does not depend on guessing which group is meant.

This is a teaching example, not a report of a real classroom trial or a successful shop. We
will use it to examine product decisions. No sales, learning gains, or customer responses
are claimed.

Maya's pack is also not a complete early mathematics course. It does not promise to
teach counting from the beginning, replace an educator's judgment, or meet a named
grade standard. Its small scope makes the design and checks manageable. Your own
resource needs an equally honest boundary.

Describe an action you can inspect
"Improve math confidence" may express a worthwhile hope, but it is too broad to direct
the pages. What will the learner actually do? What work will the adult be able to look at
or discuss?

Choose an action such as identifying, arranging, comparing, explaining, or applying
something. Then name the content and conditions. For example, Maya can inspect
whether a learner counts both groups and correctly describes the first group in relation
to the second.

The word choice matters. "More" is not a permanent label attached to a group of four.
Four is more than two, fewer than six, and the same number as another group of four.
Her product must keep the comparison visible.
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Write a working goal in one sentence. Then test its boundaries with two questions: what
would a correct response show, and what would this activity still leave unknown?

A correct response to one item can show a useful step in that situation. It does not
establish lasting understanding across every task. Avoid building a sales promise from a
single narrow check.

Identify what the learner needs first
A prerequisite is something a learner needs before the activity can make sense. It might
be a skill, a word, background knowledge, or access to a material.

For Compare Two Sets, counting each group is part of the process, but the pack assumes
the learner can already count objects up to six. If counting itself is uncertain, an adult
may need to return to that skill. Simply adding more comparison pages would not
address the starting problem.

The learner also needs a way to indicate an answer. That could be speaking, pointing, or
making a mark when suitable. Neat handwriting is not the goal, so it should not become
an unnecessary gate to participating.

Record these starting conditions before writing "beginner friendly." Beginner is a relative
word. Someone can be new to comparison while already knowing how to count. A buyer
needs the useful distinction, not a reassuring label by itself.

Age or grade information can help when it is justified, but neither replaces a description
of readiness. Do not attach a named curriculum or certification claim merely because the
topic appears in a school resource you found online.

Choose a situation you understand well enough to serve
List a few teaching situations you can describe accurately. Perhaps you prepare
activities for an adult workshop, create visual explanations for beginners, or understand
a particular subject well enough to check each answer.

Choose a task you can explain and verify. If a topic requires subject knowledge you do
not have, plan qualified review or choose a different first product. A polished layout
cannot take responsibility for facts you have not checked.

Next, picture the actual use. Will an adult sit beside one learner? Will a small group
share a model? Will the resource be printed on a basic home printer? Will people write
on the page or discuss it?

Maya chooses close-view, adult-guided use. She plans black outlines and clear labels, a
printable PDF, and no activity that requires special equipment. This is a design choice for
the example, not evidence that every buyer prefers the same format.

Your choice should reduce uncertainty about the first product. It should not become an
excuse to claim that one resource suits every setting.
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Look for a need without inventing demand
A learner need and purchase demand are related, but they are different questions. A
task may be important while buyers already have enough free material, need a different
format, or have no budget for another download.

The U.S. Small Business Administration distinguishes research from existing sources and
direct research with potential customers. You can use both at a small scale. Look at
public resource descriptions to understand what is offered, then ask willing adults about
the work they actually prepare.

Keep the research focused. Record the task, the preparation involved, the alternatives,
and the details buyers need before choosing. You do not need to collect information
about individual children to investigate those questions.

A public listing proves that an offer exists. A review describes one person's reported
experience. Neither tells you how many people would buy your version. Search
suggestions and repeated phrases can suggest language to investigate; they do not
establish sales or search volume.

Do not copy another creator's pages while researching. Study the problem and the
buying questions. Build your own teaching content and design choices around a distinct,
useful response.

Ask about the last real situation
When an adult agrees to talk, ask about a recent task rather than leading with praise for
your idea. "How did you prepare the last activity like this?" can produce more useful
detail than "Wouldn't this be helpful?"

Follow the practical sequence. What were they trying to teach? What did they already
have? What took extra time? What information was missing? What would make a
resource unsuitable?

If appropriate, show a plain description or a rough page. Ask what they think it is for
before explaining it. If they expect a full curriculum from your seven-page pack, the
description needs work even if they like the appearance.

A willing adult's opinion is a clue, not a representative survey. Record the actual concern
and avoid turning a compliment into a forecast. "The instructions were hard to locate" is
actionable. "Everyone will love this" is not evidence you can use to plan stock, time, or
income.

For an early concept check, work with adults. A later tryout involving learners needs
appropriate permissions and safeguards for that setting. Never request names,
photographs, diagnoses, or other personal details simply to make your product notes
feel more complete.

https://www.sba.gov/counseling/plan-your-business/
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Choose a useful difference
Your first product does not need to invent a new school subject. It needs a defensible
reason to exist for the buyer you chose.

A difference might be clearly explained preparation, a compact sequence, an accurate
answer key, an ink-conscious layout, or a response option that fits the task. The
difference must appear in the files. It cannot live only in the sales headline.

For Maya, the proposed value is a small connected pack with a visible model, a
manageable practice sequence, and adult guidance. Those are features she can create
and inspect. Whether a buyer values them enough to pay remains a question for her
later release.

Adding a theme is another choice, but a decorative theme alone may not solve a
teaching problem. Make the lesson work before deciding whether it needs twelve
cheerful woodland characters.

Set a small go, revise, or pause decision
Before spending heavily, write what would justify a first draft. Perhaps you can explain
the need, check the content, reach a few willing adult reviewers, and finish a small
version within the time available.

Also write what would stop you. Missing subject knowledge, unclear artwork permissions,
a format you cannot produce reliably, or no clear buyer situation are reasons to pause
and solve the problem.

This is not a guaranteed market test. It is a way to avoid treating enthusiasm as
permission to expand indefinitely. "I will draft one coherent pack and inspect it" is a
more manageable commitment than "I will build a shop of one hundred products."

Practice: write the product brief
Write one page describing your proposed resource. Include the learner's starting ability,
the adult buyer or user, the teaching situation, one observable goal, the intended
response, and the proposed format. State what the product will not cover.

Add three short evidence notes: what you have directly observed, what a willing adult
has actually told you if applicable, and what remains an assumption. If you have not
spoken with anyone, write that plainly instead of filling the space with an imagined
customer.

Finish with your next decision: draft a small version, revise the idea, seek qualified
review, or pause. Give the decision a reason and a manageable next action.

You should be able to read the brief aloud without saying "and everything else." That is
the point at which a product begins to have a shape you can build.
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