A1.00S

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!

X

o
¢



AN.00S: The Adventure (Days 85—0S)
eoal:

Let your child develop the adventure that leads to
Hhe hero’s ransformation.

Week 1: The Fivst Steps
* Task: Ask your child how their hero starts Hheir
Jjoumey. Do they go alone or with friends?
What's the first thing they encounter?
o gexample: The dolphin hero might dive
deepey ito the ocean and meet new

friends along the way.

Week 2: Obstacles Along the way
e Task: Itvoduce obsgtacles that make the

aduenture move exciting. What difficutties

does the hevo face? tow do the\ overcome

Hhem?

o gxample: The dolphin encounters a

dangeyous curyent but leams o vide it
with Hhe help of a sea turte.
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Week 3: Build the Journey
* Task: ttelp your child map outthe jourhey step

by step, showing how the hero grows

-
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shronger oy smarter through each challenge.

Quote for Inspiration:

* “The only way to make sense out of change is
to plunge irto it, move With it, and join the
dance.” — Alan watts

* This quote reminds children thatthe joumey is
as impovtant as the destination.
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