A1.006

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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A1.006: The Big Discovery (Days106—26)

eoal:
trelp your child focus on whatthe hevo leams at
Hhe end of the adventure.

Week 1: Reflect on the Adventure
e Task: Ask youy child Yo think about how their
hevo has changed since the beginning. What
did they leam from their experiences?
o example: The dolphin leams that bravery
doesn’t mean not being scared—it means
rying even when you are scared.

Week 2: Wrire of Dyaw the Discovery
* Task: ttelp your child express what their hero
discovers in a way that feels meaningful +o

them. Is it a lesson about courage, friendship,
oY kindness”?




Week 3: Gelebyate the 6rowth
Task: encouvrage youy child Yo celebyate
hevo’s success and. transformation.
example: The dolphin rescues their friend and
vrealizes they can face any challenge with
covyage.

Quote for Inspiration:

‘“you’ve off Yo great places! Today is your day!
Your mountain is waiting, so get on youy way!” —
DY. Seuss, Oh, the Places You’\l &0!

Ingpive your child to celebyate the end of their
stony and Hhe growth of their hevo.
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