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At the start of the first week of January, your adventurer is on the Wednesday space. After your
3rolls, you decide to fight the monster on Thursday with a value of 2 because you have rolled
three 2s. Indicate that you have defeated it by coloring or hatching the space.

The next day, you move your adventurer to the Thursday space. After only 2 rolls, you achieve
a combined value on your 5 dice sufficient to defeat the boss with a value of 16. You decide to
fight it. Indicate that you have defeated it by coloring or hatching the space.

The following day, you move your adventurer to the Friday space. After your 3 rolls, you decide
to fight the monster of the day with a value of 5, because you have rolled three 5s. Indicate that
you have defeated it by coloring or hatching the space.

The next day, you move your adventurer to the Saturday space. After 1roll, you decide to fight the
monster from Wednesday with a value of 1, because you have rolled three 1s.
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