


00000 [

- """"v’ V"' "V"VOV‘VO"'V'V’V""; V""'" O V"" X/ v'v "v'v' V’V"’V"’ <
KK LKA PREELHKIEKIKAE N000302050,00775%59520 0,9 9a% %
RSB LK PHE K IRRRELGRIIIIAEI X KK KX XXIXIREIK IR
ST XBEAAEEOELCELLLCLLRELLRK,
Q00 & 0

A'O.")?O. .

: X X
N T . % : : . v
Y =N =)

VN i

AR AV AV

°c0e00000000 POOOPOOODOO® OO

T



\ -

\ ol

- \ s

.\ o

}] <

P )

‘O H
S

"’\\\\\\\\\\\\\.“'
N4
o




1) Put your pointer fingers and
thumbps ingside the corners to hold
the fortune teller. Ask your friend
to choogse y Colour.

») Spell out the chosen Colour by
opening or closing the fortune

teller once per letter. (So, RED -- three
letters — would be open, close, open.)

3) Now nsk your friend to choose
one of the numbpers that 18 shown.

4) Count out the numbper by opening
and closing the fortune teller.

5) Ask your friend to choose
pnother numper. Repent Step 4.

6) Get your friend to usk the
fortune teller 3 question. Something
like: 'Do my feet smell?' or "Will I
be 3 Cowboy wWhen I'm older?' . . .

7) Ask your friend, one finyl time,
to Cchoose one of the numbpers they
Chn See.

3) Lift the flap beneath that numbper
and regd out your friend's fortune!
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