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Setting Up:

Choose a topic for the Cootie Catcher

See a few examples:

* Fortune Teller — where each number
reveals a new piece of fortune telling. For
example — ‘One day you’ll be an astronaut’,
or ‘In 5 years you'll win the Lottery’.

* Home Assignments — where each number
reveals a task for the players to do at home
such as —wash the dishes, prepare lunch,
serve a drink, etc.

¢ Funny 'dare' — where each number reveals
a funny Dare for the players to do — such as
‘hop on one leg for 60 seconds’, ‘dress up
like the opposite gender’, etc.

Scan the QR code to see
a video with folding
instructions
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How to play:

B e

* One player holds the Cootie Catcher and
asks another player to pick a number from
1-8.

* The player holding the Cootie Catcher will
open and close it according to that
number. You may open it up in both
horizontal and vertical directions.

* Once finished the above, four numbers
will appear. Ask the other player to
randomly select one of them.

« The Cootie Catcher holder opens the
selected number fold and reveals the
fortune, task or Dare of the player.

*Y
*
+

4.4
RS
2885¢

+. 4.4
elet

R
N
53¢

A

b

RIS
25S
255

+Y,
7
>

+
*.
.

AEBBEBEDODSDEBEANEBEEBENBBADEDENEEELADSOODE
WANANANRRNRKXARNNARARARRARAARNARARAARAARAARARAARAARAARARAARARARRARAARAARARNRANRAN

N e



	FAMILY DAY 23.pdf (p.1)
	FAMILY DAY 23 CON.pdf (p.2)

