AN.004

We're how oyganizing HUNTER'S CARDSET using the letters M.AT.R.1.X.

gach lettrer has four rows—m1, M2, M3, Md—and. each Yow containg
seven sub-cards, labeled M1.001, M1.002, M1.003, and so on up to
M1.00%F. This card aryangement is inspived by Niklas Luhmann's note-
faking method, and we encouvrage you Yo create your olwn cards in
each Yow. Download the F cards from the link below, and let's build
them together!
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A1.004: The Problem or Ghallenge (Days e

ooal:
Create a challenge thatthe hero needs o
oveyrcome to make the stony exciting.

Week 1: Byaingtorm Ghallenges
* Task: Ask your child what problem oy obstacle

their hevo Will face. Is i+ a physical challenge,
like crossing a dangerous Yiver, o ah emotional
challenge, like overcoming feay?
o example: The dolphin might be scared of
swimming heay a mystevious dark trench.

Week 2: Think About the Stakes
* Task: What happens if the hero doesn’+ solve

the problem? Talk aboutthe consequences to
vaise the stakes.

o example: The dolphin might lose a friend
Hrapped in Hhe french if they don’+ find
the couvrage 1o help.
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Week 3: outline the Challenge

o Task: Wyire or dvaw how the hevo feels about
the challenge. what's stopping them from

facing it, and what do Hhey need to succeed?
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Quote for Ingpivation:
* “guen the darkest night will end, and the sun
will vise.” — Victor Hugo, Les Misérables

* €ncouvage children 1o see that challenges are
part of every great stony, and overcoming
them leads to growth.

X



