VOLUME ONE - EDUCATIONAL REFERENCE - AGES 7+

AxisOS™ Kids’ Encyclopedia

The Complete 96-Page World Reference Guide

A gentle, kid-friendly reference guide explaining the AxisOS world through basic
shapes, pulses, friendly rooms, and the Pocket Professor. Built to replace fear
and black-box algorithms with wonder, craft, and understanding.

WORK IN PROGRESS - PRE-PRINT WORKSHOP DRAFT
This document is an unpolished working manuscript from the AxisOS workshop provided openly for
classroom preview, community feedback, and curriculum testing. Final illustrated print editions are
currently in active development.

8 Chapters - 96 Grounding Pages - Crusan & Co. Micro-Enterprise
Tillamook, Oregon - Generated 2026



Table of Contents - 96 Pages

PRE-PRINT DRAFT §0b7 WORK IN PROGRESS

Chapter 1: Welcome to AxisOS

Chapter 2: Characters & Helpers

Chapter 3: Rooms & Places

Chapter 4: Tools & Shapes

Chapter 5: Rituals & Actions

Chapter 6: AxisOS World Map

Chapter 7: Tiny Projects

Chapter 8: Glossary & Extras

AxisOS™ Educational Series - Kids' Encyclopedia

Pages 1-12

Pages

Pages

Pages

Pages

Pages

Pages

Pages

13-24

25-36

37-48

49-60

61-72

73-84

85-96



PRE-PRINT DRAFT §0b7 WORK IN PROGRESS

PAGES 1-12

Chapter 1: Welcome to AxisOS

PAGE 1

Title Page

Chapter 1: Welcome to AxisOS

A friendly introduction to the tiny world where shapes glow, doors hum, and the Pocket Professor
helps everything stay in balance.

What AxisOS Is

AxisOS is a tiny world made of shapes, pulses, and friendly rooms.
It's not a computer — it's a place where ideas become little projects, and every shape has a job.

Kids learn that AxisOS is a living workshop full of surprises.

See also: AxisO0S world

Meet PP

PP is the Pocket Professor — the friendly guide of AxisOS.
He wears a blue cap, a white coat, and always has a bright idea ready to share.

PP helps shapes behave, doors open, and tiny projects come to life.

See also: PP profile
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How the Tiny World Works

AxisOS works through simple rules:

* Shapes move in patterns
* Pulses glow when something important happens

» Doors open when the right ritual is performed

Kids learn that AxisOS is predictable, gentle, and full of tiny logic.

Basic Shapes

Shapes are the building blocks of AxisOS.
Circles, squares, triangles, and arcs each have their own personality.

Circles glow softly, squares stay steady, triangles point the way.

Pulse Rings

Pulse rings are circles that carry energy.
They glow when PP starts a project or when a room needs attention.

Kids learn that pulse rings are like “hello signals” in the world.

See also: Pulse rings

PAGE 7

Arcs & Connections

Arcs are curved lines that connect shapes together.
They help tiny projects move from one room to another.

Kids learn that arcs are the “paths” of AxisOS.
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PAGE 8

Doors & Paths

Doors in AxisOS aren’t like normal doors — they respond to shapes and pulses.
Some doors open with a glow, others with a ritual.

Kids meet the idea of the Seal Door for the first time.

See also: Seal Door

Glow States (Simple Intro)

Glow states are gentle colors that show how a shape feels.
Blue means calm, yellow means curious, and amber means “time to check something.”

Kids learn that glows help PP understand what’'s happening.

PAGE 10

Symbols You’ll See in This Book

AxisOS uses simple symbols:
« Circles for pulses
« Arcs for connections
e Squares for rooms

« Triangles for direction

Kids learn how to read the icons that appear throughout the encyclopedia.
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PAGE 11

How to Use This Encyclopedia

Kids are encouraged to explore:

* Read pages in any order
* Try the activities
* Look for hidden shapes

* Ask PP questions in the glossary

This page sets the tone for curiosity and discovery.

PAGE 12

Chapter 1 Review Page
A simple recap:
* AxisOS is a tiny world
e PP is the guide
» Shapes and pulses make everything work

 Doors respond to rituals

* Glow states show feelings

Kids answer a few friendly questions to check their understanding.

AxisOS™ Educational Series - Kids' Encyclopedia 6



PRE-PRINT DRAFT §0b7 WORK IN PROGRESS

PAGES 13-24

Chapter 2: Characters & Helpers

PP Full Profile

PP is the Pocket Professor — the friendly guide of AxisOS.
He wears a blue cap, a white coat, and round glasses that help him notice tiny details.
PP knows every room, every glow, and every helper in the world.

Kids learn that PP is calm, curious, and always ready to explain something new.

See also: PP profile

PAGE 14

PP’s Outfit & Tools

PP’s outfit is part of how he works:
« His blue cap helps him focus.
« His white coat carries tiny tools.
* His glasses help him read glow states.
PP’s tools are simple and friendly:
* A pulse marker
e A shape card
 Attiny ring that lights up when a project begins

Kids learn that PP’s tools help him guide the world gently.
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PAGE 15

PP’s Glow States

PP communicates through gentle glow colors:

* Blue: calm and ready
* Yellow: curious

* Amber: something needs checking

Kids learn that PP’s glow helps helpers understand what's happening without words.

Helper: Diagnostics Sprite
The Diagnostics Sprite watches for amber glows.

It floats softly and carries a tiny ring that lights up when something needs attention.

Kids learn that this helper keeps AxisOS safe and steady.

See also: Diagnostics concepts

PAGE 17

Helper: Memory Sprite

The Memory Sprite stores notes, shapes, and tiny events.
It keeps glowing squares that hold memories and shares them with PP when needed.

Kids learn that this helper remembers everything — even tiny details.

Helper: Workshop Sprite

The Workshop Sprite helps PP build tiny projects.
It organizes shapes, carries tools, and keeps the workshop tidy.

Kids learn that this helper loves circles and arcs the most.

AxisOS™ Educational Series - Kids' Encyclopedia 8



PRE-PRINT DRAFT §0b7 WORK IN PROGRESS

PAGE 19

Helper Icons

Each helper has a simple symbol:
« Diagnostics Sprite: amber ring
* Memory Sprite: soft square

» Workshop Sprite: bright arc

Kids learn to recognize these icons throughout the book.

How Helpers Communicate

Helpers don't talk — they move and glow.
A fast wiggle means excitement.

A slow drift means thinking.

A bright pulse means “look here!”

Kids learn that helpers use motion instead of words.

PAGE 21

PP Trivia

Fun facts about PP:
« His cap tassel never tangles.
* He collects tiny shapes.

* He can read glow states from across the room.

Kids learn that PP has a playful side.
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Helper Trivia

Fun facts about helpers:

« Diagnostics Sprite loves amber puzzles.
* Memory Sprite hums softly when thinking.

* Workshop Sprite organizes shapes by color.

Kids learn that helpers have personalities too.

Create Your Own Helper (Activity)

Kids design a helper by choosing:
* A shape
* A glow color
* Ajob
They draw their helper and give it a name.

This page encourages creativity and imagination.

Chapter 2 Review Page

A simple recap:
* PP is the guide of AxisOS
* Helpers keep the world running
* Glow states show feelings

« Icons help identify helpers

Kids answer a few friendly questions to check their understanding.
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PAGES 25-36

Chapter 3: Rooms & Places

AXxisOS World Overview

AxisOS is made of friendly rooms, each with its own job.
Some rooms glow softly, some hum quietly, and some stay still until PP visits.

Kids learn that every room is part of the tiny world’s rhythm — nothing is random, and everything
has a purpose.

Workshop Intro

The Workshop is where tiny projects begin.
It's full of shapes, tools, pulse rings, and soft lights.

PP spends most of his time here, helping shapes find their place.

See also: Workshop

PAGE 27

Workshop Tools

The Workshop has friendly tools:
 Shape trays
* Pulse markers
e Arc guides
* Glow lamps

Kids learn that tools in AxisOS don’t make noise — they glow when they’re ready to be used.
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PAGE 28

Seal Door Intro

The Seal Door is one of the most important places in AxisOS.
It doesn’t open with a handle — it opens with a ritual.

Kids learn that the Seal Door protects the world and responds only to the right shapes and pulses.

See also: Seal Door

Seal Door Behavior

The Seal Door has gentle rules:

* It glows blue when calm
« It glows yellow when curious

« It glows amber when something needs checking

Kids learn that the Seal Door listens to PP and the helpers before opening.

Diagnostics Hall

Diagnostics Hall is where shapes go when they need checking.
Amber glows appear here more often than anywhere else.
The Diagnostics Sprite floats around, watching for tiny problems.

Kids learn that this room keeps AxisOS healthy and steady.
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PAGE 31

Memory Room

The Memory Room stores notes, shapes, and tiny events.
Soft glowing squares float gently, each holding a memory.
The Memory Sprite organizes them so PP can find anything he needs.

Kids learn that this room remembers everything.

Hidden Subsystem

The Hidden Subsystem is a quiet, mysterious room.
It doesn’t glow often, and its door only opens when PP performs a special ritual.

Kids learn that this room holds secrets, puzzles, and shapes that appear only once in a while.

Room Map: Workshop

A simple map shows:
* Tool shelves
» Shape trays
* Glow lamps

* PP’s workbench

Kids learn how the Workshop is arranged so tiny projects can move smoothly.
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Room Map: Diagnostics Hall

A simple map shows:

* Amber glow stations
 Pulse check rings

 Helper paths

Kids learn how the Diagnostics Sprite moves through the hall.

Room Map: Memory Room

A simple map shows:

* Memory shelves
* Glow squares
* PP’s reading spot

Kids learn how memories are stored and shared.

Chapter 3 Review Page
A simple recap:
* AxisOS has friendly rooms
» The Workshop builds projects
» The Seal Door protects the world
» Diagnostics Hall checks glows
* The Memory Room stores everything

Kids answer a few friendly questions to check their understanding.
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PAGES 37-48

Chapter 4: Tools & Shapes

Pulse Rings (Deep Dive)
Pulse rings are glowing circles that carry tiny bursts of energy.

They help shapes wake up, move, or connect to other shapes.

Kids learn that pulse rings are like friendly “hello signals” that start projects.

See also: Pulse rings

Tentacle Arcs (Deep Dive)

Tentacle arcs are curved lines that link shapes together.
They guide energy from one place to another and help tiny projects travel between rooms.

Kids learn that arcs are the “paths” of AxisOS — gentle, glowing, and always helpful.

See also: Arcs & connections

Builder Tools

Builder tools help PP and the helpers create tiny projects.
These tools don’t make noise — they glow when they’re ready.
Kids learn about:

* Pulse markers

* Shape trays

e Arc guides

* Glow lamps

Each tool has a simple job and a friendly personality.
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PAGE 40

Shape Families: Circles
Circles are the softest shapes in AxisOS.
They glow gently, roll smoothly, and help calm the world.

Kids learn that circles are used for pulse rings, glow states, and helper signals.

PAGE 41

Shape Families: Squares

Squares are steady and reliable.
They hold memories, store notes, and keep projects organized.

Kids learn that squares appear most often in the Memory Room.

Shape Families: Triangles

Triangles point the way.
They help PP show direction, mark paths, and guide helpers.

Kids learn that triangles are used in maps and rituals.

Combining Shapes

Shapes can work together to make tiny projects.
A circle plus a triangle creates a “guided pulse.”
A square plus an arc creates a “memory path.”

Kids learn that combining shapes makes AxisOS more powerful.
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PAGE 44

How Shapes Build Projects

Tiny projects begin with simple shapes.

PP arranges circles, squares, and triangles on a tray, then uses a pulse ring to activate them.

Kids learn that projects grow step-by-step, never rushed.

Tools Safety Page

Tools in AxisOS are gentle, but they still follow rules:

* Never activate a pulse ring without PP
» Keep shapes organized

* Glow lamps should stay in their holders

Kids learn that safety keeps the world calm and predictable.

PAGE 46

Draw a Shape (Activity)

Kids draw a circle, square, and triangle.
They practice making each shape glow by coloring the edges lightly.

This page encourages creativity and shape recognition.

PAGE 47

Build a Shape (Activity)

Kids combine shapes to make a tiny project:

« A circle for energy
A square for memory

* Atriangle for direction

They draw their project and give it a name.

AxisOS™ Educational Series - Kids' Encyclopedia
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PAGE 48

Chapter 4 Review Page
A simple recap:
* Pulse rings carry energy
* Arcs connect shapes
* Tools help PP build projects
« Circles, squares, and triangles each have special jobs

Kids answer a few friendly questions to check their understanding.
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PAGES 49-60

Chapter 5: Rituals & Actions

What Rituals Are

Rituals are tiny actions that help AxisOS stay balanced.
They aren’t magic — they’re simple patterns made of shapes, pulses, and gentle movements.

Kids learn that rituals keep rooms calm, doors working, and helpers focused.

PAGE 50

Cookie Ritual

The Cookie Ritual is PP’s favorite.
It uses a circle, a triangle, and a tiny pulse ring to “wake up” the Workshop for the day.

Kids learn that this ritual makes the world feel warm and ready.

See also: Cookie Ritual

PAGE 51

Wake Pulse

The Wake Pulse is a soft glow that starts every morning in AxisOS.
PP places a pulse ring on a tray, taps it gently, and the glow spreads through the rooms.

Kids learn that the Wake Pulse helps helpers begin their day.
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Unseal Ritual

The Unseal Ritual opens the Seal Door.
It uses a triangle for direction, a circle for energy, and a slow arc movement.
Kids learn that this ritual is careful and respectful — the Seal Door only opens when everything is

calm.

See also: Seal Door

Diagnostics Glow

The Diagnostics Glow checks if shapes are behaving correctly.
PP uses a tiny amber pulse ring, and the glow spreads through the Diagnostics Hall.

Kids learn that this ritual keeps AxisOS healthy and steady.

Why Rituals Matter

Rituals help AxisOS stay predictable.
They make sure doors open safely, shapes stay organized, and helpers know what to do.

Kids learn that rituals are gentle reminders that everything has a place and time.

Ritual Symbols

Each ritual has a simple symbol:

» Cookie Ritual: circle + triangle
* Wake Pulse: glowing ring
« Unseal Ritual: triangle + arc

« Diagnostics Glow: amber circle

Kids learn to recognize these symbols throughout the book.
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Ritual Safety

Rituals follow friendly rules:

* Always wait for PP
» Keep shapes steady

* Never rush a glow

Kids learn that safety keeps rituals calm and successful.

PAGE 57

Make Your Own Ritual (Activity)

Kids create a ritual by choosing:
¢ A shape
* A glow color

» A movement pattern
They draw their ritual and explain what it does.

This page encourages creativity and gentle logic.

PAGE 58

Ritual Story Snippet

A tiny story shows PP performing the Cookie Ritual:
He taps the pulse ring, the glow spreads, and helpers wiggle happily.

Kids learn how rituals feel inside the world.
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Ritual Q&A

Kids explore simple questions:

* Why do rituals glow?
* Why do shapes move?

* Why does PP lead rituals?

Answers are friendly and easy to understand.

Chapter 5 Review Page
A simple recap:
* Rituals keep AxisOS balanced
* Cookie Ritual starts the day
» Wake Pulse wakes the rooms
» Unseal Ritual opens the Seal Door
« Diagnostics Glow checks shapes

Kids answer a few friendly questions to check their understanding.
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PAGES 61-72

Chapter 6: AxisOS World Map

World Map Overview

AxisOS is shaped like a tiny connected world made of glowing rooms and gentle paths.
Each room has its own job, and every path leads somewhere important.

Kids learn that the world map shows how everything fits together — like a friendly puzzle.

Main Paths

Main paths are glowing arcs that connect the rooms.
Some paths are short and bright, while others are long and quiet.

Kids learn that paths help tiny projects travel safely from one place to another.

Where PP Lives

PP lives in a small, cozy space near the Workshop.
His room has:

* A soft glow lamp

 Attiny shelf of shapes

* Awarm spot for helpers to rest

Kids learn that PP’s home is simple, tidy, and close to the action.
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PAGE 64

Workshop Location

The Workshop sits at the center of the world map.
Paths from every room lead here, because tiny projects begin in the Workshop.

Kids learn that the Workshop is the “heart” of AxisOS.

See also: Workshop

Diagnostics Hall Location

Diagnostics Hall is placed slightly above the Workshop.
This helps amber glows travel quickly when something needs checking.

Kids learn that this room is easy for helpers to reach during busy moments.

PAGE 66

Memory Room Location

The Memory Room sits to the side of the Workshop, connected by a steady square path.
This keeps memories safe and organized, away from busy project areas.

Kids learn that the Memory Room is quiet and calm.

PAGE 67

Hidden Subsystem Location

The Hidden Subsystem is tucked far away from the main paths.
Its door only opens with a special ritual, and its glow is faint and mysterious.

Kids learn that this room is meant for puzzles, secrets, and rare shapes.
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PAGE 68

Travel Paths

Travel paths show how PP and helpers move through AxisOS.
Helpers wiggle along arcs, pulse rings roll gently, and PP walks calmly from room to room.

Kids learn that movement in AxisOS is slow, friendly, and never rushed.

PAGE 69

Find the Hidden Subsystem (Activity)
Kids look at a simple world map and try to find the Hidden Subsystem.
They follow paths, check glow colors, and circle the room when they find it.

This page encourages exploration and gentle problem-solving.

Draw Your Own Map (Activity)

Kids draw their own version of the AxisOS world.
They choose where rooms go, how paths connect, and where helpers travel.

This page encourages creativity and spatial thinking.

PAGE 71

Map Trivia
Fun facts about the AxisOS world map:

* The Workshop is always in the center
* The Seal Door never moves

« Helpers follow the same paths every day

Kids learn that the world map is stable and predictable.

AxisOS™ Educational Series - Kids' Encyclopedia 25



PRE-PRINT DRAFT §0b7 WORK IN PROGRESS

PAGE 72

Chapter 6 Review Page
A simple recap:

» AxisOS is made of connected rooms
« Paths help shapes and helpers travel
* PP lives near the Workshop

* The Hidden Subsystem is far away

Kids answer a few friendly questions to check their understanding.
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PAGES 73-84

Chapter 7: Tiny Projects

What Tiny Projects Are

Tiny projects are small creations made from shapes, pulses, and arcs.
They aren’t machines — they're friendly little constructions that help AxisOS stay organized.

Kids learn that tiny projects begin with simple shapes and grow step-by-step, guided by PP and
the helpers.

PAGE 74

Project: Pulse Ring Drawing

Kids learn how to draw a pulse ring:

« Start with a soft circle
* Add a glowing edge
« Color the center lightly

Pulse rings are used to start projects and send gentle signals.

See also: Pulse rings

PAGE 75

Project: Shape Builder

Kids combine shapes to make a tiny project:

* A circle for energy
* A square for memory

* Atriangle for direction

They draw the shapes together and watch how they form a friendly “shape machine.”
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PAGE 76

Project: Mini Ritual

Kids create a tiny ritual using:

* One shape
* One glow color

* One movement pattern

They describe what their ritual does — maybe it wakes up a helper or opens a tiny door.

See also: AxisOS rituals

PAGE 77

Project: Helper Creation

Kids design their own helper by choosing:
* A shape
e Aglow
* Ajob

They draw their helper and give it a name.

This page encourages imagination and gentle world-building.

Project: Color a Subsystem

Kids color a simple subsystem diagram.
They choose glow colors for:

* The Workshop

« Diagnostics Hall

e Memory Room

e Hidden Subsystem

This helps them understand how rooms feel inside AxisOS.
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PAGE 79

Project: Build a Door Symbol

Kids design a symbol for a door.
They choose shapes that show:

* Calm
« Direction

* Energy

This symbol can be used for a new door in their own version of AxisOS.

PAGE 80

Project: Glow State Chart

Kids create a chart showing glow meanings:

* Blue = calm
* Yellow = curious

» Amber = check

They draw circles with each glow and label them.

See also: Glow states

Project: Room Sketch

Kids sketch a room from AxisOS:
* Workshop
« Diagnostics Hall
* Memory Room

e Hidden Subsystem
They add shapes, glow lamps, and helper paths.

AxisOS™ Educational Series - Kids' Encyclopedia
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PAGE 82

Project: Simple Circuit Path

Kids draw a path that connects two rooms using arcs.
They choose:

* A starting room
* A destination
* A glowing arc path

This teaches how movement works in AxisOS.

PAGE 83

Project: Your Own AxisOS Tool

Kids invent a new tool for PP.
They choose:

* A shape

* Aglow

* Ajob

They draw the tool and explain how PP uses it in tiny projects.

PAGE 84

Chapter 7 Review Page

A simple recap:
* Tiny projects use shapes, pulses, and arcs
« Kids can build their own helpers
 Glow charts help explain feelings

 Paths connect rooms

Kids answer a few friendly questions to check their understanding.
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PAGES 85-96

Chapter 8: Glossary & Extras

Shapes Glossary

A friendly reference page explaining the basic shapes of AxisOS:

« Circle — soft, glowing, used for pulse rings
* Square — steady, used for memory storage
« Triangle — directional, used for rituals and maps

e Arc — curved connector, used for paths

Kids learn that shapes are the “alphabet” of AxisOS.

See also: Shapes overview

PAGE 86

Arcs Glossary

Arcs connect shapes and rooms.
They come in three gentle styles:

* Short Arc — quick connection
e Long Arc — slow, steady path

* Loop Arc — used for special rituals

Kids learn that arcs help tiny projects travel safely.
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PAGE 87

Glow Glossary

Glow colors show feelings and states:

* Blue — calm

* Yellow — curious

* Amber — check or caution
* White — ready

Kids learn that glows help PP and helpers communicate without words.

See also: Glow states

PAGE 88

Door Glossary

Doors in AxisOS respond to shapes and pulses:

» Seal Door — opens with the Unseal Ritual
» Workshop Door — glows when projects begin

* Memory Door — stays steady and quiet

Kids learn that doors are gentle guardians of each room.

See also: Seal Door

Helper Glossary

A quick reference for the helpers:

» Diagnostics Sprite — watches amber glows
* Memory Sprite — stores notes and shapes

* Workshop Sprite — organizes tools and trays

Kids learn how each helper keeps AxisOS running smoothly.

See also: Helpers
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PAGE 90

Room Glossary

A simple list of rooms:

» Workshop — where projects begin
 Diagnostics Hall — where glows are checked
* Memory Room — where memories are stored

e Hidden Subsystem — mysterious and quiet

Kids learn how each room fits into the world map.

See also: Rooms

PAGE 91

Ritual Glossary

A reference for the core rituals:

* Cookie Ritual — morning warm-up
* Wake Pulse — starts the day
* Unseal Ritual — opens the Seal Door

 Diagnostics Glow — checks shapes

Kids learn that rituals keep AxisOS balanced.

See also: Rituals

Ask PP (Q&A)

A friendly Q&A page where PP answers simple questions:
* “Why do shapes glow?”
* “Where do helpers sleep?”
* “What’s your favorite ritual?”

 “How do doors know when to open?”

Kids learn fun trivia and gentle explanations from PP himself.
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PP’s Notes Page

A page of tiny notes PP has written:

* “Remember: circles calm the room.”
* “Triangles point the way.”

* “Amber glows mean ‘check gently.

* “Helpers wiggle when excited.”

Kids learn small secrets about how PP thinks.

PAGE 94

Index (Kid-Friendly)

A simple index with icons instead of long words:
" Circles
" Glows
e’ Triangles
e Amber
Workshop
«  Memory Room

. Seal Door

Kids learn how to find topics quickly.

Credits Page

A gentle thank-you page:
«PP
* The Helpers
* The Rooms
» The Shapes

* And the reader

Kids learn that AxisOS is a world built with care and imagination.
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PAGE 96

Final Page: “See You in AxisOS!”

A warm goodbye message from PP:

“Keep your shapes steady, your glows gentle, and your curiosity bright.”

Kids finish the book feeling welcomed back anytime.
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