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Introduction

Thank you for investing in this third volume of tricks with

rrnprepared cards.

Having been interested in magic, and in particular card tricks,

ovcr the past 70 years, it gives me great pleasure to share with you

sonrc of the ideas that I have had in that time.

The effects are varied, and can be performed by the beginner or

thosc of you who are more experienced.

So much can be done with a pack of cards, but in my opinion,

il is not advisable to show more than a few items to your audience,

nd select a few that have completely different effects.

I would like to thank Jerry Sadowitz for his research assistance,

irnd Thomas Cameron for his excellent illustrations. I would also like

lo thank my wife Jean, and daughters Julia and Sarah for their help

rrnd encouragement, without whom this book would never have

lrccn completed.

I have chosen some ofmy own personal favourites, both published

and unpublished for this volume, and I hope you enjoy the selection.

Rov Walton 20 I 6
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Chapter One

NI]AR ENOI]GH

EJfect

lhis is a sucker trick r'vhere the spcctators think you have gonc

\vrol1:. but at the conclusion you shorv that you have not.

Performance

l l nd the pack to a spectator and request thcm to place any three

r irrrls lirce-down oo the table one oD top of the other. Thcy do not

lrrrvt lo look at the faccs ofthe cards.

Norv have thern look through the balance of the pack and plr'rce

rrrry cartl they cal easily remcmbcr. face down on top of the other

r rrltls. Place the main pack aside and say that you only need the

lorrl eards for the trick.

l)ick up the four cards and hold thern face-down in the lelt hand.

('rrsrurlly mix them by pushing the top one into the right hand,

tlr( r)cxt above this one. the next below and the final one above.

IrrDslcr the cards back irto the left hand and repeat the mixing

plot css twice more. The mixing looks good. but you end with the

rt rrrcrlbered card back on top.
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Say you will demonstrate a procedurc for finding thc card thc

spectator remcmbercd. Place the top card below thc packet. tum the

new top card face-up drawing attention to its name, turn it face-down

and deal it onto the table. Place one card underneath and turn the

next card facc-up, but really do a Double l-ift to show this card.

Thc Double Lift is easy if you buckle the bottom czrd slightly so

that two cards can easily be turned over as one. Cive the spectators

time to observe it and thcn turn thc double face-down ancl deal thc

top card on top of the previous one on the table. Place the next card

below the other one, turn the new top card face up and then turn it
face-dorvn and deal on top of the previously tabled ones.

Hold the last card lace-dorvn and ask for the name ofthe selected

card. When they name it,look rather worried and say, "are you surc?"

Since they think this card has already becn discarded as the second

one, they can see why you are worricd. When they confirm the namc,

revcal the facc of the one you are holding and say, "near enough".

- 
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HAI,F PASS ACE

Effecr

Four Aces are dealt in a line on thc table. The pack is dropped on

the firstAce, which is immediately shown to have reversed itselfinto
the centre ol the pack. The pack is then dropped on the second Ace,

which is instantly shown to be reversed beside the flrst one. This is

repeated with cach of the remaining Aces until all four Aces are seen

together reversed in the centre.
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P re paration

llofbre you begin, secretly reverse thc second card from the bottom

0l'thc pack and make sure that there are no Aces ncar the bottom.

Performance

Openly remove the four Aces by spreading through the facc-up

pnck and out jogging each one as you come to it. Tale care not to

r.xpose the reversed card as you spread. Since you know there are no

Accs near the bottom you can easily push over a small block as you

sltl to spread.

Square the pack, stripping the Aces out with your right hand.

As attention is on this action. tilt the pack slightly torvard you and

push over the face card just enough for you to procure a left little

lingcr break beloiv it. Thc reason fbr tilting the pack slightly is of
course. to hide the reverscd card.

l-orver your lell hand to a palm up position again and brietly

rlisplay the fbur Aces betwcen the hands in a leti to right liur

ovcrlapping the top of the pack.

The rearmost Ace should be square with the top of thc pack in

prcparation 1br the fbllowing simplc switch. You are going to appear

to turn both hands palm-dorvn. thc right hand dropping the Aces

lircc-down in a loose line on the table and the palm-down left hand

lssisting in sorting the Accs into a neat rorv. What really happens is

this: as you tum both hands palm-down, the right lingers keep hold
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CHAPTER O\E

of the broken card against the rear of the fan, while the left thumb

retains the rearmost Ace with the left thumb against the face Ace of
the pack. The action takes place undercover of both hands turning

palm-down and separating. It is a combination of a switch and a

Glide under the cover of a fan of cards. See illustration.

As soon as the hands turn palm-down, the Aces are openly

dropped in a loose line on the table, after which the palm-down left

hand, assisted with the right lingers, align the cards inlo a neat row.

Be sure to manoeuvre the switched in card to one end of the row.

In this description we will assume it is at the left end of the row.

Tum the left hand palm-up, twisting the pack within the hand

so that it remains face-down. Casually spread the face-down pack

between your hands saying, "four Aces and a pack of cards". As you

spread take slight care not to expose the reversed card second from the

bottom. (There is also an Ace face-down at the bottom of the pack).

As you close the spread between your hands, execute a Spread

Half Pass anywhere in the approximate centre of the pack.

CHAPTER ONI]

Drop the squared pack on the Ace at the right end of the row.

Snup your fingers and pick up the pack. Immediately spread the

c0rds between your hands. As you reach the centre, start to spread

lhc cards one at a time until you arrive at the reversed Ace. Spread

lhc Ace over, but do not spread past that point (or you will expose

lhc reversed cards). Pause to allow the effect of the reversed ace

lo register. Close the spread, again executing the Spread Half Pass,

this time immediately below the Ace.

Drop the pack on top of the next Ace in line on the table. Perform

u magical gesture, then pick up the pack and spread it between your

hands to show two reversed Aces side by side. This time you can

spread past the Aces, which gives a very clean effect... but be a little

careful not to expose the single reversed card at the very bottom.

Again square up, executing the Spread Half Pass directly below

the Aces. Drop the pack on the next Ace in line. Gesture, then pick

up the pack and spread between your hands. This time spread the

cards singly as you approach the cenfie. Reveal the three reversed

Aces together, but do no spread past the third one or you will run into

a face-down section of cards.

Finally, square up and Spread HalfPass, again directly below the

three Aces. Drop the pack on the last tabledAce (really the indifferent

card which you switched at the beginning) and after a magical

gesture, pick up the pack and spread to reveal all four Aces reversed

in the cenffe. For this last display, you can spread all the cards with

the exception of the last two, as there is a reversed card second

tiom the bottom. This is easily cleaned up at the end of the routine.

_ +a?a _
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DOMINIC TWOSE _ TWO

I enjoyed Mr.Twose's effect 'The Ghost Jacks' that appeared in

Profile No. 10. This is a slight variation on the original, although the

general effect is very similar.

P reParation

Start by secretly having the Aces on the top of the pack and make

sure the fifth card down is not a Jack.

Performance

Run through the face-up pack and upjog the Jacks as you come

to them. Hold the pack in the left hand and strip out the Jacks with

the right, placing them face-up on the table, if necessary adjust

their order so that each colour is together. Say that these are very

important cards .

Run through the pack again and in this action, get a left little

finger break above the Aces at the rear. I-ook for four very low spot

cards and upjog them. Strip them out of the pack with the left hand

and carry out the 'VernorVMiller Add On Move'in this action. Keep

a break between the two four card groups with the left little finger

and add the packet to the rear oflhe pack. Use the Sadowitz variation

to the 'Add On Move' so that as you drop the main pack face-down

on the table, the spot cards arc left on top, and you are left with the

Aces face-down in the left hand.

CHAPTER ONE

Suy that these are very 1ow unimportant cards and hold them

Iur't'-tkrwn in the left hand with a little finger break above the face

r unl ( hottom card). Pick up the four Jacks and place them face-down

l[,low the spot cards, but carry out the Pull Down Move, so that they

r,rrtl trp with one ace below them.

'l'humb off the top four cards without altering their order and

|llcc them face-down on the table. Reverse count the remaining four

llrrls and flip them, face-up into the left hand.

Jordan Count these to show four Jacks and place the last card

('r)un(ed below the face-up group.

Say that you will exhibit a deal that is not too fair. Drop the Jacks

lircc-down on top of the spot packet and then deal out the eight cards

ittlo two hands in conventional fashion. When you come to the last

r'rrrd, use it to scoop your other three cards up and tum them face-up

irrto the left hand. Jordan Count to show the Jacks with the final card

going behind the face-up group as before.

This sequence of showing the Jacks dropping them on top of
lllc spot cards and dealing out, should be repeated twice more in a

hlisk fashion.

When you Jordan Count after the third deal, place the flnal Jack

ru the face of the other three.

Hold the Jacks face-down in the left hand with a little f,nger

lrrcak above the face Jack, ready for the 'Pull Down Move'.



CH APTIiR O\D

With the dght hand move the top two cards of the tabled

face-down spot cards a little to the dght of the other pair. Tap the

backs of the lower pair rvith the right forelinger and say, "if it had

been a fair deal. these would have been Jacks". Pick up the lower

pair and drop it on top of the upper pair. Now place the packet of

four spot czrcls below the Jacks, but carry out the 'Pull Down Move'

so that one Jack ends on the face.

Say you will try and make the deal a little fairer' Deal out two

hands. but Bottom Deal on the second from Iast card dealt. A Bottom

Deal from just two cards is very easy.

Turn the lolver pair of the spectators cards face-up to reveal two

Jacks and say, "there, that's a little fairer isn't it?" Tum over the other

pair to reveal the other Jacks and say, "much fairer". Conclude by

tuming over your hand and saying, "but not fair enoughl"

I lrt' pack magically

l',r, 1., t hange colour.

CH,{.PTER ON F]

PAST CAPERS

Effe c t

keeps tuming face-dorvn and finally the

Pre paratio n

- 
4la?a

l\vo blue backed cards on top of a red backed pack. The top blue

, rrrrl is pushed into the pack about ten cards up from the face and a

llr'rrk picked up below it.AHalf Pass is carried out at the break point

,r!rl rhcD one card dropped at the break and the break retaken above it.

Performance

('ul otf the cards above the break and place them face-up on the

trrlrle. 'lhke a small packet from the face-up section and place it still

lrrr t trp on top of the pack.

l)o a Classic Pass below it to show it has tumed face-down.

(\)ntinue this with a few more small face-up groups. On the last

orr twist to show the back before placing it face-up on top. Do a

lhss as usual below this section to make it appear to tum face-down.

l)o the standard colour change move where the top card is

prrllcd around the pack by the left fingers, and ends up reversed at

tlre hottom. S?e illustration.



CHAPTER ON Ii

This makes the pack appear to turn face-up. Spread them out

between the hands to show their face-up condition and mark off

a break above the two blue backed cards at the lower end of the

pack. Square up the cards and turn the pack face-down, maintaining

t'he hreak-

Do a Classic Pass below the marked off top two ca.rds to produce a

visual colour change. Spread to show the cards whilst concealing the

la st two-

- 
+ata 
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ACORN'S PROGRESS

Effect

A card is tumed face-up in the pack and the performer explains

that it has the ability to tum itself into a poker hand. It succeeds in

style by transforming itself into an unbeatable one.

CHAPTER ONE

Pre paration

llclirre performing the trick the cards have to be in a sPecial order.

\inr r)lust get a Royal Flush to the top of the pack. The actual top

r rrrrl rnust be the Ten spot, but the ones below it can be in any order.

'l'hcre are lots of ways of secretly making the arrangement, but

lr('rc are three suggestions:

Set-up One

You could use a Hofzinser tyPe cull to get them in position,

or' Pcrhaps have a couple of Royal Flushes in the pack before starting

yrxrr performance, each group of five being in a different position in

tlrr' pack. Even after doing a few tricks, you will usuaily find one of

tlrc llushes intact and you can cut it to the top when you are ready to

rlrow Acorn's Progress. We will assume that you now have a Royal

l'lrrsh on top, the Ten spot being the uppermost card.

Cive the pack an overhand shuffle of the Erdnase type that leaves

tlru top five cards in position, i.e. undercut about half, run one card,

irr-.jogging it, shuffle the balance off. Undercut the face section taking

lrlxlut three-quarters of the pack and picking up a break at the in-jog.

Shulfle off the cards above the break and throw the balance on top.

Hold the pack face-down in the left hand and use the left thumb

lo pull down a few cards at the face end. This is done at the outer

lcli corner. Bring the right hand over and take these few cards off by

ptrrihing your thumb in at the break and lifting them away. In a casual
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action push them into the ccntre of the pack, making a break point

with the left thumb, so that thek insertion is easy.It should look as if
you have taken about half a dozen cards from the bottom ofthe pack

and pushed them into the centre.

Now using the same action, casually spread the top cards over

a little and take the top two off with the right hand. naintaining the

order they are in. Push these trvo cards into thc approximate centrc of
the pack, again making a break for casy entry with the leti thumh. As

the two cards go in. get a break bek)w them with the lctt little finger.

Carry out a Half Pass with the lower section of the pack, the right

hand still being over the pack aftcr inserting the cards. As the Half

Pass is completed, push upwards on the pack with the lelt fingertips,

and let the right hand twist around it so that the pack again assumes

an overhand shutfle position. This all blends together with the Half

Pass action.

Run the top three cards of the pack into the tefi hand and throrv

the balance on top. You are now in the correct opening arrangement

for the trick.

S et- uP Two

Another approach to the preparation is as Iollows:

Have Lhe Royal Flush in your pocket, the Ten spot at the top and

the lowcr three cards face-up.

cH.t P1'DR O\ t.l

Hand the pack to be shuffled and gct the flush palmed in the

right hand. The order of these cards running from the palm of the

right hand rvill be Ten spot, X flush card and then thrcc X flush cards

Iace-up.

Take back the pack, adding the palmed cards to the top. Get a

break under the top two cards and cut thc pack at the approximate

ccntre poinl. maintaining the break.

Cary out a Half Pass at thc break point, hold the squared pack

in the left hand and you are all set.

Set-up Three

Finally. if you are doing this trick as your llrst. simply arrange

them in the starting sequcnce belbrc your performance. This is no fun.

Performance

Use the right hand to place the pack facedown into the lefi.
Whilst the right hand is still over the pack, use the thumb to gently

riffle the near shofi end of the pack to locate the point where the

cards are facc to face- Once you have located this point. drop one

card fiom the upper face dorvn ones and take a break with the left
little finger at this point. The right hand now movcs away lrom the

pack. Grip thc lower section nrmly with thc aid ofthe littlc Iinger so

that it cannot spread in the subsequent actions.
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With the aid of the right hand, slowly spread over the upPer half

of the pack above the break point. Flip the card immediately above

the break face-up,leaving it in position. This will be the Ten spot.

Say that the Ten's task is to turn itself into a good poker hand.

Close up the cards as you say this and carry out a Spread Half Pass

below the face-up Ten. After the Pass, you do not need to square the

pack absolutely. It looks better in a more casual state. The action of
closing the spread, as well as the spread itself, completely conceals

the secret action. A description of the Spread Half Pass can be found

on page 93 of 'The Complete Walton, Volume Two (2012)'.

Act in a confident manner as you spread the cards between

your hands to reach the Ten. It will now have three other cards

face-up with it. Remove these and place them face-up on top of the

pack. Do not expose or disturb the position of the lower card of
the pack.

Spread the cards out at the top and say, "there we are, a great

poker hand". Do a double take as you examine them, apparently

su?rised to find there are only four cards. Say, "well, it would have

been good if the X (here mention the card that is missing to comPlete

the flush) had been there".

Continue saying, "they had better have another look around".

Square up the pack and do a Riffle Pass at the approximate centre

point. Spread to show the completed Royal Flush at the centre.

Say, "I don't play poker, but is that quite a good hand?"

CHAP'1'ER ONIi

TWO TRICKS WITH KELLY
PLACEMENT MOVE

No preparation is required for either.

Trick One Pre s entation

Glimpse and remember the top card of the pack.

Hold the pack face-down in the left hand and requesl a spectator

l1r stop you at some point as you riffle down the upper left corner

with the thumb. Lift away the upper section with the right hand and

rill it back, so that the spectator can note his selection. Tilt the right

lrlnd section face-down again and replace it on the left, doing the

l)lacement move so that the remembered card ends up at the face of

thc pack. See page 349 of 'The Complete Walton Volume I (2012)'

lor a description of the move.

Pull off the top and bottom cards with the left hand and place the

halance of the pack aside.

Give the two cards, still face-down to the sPectator and ask him

l() mix them and hand either one to you. As you take the card from

h irn, tip it slightly so that you can see the face, if it is not the one you

lcrnembered earlier, blow on its back and turn face-up to show it has

clranged to the spectator's card.

lf it is your noted card discard it onto the pack and have the spectator

hkrw on the back of the cad he is holding to change it to his card.

- 
aa?a 
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CHAPTER ONE

Trick Two Pre sentation

Run through the face-up pack and remove the two black Queens'

Place one face-up at the top of the face-down pack and the other

face-up at the bottom'

Hold the pack face-down in the left hand and have a card noted

by the selection handing explained in Trick One so that the chosen

card ends up at the bottom of the face-down pack' See illustration'

Turn the pack face-up using the Turnover Pass to reveal that the

face Queen has gone'

Turn the pack face-down again to show that the other Queen at

the other end has gone also'

Spread the pack face-down between your hands to reveal the

two face-up Queens at the centre with the spectator's card caught

between them.

CHAPTER ONE

NINE TIME

Etlect

A freely chosen card is located by the performer. Hardly going to

start a revolution, but one hopes the method may be of interest. It is

also easy to do.

Preparation

The following six cards must secretly be on top of the pack. Their

order is of no importance, nor are the suits, but the suits should be

mixed. The six cards must be a2,5,6, 9, 10 and a King, perhaps

the 2H, 5C, 6D, 95, lOH and KC. The values of the six cards are the

essential thing .

Performance

Give the pack any false shuffle, which retains the top six cards

in position.

Count offthe top nine cards ofthe pack face-down into the right

hand, naturally reversing their order in doing this. Place the balance

of the pack aside as it is no longer used in the trick.

Thumb off the top three cards of the nine-card packet and hold

them in your right hand saying, "these are for me" and as you hand

the other six to the spectator say, "and these are for you".

_ lata 
-



CHAPTER ONE

Request the spectator to decide on any card in his packet,

remember it and push it within your three-card packet which you

conveniently spread face-down for him. His card will of course go

in the second or third position from the top of the three-card packet'

If his card goes into the second position, give the Packet two Out

Reverse Faro Shuffles and if in the thtd position, one Out Reverse

Faro Shuffle.

An 'Out Reverse Faro' simply means pushing the face-down

cards over from the left to right hand without altering their order, but

jogging the second and fourth cards up. These two jogged cards are

then stripped out by the left hand and replaced below the other two

cards. The original top ca.rd stays on top, this is why it is called an

'Out'shuffle.

It only takes a few seconds to do the appropriate mix of the four

cards and it should be presented as a casual action.

Ask the spectator to select ary card he wishes from the remainder

he holds and whatever the value of the card is, that is the value you

will use. Point out that a Jack has the value of eleven, a Queen twelve

and a King thirteen. Have him place the card he chooses face-up on

the table.

If the value of the card he places on the table is even, transfer its

value from the top to the face of your packet, until you reach the card

at his chosen position . Throw this card face-down onto the table ' Ask

him the name ofhis selection and flip the tabled card face-up to show

that you have found it.

CHAPTER ONE

If the value of the face-up card is odd, transfer cards equal to

the complete number from the top to the face, and then throw the top

card of the packet face-down onto the table. Ask for the name of his

sclection and then flip it face-up to show you have found it.

Note: On odd numbers some may prefer to t(tke two as one on

lhertr$ transfer,'trhich will cause the selection to appear on the final
digit of the count.

- 
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CR,RTAINTY BET

Effe ct

A Four spot is placed among three other cards of different values.

The cards are mixed and you state that you will influence a spectator

to choose a Four spot. The cards are revealed and found to be all

Four spots and you remark tJlat you only bet on certainties.

Preparation

Have two, Four spot cards on the face of the pack and the other

two on the top.

Performance

Triple lift and place the card shown face-down on the table.

As you place it down, spread the deck slightly and get ready for

another Triple Lift . See illustration.
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Show the card and place it with the other one. face-down on

the table.

Give the pack a fair cut and take a break as the halves come

together. Tum the pack face-up, maintaining the break and draw

afiention to the face card.

Tum the pack face-down doing a Tumover Pass and draw off the

face card with the right hand and place face-down with the other two

on the table- Sze illustation.

Tum the pack face-up and take off the Four spot from the face.

Place it face-down with the others on the table. Pick up the four cards

CH,IPTIIi oNI'

and mix them up. Say you can select any card and I will influence

you to choose a Four spot.

Turn them face-up to reveal all the Fours and say, "I only bet on

certainties".

- 
aata 
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THE HONEST CHE,AT

Effect

The performer offen to demonstrate a new type of gambling,

in which a spectator will be allowed to cheat in an effort to win.
Although the game appears to be easy and relies completely on

chance, the spectator fails to achieve a good score in spite of the

cheating edge he has been given.

When the performer plays. he makes the highest score possible

and does so without any apparent cheating, thus proving that 'honesty

is the best policy'.

The trick offers possibilities for an amusing presentation and is

extremely easy to do.

Pre paratio n

The top thirty cards of the pack are prearranged by suits in a

repetitive H - S - D - C - H sequence. This sequence of suits is
repeated six times in the thirty-card group.
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P erformance

The performer explains that he will demonstrate a new gambling

game and al1ow a spectator a very good chance of winning. The top

thirty cards of the pack are now quickly counted off and placed on

the table. It does not matter if you reverse the cards as you count

them off, or retain them in the same order by simply thumbing them

off, but the two procedures must not be mixed. A false shuffle of

the cards is effective, but not essential. Request a spectator to cut

the thirty-card pile and complete the cut. Remove the top five cards

and place them aside face-up explaining that this is the master hand,

whose function you will explain later on. Pick up the remaining

twenty-five cards and give them any false shuffle you know that

keeps the cards in the same order or merely cuts them. Either the

'Hunter' or the 'Haymow' are the ones I recommend.

Give the cards to a spectator and request him to deal five, face-

down hands of cards in conventional dealing fashion. Before he

commences, explain that you are going to give him the advantage

of cheating, and that he can deal from the top or bottom of the pack.

As he deals round, encourage him to take a fair number from the

bottom. This is not essential for the trick to work, but a lot of fun can

be obtained when he pulls a card from the bottom and deals it down.

Inevitably it will be a fairly sloppy action, but you can remark, "gee,

I didn't know you were so skilled in these matters" or, "did that one

really come from the bottom?" or, "where did you leam to make it

look so natural?"

(]HAPTER ONE

When he has completed the dealing of the five hands, explain

lhc master hand represents the winning suit combination - if any

ol the spectator's dealt hands contain exactly the same suits, it is a

winning hand.

Turn the dealt hands face-up one by one to examine their contents,

hut do not alter their sequence. Out of the five hands, it is unlikely

llrat many will contain exactly the same suits as t]le master hand.

Point out how many winning hands and how many Iosing ones

he has dealt. The odds against there being five winning hands are

cxtremely high, but if you have a long life, and this does happen

sometime, end the trick here and say, "you cheated really well".

Ask the spectator to turn the five hands face-down and gather

lhem up, placing one on top of the other in any order he wishes. Pick

up the combined hands and give them a casual false shuffle followed

by a few genuine cuts. Omit the shuffle if you wish.

Say that you will deal out five hands with no cheating at all.

Proceed to do this by dealing five face-down hands of cards. Pick

up any hand and hold it towards yourself. Pull out cards one by one

and place them in a face-up spread below the master hand. Showing

that it contains exactly the same suits. Repeat this procedure with

cach of the other four hands, forming an effective display below the

rnaster hand, and demonstrating that you have succeeded in dealing

live winning hands. Conclude by saying, "there you are, honesty is

the best policy".



CHAPTIR ONE

You can pretend to make this into a demonstration of card

stacking by pretending to memorize the cards. False shuffle and deal

five winning hands.

- 
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DAISY CHAIN

Effe c t

This is a colour separation effect where the assisting spectators

appear to be almost in charge of the procedure. I have found tricks

where the spectators ate involved in the action, to be quite effective.

P re Paration

Remove eight red spot cards from the pack and eight black ones.

Drop the black ones on top of the red ones and place the rest of the

pack aside. The pile of red and black cards should be face-up.

Performance

Spread the pile of spot cards between the hands, saying as you

spread them, "eight black cards and eight red ones". When you

reach the red ones, get a little flnger break below the upper four and

maintain this break as you square the packet of cards up.

Turn the packet face-down whilst carrying out a Tumover Pass at

the break point, so that four red cards are secretly moved from one

end of the packet to the other.

CHAPTER O\E

Count off eight cards from the top of the face-down packet,

reversing their order and place them on the table. Push over four

cards from the cards remaining in the left hand and take them into

the dght hand. Place the four cards in the left hand on the table for

a moment.

Pick up four cards from the top of the eight card face-down group

and add them to the four in your hand. Mix these eight cards up and

hand them to spectator A.

Pick up the remaining cards, mix them up and hand to spectator

B. The effect is that you have handed eight cards consisting of four

black and four red to each spectator.

Request spectator A to split his packet into two, four card groups

and place them in two face-down heaps on the table, point out that

he can distribute the cards in any way he wishes as Iong as there are

four cards in each packet.

Ask spectator B to do the same, placing any four cards from

his packet on top of each of the two packets already on the table.

You now have two tabled packets containing eight cards in each.

Pick up either of these packets and to illustrate what has to be

done by an assisting spectator: thumb off the upper four cards,

square them up and take them into the right hand holding them from

above, fingers at the far shorl end and thumb at the near one. This is

the same grip as used for a Hamman Count.



CHAPTDR OND

Request a spectator to do the same with the other tabled group'

As he carries out this action you have perfect misdirection to quietly

change the cards in your right hand for those in your left Just move

the right hand well over to the left of the cards in the left hand, grip

the left hand long side of the right hand group in the crotch of the

left thumb and forefinger and take hold of the lower four cards at

the opposite short ends in the right hand, thumb at the near end

and flngers at the far one. Move the hands apart and the switch is

complete. This is called the 'Le Temps Switch'.

By this time the assisting spectator should have the top four cards

ofhis group in his right hand. Have him tum them face-up to reveal

they are all one colour, and then tum your right hand cards up to

show they are all of the opposite colour. These two face-up groups

are dropped face-up on the table.

Conclude by turning the remaining two face-down packets over

to show that spectatorA has successfully separated the colours in his

group a1so.

- 
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THE APPRENTICE MATCHMAKER

Efte ct

This trick was inspired by Nick Trost's 'The Gathering of

the Court Cards', published in the February 1961 issue of'The

New Pentagram'.

CHAPTER ONE

i An effort has been made to give a slightly humorous approach to

lltc 'Royal Maniages Plot', without losing any magical impact.

The method used is an adaptation of Mr. Trost's principle.

Pre paration

Remove the four Queens and four Kings from the pack and place

thcm face-up on the table in two separate packets. The King packet

must have the two red colours and the two black colours together, i.e.

KH.KD,KC,KS.

The Queen packet must be in the same suit order, but running

ln the reverse direction, i.e. QS, QC, QD, QH.

Performance

Take the Joker from the pack and place it face-up on the tab1e,

mying it is an apprentice matchmaker and you are going to give it

r little test of its ability.

Mention that the Kings and Queens will make good subject material .

Pick up either the King or Queen packet and thumb off the face

pair and drop it on top of the face-up tabled packet. Now drop the

rcmaining pair on top of the tabled six-card group.

Mention that the test would be a little too easy for the matchmaker

lf he knew how the Kings and Queens were arranged so you will
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mix them up. Pick up the complete packet of eight cards and turn it
face-down. Mention it will be harder if he can't see the faces.

Give the packet three Reverse Out Faro Shuffles and square them

face-down in the left hand. Follow these shuffles by a cut, but really
just cut the face card to the top. Easily done by buckling the face card

slightly and then cutting with the right hand fingers, concealing the

thickness of the outer short end of the packet.

Thumb off the top pair of face-down cards into the right hand,

without altering their order and touch them on the face of the

matchmaker. Twist the hand to show the faces of the pair and say,

"not bad, a lady and a gendeman, but of different suits". Drop the

pair face-down on the table.

Thumb off the next pair and touch them on the matchmaker. Tum

them face-up and say, "two gentlemen, not too good", pause and then

say, "oh! I don't know, it might work". You may get a pair of ladies

here, so adjust the patter accordingly.

Drop the pair face-down on top of the previous one.

Thumb off the next pair and repeat the sequence, this time say,

"ah, a lady and a gentleman again, but not of the same suit". Drop the

pair face-down on top of the previous pair.

Touch the final pair on top of the matchmaker and show their

faces. It will be two ladies. Say, "same comment as on the two
gentlemen matched up earlier". If two gentlemen show here, alter

CHA PTI]R 0NN

the patter accordingly. Drop this final pair face-down on top of the

previous three. Remember the pairs are thumbed off, but their order

nrust be retained.

Pick up the complete eighrcard group, square it up face-down

and place it in the right hand, taking it at the right hand long side, the

light hand grip being the same as if you were going to do an Elmsley

Count, in a left handed manner.

Reach forward with the left hand and pick up the matchmaker

saying, "I think he needs a iew words of advice". Appear to whisper

something to the Joker and then replace it face-up on the table.

The timing of the nexl action is important.

As the left hand leaves the Joker and turns face up, move the

right hand towards it and push off all the cards above the face one

with the right thumb taking them into the left hand,leaving one card

in the right hand. Immediately take the top card of the left hand packet

below the card in the right hand and drop the pair face down on the

table. Done correctly you have an easy, immediate bottom deal.

Thumb off each of the remaining three pairs fairly and distribute

them in a casual circle around the matchmaker.

Touch one of the pairs on the matchmaker and tum it face-up

to reveal the perfect match of lady and gentleman of the same suit.

Repeat with each pair, leaving them in a casual face-up circle around

the Joker for an effective display.



CHAPTER ONE

Pause to let the effect register and then say,,,a few words from
me and he becomes the perfect matchmaker. I can do the same for
you, see me after the show, fees moderate,'.

_ aa,ta _

CHAP'tER ONE
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Chapter Two

PAIR DANCE

Effect

A spectator is given a pack of cards and asked to shuffle them.

l'lrc performer takes the pack and removes three pairs of cards and

Pluccs them on the table - one pair from the top ofthe deck, one from

thc bottom, and one from the centre.

'fhe spectator is given a free choice of any pair and told that it
will become the'Magic Pair'. The Magic Pair is placed before the

\l^-ctator; the other pairs are used to create a sandwich by placing

orru pair face-down between the other face-up pair.

The Magic Pair is tumed face-up and the spectator is shown how

to make up a random card by using the value of one card and the

\uit of the other. It is made clear to the spectator that he could make

rrp more than one card depending on how he wishes to combine

thc value and the suit. The spectator chooses one of the possible

rrude-up cards.

The performer picks up the sandwiched cards and gives them

lu squeeze. When the cards are spread, a single face-down card is

11
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CHAPTER TWO

found in the middle, and it is exactly the card that the spectator has

made up.

The spectator is reminded that he could have made up a
completely different card and the pack is then ribbon-spread across

the table revealing the other (made-up) card face-up in the centre.

Pre Paration

A small setup is placed in your pocket beforehand. Remove any

two cards of contrasting colours. For example - The Two of Hearts

and King of Clubs. Now remove the mates of opposite suits - the

Two of Clubs ard the King of Hearts. Put both pairs into the same

numeric order, place one pair on top of the other, and put them

in your pocket. (In other words, you should now have four cards

in your pocket and they could be in either of the following orders:

Two of Hearts, King of Clubs, Two ofClubs, King of Hearts, or King

of Clubs, Two of Hearts, King of Hearts, Two of Clubs).

Performance

Hand the deck out to be shuffled. Palm the setup four cards in the

left hand (back towards the hand) either just before the trick begins

or as the spectator shuffles the pack. When the pack is retumed to

you, tum it face-up and secretly add the palmed cards to the rear,

in other words, you are adding the setup, which is face-up in your

palm-up hand, to the back of the face-up pack.

CHAPTER TWO

Explain that you will require three pairs of cards for the trick and

that you will take them from different parts of the pack, "one pair

liom the face of the pack", remove the two face cards of the pack

rs the first pair. Place them face-down on the table slightly to your

lcft. Turn the pack face-down. "One pair from the top of the Pack",

remove the two top cards of the pack as your second pair. Place them

on the table directly in front of you. "And one pair from the middle

of the pack".

Give the pack a False Cut and take the top pair and place them on

the table a little to your right.

Ask a spectator to choose any pair and say it will become a

Magic Pair. If he chooses one of the pairs that has your stacked

cards in, take it from him, taking care to keep it face-down and with

your other hand, tum the non-stacked pair face-up and insert the

face-down pair between these two cards. Hold these cards square

in the left hand.

If he chooses the non-stacked pair, hold it face-up in the left

hand. Now give a free choice of one of the two pairs still face-down

on the table and place it face-down between the face-up ones in

the left hand.

Tip the cards in the left hand up slightly, so that you can see the

face of the card above the lower one and remember this. Square up

these four cards and hold them in the left hand for a moment.



CHAPTER TWO

Let a spectator tum either of the cards on the table face-up.

If it is the mate of your remembered card, hold the packet from
above, and spread the bottom two cards. Sez illustration.

However, if the card the spectator turns over is not the mate of
the remembered one, tum the packet over first before spreading the

bottom two cards. S"? illustrotion.

CHAPTtrR TWO

A reversed single card will appear between lhe pair and if you

remove it carefully with the left hand, so that the top two cards remain
perfectly square. It can be placed face-up on the table showing that it
is the exact match of the spectator's choice.

Quietly square up the remaining cards and place them face-down

on top of the main pack.

Point out that the spectator could have chosen the other card of
the pair. Ask him to turn it face-up. Doing this action pick up the

main pack and give it a single cut before spreading it to show the

mate of his second choice is now face-up in the pack.

- 
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TENKAI TANGO

ElIect

The effect of this trick is similar to the usual one performed using

the 'Tenkai Face-Up, Face-Down Illusion', but a small additional
touch has been added to increase the credibilitv of the move.

Pre patation

You must start by having two cards secretly face-up at the bottom
of the face-down pack.



CHAPTER TWo

Pertormance

Obtain a left little finger break above the lower face-up card of
the pack. Spread the cards casually between the hands to show their

face-down condition. Do not spread as far as the face two cards.

Close up the spread and cut off about half the pack with the

right hand. Place these cards below the remainder in the left,

so that the right hand section is inserted above the lowermost card.

Jog this section a little inwards as you place it below the left hand one.

Use the right hand thumb to lift the shofi end of the upper half up

very slightly and take a left little flnger break below it. Now reach

down with the right thumb and push the end of the lower half inwards

so that the pack is squared up. The break is still retained wilh the left

little finger below the upper section. Drop one card from the face of
this section to the top of the cards below the break and retake the

break above this card. Basically, you have performed the standard

'Little Finger Pull Down' move.

With the right hand, take hold of the half pack above the break,

gripping it by the opposite short ends. The left hand is holding the

lower half by the opposite long sides. Lift the right hand slightly,

holding on to its half pack. Now twist the right hand in a clockwise

direction and the left hand in an anti-clockwise direction with

their respective packets. At the same time move the packets so that

they are in a vertical position. The left hand half is now placed on

the face of the other one, but in jogged for about half its length.

See illustation.

CHAPTT]Rl'WO

The complete pack is now gripped completely by the left hand,

which can twist back and forth to show all views of the face to face
position of the half packs. End with the jogged pack being held
horizontally by the left hand, the hand being palm up.

Point to the face card of the lower half, which is conveniently in

.iogged and request that the name of this card should be remembered.

Let's say it's the QueenofHearts. Now square up the pack completely.

Twist the pack over two times with the assistance of the right
hand to show its face to face condition.

Remove the lowermost card with the left hand and request that

this one should also be remembered, let's say it's the Two of Spades.

Replace the card back in its original position, still face-up.

Cut about one quafler ofthe pack from top to face, but leave it in

.iogged slightly after the cut. Turn the complete pack over to reveal
its face-up, face-down condition and then square it up. Turn it over
once more and hold it face-down in the left hand.
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Give the pack a little shake and then spread it slowly between

the hands to reveal it is all face-down except the two selections.

- 
*ata -

CELLAR PLOT

Based on Tomas Blomberg's 'Lucky 14'.

Preparation

Use a pack of 52 cards and have a Royal Flush palmed in your

left hand, cards facing the palm with the Ace on top of the five cards.

PerJormance

Give the pack to be shuffled and explain that in the trick

all picture cards will count as ten and the others as their normal

face values.

Ask the spectator to retain any fbur cards of different Yalues and

then hand the pack back to you. Place the Pack on top of the five

cards palmed in the left hand.

Ask the spectator to place any one of his cards face-up on the

table. Say your lucky number is twelve and deal as many cards on

top of his card in order to make the value up to twelve, but bottom

deal on the last czlld placed down.

T]HAPTER TIVO

Have him place another card face-up on top of the tabled packet

and again make the value up to twelve, and again bottom dealing on

the last card.

Repeat this procedure with his remaining two cards.

At this stage you have some cards in the left hand and a casually

dealt heap on the table. Lift off about half of the tabled section and

place it on top of the pack getting a left little finger break below it.
Make sure the section you cut does not have a face-up card at the

bottom. Pick up the remaining cards from the table and place them

on top of the pack. Give the pack a single cut at the break point.

Run through the pack and remove each card below the face-up

ones. Reveal them to be four cards of a Royal Flush, the Ace having

vanished. Now remove the face-up cards and place them in a spread

on the table. Add their values together and count down to this answer

to find the Ace.

P.S. Aces Version

I . Use a 5I card pack and have the Aces palmed in the lefi hand.

2. Spectator shufiks lhe pack and retains three cards,

3. Take back the pack and a"fuJ Aces to the bottom.

4. Proceed as before, but making up to sixteen.for the three selections.

40
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5 . Three Aces are now below each face-up cards and the forth is at

their total lion rhe top ol pack.

P.P.S.lf youwqnt to use 52 cards have an'x'card second lrom
face of the palmed Aces at stqrt.

(]HAPTER TIYO

to remove the card that you do not expose the leversed card under

the pack.

Cut the pack to take the'Magic Card'to the centre, retaking the

break below it. Turn the pack face-down, doing a Turnover Pass at

the break point.

Riffle up the near short end of the pack with the right thumb as

if looking for the top card of the pack. As soon as you see the Three

of Clubs (the card next to the reversed one that you remembered at

the beginning of the trick) take a left little finger break below it.

As you riffle up the pack and appear to see the top card say,

"we will use the Three of Clubs for the next part of the tdck".

Give a spectator a felt marker pen and have him write his

signature on the back of the top card of the pack. You are holding the

pack face-down in the left hand whilst he does this. Triple turnover

the top three cards face-up onto the pack and immediately deal the

Three of Clubs face-up onto the table. Ask the spectator to place his

hand on top of it and under cover of this misdirection, give the pack

a Classic Pass at the approximate centre point.

Say, "the Magic Card is going to do two tdcks, the fimt being to

turn itself face-up". Spread through the face-down pack to reveal the

Queen of Hearts face-up at the centre. Remove it from the pack and

hold it face-up in the right hand. See illustration.

_ +art _

AUTOGRAPH HUNTER

Effect

The performer designates a card from the pack as a 'Magic One'.

It demonsffates its magical ability by tuming over in the pack and

then catching a spectator's autograph, which has been signed on the

back of another card.

P re paratio n

Staftwith thepackface-up and acard secretly reversed undemeath

the pack. Also remember the name of the card next to the reversed

one. Let's say it's the Three of Clubs.

Performance

Run through the face-up pack and remove a prominent card as

your'Magic One'. Place your'Magic Card'on the face of the pack

and keep a left little flnger break below it. As an example we will
assume this card is the Queen of Hearts. Take care when you spread

L
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CHAPTDR TWO

Say, "the second trick is much more amazing than the first".

Slowly tum the card face-down to reveal the signature on the back.

Without prompting the assisting spectator will nomally turn the

tabled Three of Clubs over to see if it is still signed on the back.

- 
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GUARDIAN GHOST

P reparation

The face card of the pack must be reversed and its value similar

to the third card from the face. For example, the third card from the

face is the Nine of Spades and the reversed face card is the Eight of
Spades.

The procedure I use to get to this position is as follows:

Run though the face-up pack and cull a similar card to the

second from face to the lower side of the pack. As you tum the pack

CHAPTER TWO

face-down between the hands, use the left fingertips to push the

lower card sideways, so that the main pack can settle above it as it
is twisted face-down by the right hand. This action leaves the lower

card face-up below the main pack.

Performance

Talk about the importance of a Pharaoh's burial il ancient

Egyptian days and say you will try and illusffate the procedure with a

pack of cards. With a tongue in cheek tlpe of delivery say, "of course

it will require a lot of imagination". Get a break above the lower

two cards of the pack with the left little flnger and spread the cards

face-down between the hands, the lower two being kept together

as one card. Request a spectator to remove a card from the spread,

which you say will represent the deceased Pharaoh. Once he has

taken a card, square the pack and take it into the right hand, the hand

being curved over the pack, thumb at the near short end and fingers

at the far one. The break above the lower two cards is taken over and

held by the tip of the right thumb.

Take the chosen card from the spectator and after showing it to

all the spectators, leave it lying face-down on the left hand. Place the

pack face-down on top ofit and pick up the break again with the left

little finger. This break will now be above the lower three cards of
the pack. The little finger tip should be actually inserted into the pack

above the three cards.

You now tum the pack face-up by placing the left thumb below

it and pushing upwards on the left hand side of the face of the pack,
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whilst the ght hand supports it at the outer shoft ends as the pack

swivels face-up. The right thumb picks up the break at the near

short end and moves a little to the dght maintaining the break, which

is then retaken by the left little nnger. This time thc littlc fingcr is

keeping the break by pressure on the side of the pack, rather than

being inserted into the pack. The right hand norv moves away from

the pack for a moment.

Again pointing out that the face-up card will represent the

deceased Pharaoh, it is turned face-down onto the pack by the right

hand, really all three cards are turned over, an easy action because of
the break. The face-down card is now thumbed off onto the table in

a very fair action and then the balance of the pack tumed face-down

in the hands.

Say, "the Pharaoh is now buried in his tomb". As you say this,

thumb off small packets of about half a dozen cards from the top of
the pack and drop them one by one on top of the face-down tabled

card to bury it. Do not place the packets on top neatly, scatter them

around a bit to form an untidy group of cards on top of the face-down

one. Continue this action until all the pack is used up, the final packet

you place on top of the others should be neatly squared.

Now explain that to deter tomb raiders some sofi of frightening

object was placed near the entrance to the tomb. Say, "in this case it
was a ghost, the ghost of the Pharaoh himselfl'. As you say this patter

line, use both hands to move the top cards of thc pack apart until the

face-up card shows up.

CTIAPTIR TIVO

ORDERLY SUITS

E.ffect

Four packets of four cards are removcd from the pack, each packet

consisting of a Diamond, Heart, Club and Spade. The performer
removes a Diamond from one group! and a Heart, Club and Spade

liom each of the others. The four suit cards are then mixed and

placed face-down on the table. A spectator now selects any of
the face-down cards and it is added to one of the three card groups.

This is repeated with the other face-down cards, one being replaced

into each of the remaining card piles. The spectator has a completely
fiee choice when doing this.

When tumed face-up, each packet again consists of one card of
each suit, the spectator having apparently insefied the single suit

cards into the corect packet.

Performance

Remove four groups of four cards each from the main pack,
each group consisting of one card of each suit. For maximum clarity
of effect I recommend that you only remove spot cards.

Make sure that the audience undcrstands that one card of each

suit is in each of the four packets.

Arrange the packets so that a Heart is on the facc of one.
a Diamond on another, a Club on another and a Spade on the lasl.

46
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CHAPTER'I'WO

one. In aranging the order make sure that a Heart is second from
face on the groups with the Diamond, CIub and Spade at their face.

You will flnd this quite easy to do as you arrange the conect suit
card to the face.

Hold the packet with the Heart at the face, face-down in the left
hand in Glide position. Pull out the face card fairly with the right
hand and place it face-down on the table. Drop the remaining three

cards just behind it.

Repeat the same procedure with each of the remaining packets,

but this time do carry out the Glide when you apparently remove the

face card.

The ending position will be four single face-down cards on the

table, with three face down ones in a nacket below it. See illustration.

EEM
mmm

Really the single cards are all Hearts, although hopefully the
spectators think they are one of each suit.

Pick up the single face down cards, mix them up and then replace

them in a face-down row on the table-

CH,{PTER TWO

Pick up the extreme left hand tfuee-card packet (no,l) and

drop it on top of any of the single cards designated by a spectator.

Remember the position of this newly formed four-card packet.

Let the spectator reform the other packets in any permutation
they wish, each three-card group being dropped on top of a single

tace-down card.

Now proceed as follows but deal with the packet you remembered

the position of last. Take any of the other packets and hold in a

tace-down Glide position in the left hand. Glide out the second card
tiom the face, and place it face-down on the table. Tum the remaining
three cards face-up, and drop them in a casual face-up display on top
of the face-down one apparently removed from the face,

Repeat the procedure with two more packets, but leave the one in
the position you remembered until last. When you come to the last

one, the procedure looks the same but you do not Glide, the face card
being removed fairly.

Conclude the effect by pointing out the suit card that would be

required to restore each packet to its original condition and tum each

fhce-down card over in turn, dropping them on the three face-up
cards to make a four suit display. I reveal the Hearl one last, as it
is the only one that may change its value, the Diamond, Club and
Spade being the same as they were originally. You can casually cut
the face-up cards as you drop them on top of the face-down ones to
conceal the fact of a Heart being always on the face.

- 
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CHAPTER TWO

YOICE WAVES

Effect

The spectator names any suit without restriction, then removes

the four Kings from the deck. He norv turns three of the Kings
face down, leaving the King of his choice face-up. On tuming this

King face-down, he finds that it has a different coloured back from
the other three Kings, and of course, the rest of the deck.

Everything can be inspected.

Pre paration

Let us assume that you are using a red backed deck - discard

the Ace of Clubs, King of Hearts, Queen of Spades and the Jack of
Diamonds, and replace them with the same four cards from a blue

deck. These four cards are placed on the face in a mixed condition,

but you must memorize the names of these cards.

Performance

Hand the deck face-up to a spectator and tell him to retain it in a
face-up condition. Explain to him that you will shortly attempt the

impossible using a most prominent four of a kind.

Ask him to name any one of the four suits. Immediately assess

which card coresponds with the named suit in your stack.

CHAPTER TIITO

Let's say he nominates Hearts - you know that the Heart is

represented by the King in your stack, so you casually say, "so,

we will remove the four Kings from the deck and place them face-up

on the table".

This should be said in such a way that it appears that the Kings
were the irtended foursome all along, in fact it will later be taken

that you named the Kings before the spectator chose a suit.

Now take the pack and deal the cards onto the table in a face-up

pile and place the four Kings to one side as you come to them.

Once you have done this, pick up the deck from the table and

keeping it face-up, spread to emphasise that there were only four
Kings. As you close the spread obtain a break above the lower
(bottom) three cards and immediately palm them into the left
hand. Tum the deck face-dorvn and spread across the table in a wide
ribbon spread.

Build up the climax by recounting the events thus far, then ask

the spectator to turn over the three Kings that he didn't want and

to leave the King of his choice face-up. Finally have him tum it
face-down to reveal the odd coloured back.

The palmed cards are pocketed in your own time.

- 
aa?t _
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CHAPTER TWO

JIGSAW

Effect

Three cards change places with each other.

Performance

Run through the face-up pack and remove the Aces. Hand them

to a spectator and say, "these are for you".

Look through the pack for the Joker and say, "the Joker is for
me". Remove the Joker and hold it face-up in the right hand. The

balance of the pack is held face-up in the left hand. Tum the Joker

face-down and appear to place it in the left inner pocket of your

jacket. Under cover of the jacket, palm the Joker in the right hand,

face away from the palm. Remove the right hand from the jacket and

reach down towards the main pack in the left hand. Add the palmed

card to the face of the pack and immediately tip the pack up, towards

you, with the left hand and reach towards the outer short end with

the dght, taking hold of the complete pack at this end and twisting it
upwards and towards you until it is deposited face-down into the left

hand. Done correctly, this palm replacement is invisible. Check the

action in a miror to get it right . See i llustration .

CHAPTER TIVO

Note that it is not necessary to have a pocket in yourjacket at all,
the action is simply giving the impression that there is one. Place the
pack face-down on the table taking care that the face-up one at the

bottom is not revealed.

Ask the spectator with the Aces to look through them and retain

one, handing the other three to you face-down. Request him to
remember his chosen Ace and then push it between the three you

are holding in a convenient fan. He can only insert it second or third
from the top and you remember this. Say,'just the Aces" and to
confirm that there are just four, count them from hand to hand and

drop them face-down on top of the tabled pack. The count is not
completely fair because if you remembered his Ace as being second,

you do a Jordan Count and if third, an Elmsley Count. This will have

the effect of repositioning his Ace to the face of the group of four.
Place the Ace packet on top of the pack.

I
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Pick up the pack carcfully and say you would like to have a card

noted without disturbing the Aces on the top. Do this by riffling the

outer left corner ofthe pack with the left thumb until a spectator calls

stop. Lift up the section at the stop point and tilt it so that the face

card can be noted. Replace the upper section onto the lower using the

Ovette/Kelly Placement to bring the card to the face.

Say, "lirst, let's deal with your Ace". Deal the top four cards

face-down on top of each other onto the table, bottom dealing on the

fourth one.

Transfer the pack from the left hand to the right and place it
face-dolvn on the table. Use this action to palm the top card into the

right hand.

Reach into your apparent left hand inner jacket pocket with your

right hand and remove the palmed card as if taking it from your
pocket. Place it face-down on the table a little to your left and say,

"we'll leave the pocketed one here for a moment".

Pick up the Ace packet and say, "I have a system for linding the

Ace you looked at". Place the top ore below the group and deal the

next face-up on the table. Continue this under/down procedure until
you are left with one face-down, which is apparently the chosen one.

Drop the three face-up Aces face-down on top of the main pack to

prepare for a clear climax to the trick. Say, "I have found yourAce, but

some people think it is just luck". Now say, "let's try something that

could not be done by luck". Ask for the name of the noted card and

slowly turn the card in your hand face-up. Place it face up on the table.

CHAPTEIT ]'WO

Point towards the face-down previously pocketed card and turn it
lirce-up to reveal it is now the spectator's Ace.

Say, "I wonder where the Joker is?" Push over little groups

liom the top of the main pack until you reach the face-up Joker at
the bottom. Leave the pack in its slightly spread condition and say,
"look buried treasure".

The three face-up cards are the only face,up ones in view,
which makes for an uncluttered display at the end of the trick.

- 
+a?t 

-
OPEN ACROBATICS

Effect

This trick starts with a variation on Paul Curry,s,Open
Prediction'and then proceeds with a short sequence usirg the
matched cards, which demonstrates their acrobatic abilities.
No prior anangement of the pack is required and it ends in a

clean state for any subsequent effect.

Performance

Hand the pack to be shuffled and, upon its return spread it
face-up between your hands. Look for the mate of the top card
(that is, the card at the rear of the face-up deck). Remove the mate
trom wherever you find it in the pack and place it face-down on the
table. Do not let thc spectators see the facc of this card. Close the

l
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CHAPTER TWO

pack and turn it face-down, illustrate what you wish the spectator

to do by dealing a few cards in a face-up pile on the table. In doing

this, quickly cover the face of the first card dealt so that it does not

linger in view. Say, "at any time you wish, you can deal a card face-

down on top of the face-up pile". Place a card face-down on the pile

for a moment, so the spectator understands what has to be done,

then replace it on the main pack.

Hand the bulk of the pack to a spectator and ask him to continue

dealing them face-up on the small pile until he wishes to deal one

face-down. Ask him to deal a few more cards face-up on top of the

face-down one, flnally tuming the remainder of the pack face-up and

dropping it on top.

Pick up the complete pack and spread it face-up between the

hands to show the face-down card. Say, "remember this card was

reversed after this one was placed on the table". Gesture toward the

face-down card on the table. Close the cards, performing a Spread

Half Pass above the face-down card. This reverses the lower half of
the pack - the card you glimpsed initially is now the first face-down

card in the centre of the pack while the unknown card reversed by the

spectator will now be on the bottom.

CHAPTER TWO

Push over the cards from the face of the pack until you reach the

first face-down card on top ofthe lower section, and hold this section

of the pack in the left hand (fig.I ). Turn the left hand over so that

the cards are inverted and then push off the lower card with the Ieft
thumb so that it goes face-up onto the table (fig .2 ) .

Fig.2

Have a spectator tum over the face-down tabled card to show

a perfect match of colour and value. As the spectator does this,

turn the left hand once again palm up so its cards go immediately

under those in the right hand (you want to avoid flashing back).

Obtain a left fourth finger break between the two sections. Turn the

pack face-down maintaining the break.

Comment on the matched cards, saying that this particular pair

of cards have acrobatic qualities. Pick up the two cards and, holding

them face-down, insert them into the pack at the break point, retaking

the break below them.

You now perform a move which is a combination ofthe Krenzel

Mechanical Reverse and the Zarrow cover for the Tumover Pass.

Turn the pack face-up and immediately carq/ out the Krenzel
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CH,TP'IEIT'[WO

Reverse, the lett fingers curve inward revolving the lower half of
the deck. Now move the right thumb onto the face ofthe pack (fig 3)
and turn the pack end over end, face-down into the lefthatd (fig 4).

These two actions should almost blend into one.

CHlTPTER'TIVO

Cut off the upper section of the pack with the dght hand so that

there ls a face-down card at each end (fi?.5) Yonr right hand places

the face-down card that's on the bottom of the spread onto the table.

Place the right hand section below the cards in the left hand,

then tip the deck face,up sideways into left-hand dealing position so

the oufjogged card is not disturbed: the spectators can now see the

face of this card an that it is one of the mates. Finally square the pack

and hold it face-down.

Say, "now for a really difficult acrobatic feat". Place the pack on

top ofthe tabled face-down card and immediately spread the cards to

show the two mates face-up in the centre.

Fig.3 Fis.4

Spread the top card to reveal that the two mates appear to have

jumped from the centre of the pack to the top and turned face-up on

the way. Pause a moment before moving on to the next sequence.

Show the cards at the top of the pack then tum it over (face-up),

leaving the pair of cards where they are (now face-down beneath the

face-up deck).

Do a standard Colour Change, palming a card from the bottom

of the deck and transferring it to the face under a magical gesture:

where a face-up indifferent card was seen, a face-down card now

appears. Out-jog the face-down card slightly and then spread

through the pack until you come to the face-down card in the centre.

The effect is that the two mates have jumped around again.

_ la!,a _

Fis.5
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THE PLOT THINS

Perfornrance

Have spectator A cut off about a quarter ol'the pack and divide

the cards into two unequal packets. Ask him to retain thc smaller

group and hand the other to spectator B.

Ask each of them to count how many cards they have and

to remember the totals. Look away rvhile they do this.

Have both packets combined into one again and returned to

the main pack.'Iake r little finger break below this group.

Take cards from the top of the pack one by onc, showing the

faces of them before dropping them on top of cach other, face-dorvn

on the table. As you show each card, call out the numbers, "one,

two, three, etc." and request the two assisting spectators to rcmember

thc card that falls at their respective positions. Continue until all the

cards above your break have been shown and dealt into a face-down

heap on the table (thus reversing their order).

Pick up thesc cards and drop them on top ofthe pack. No break is

held. Givc the pack a false shuffle that does not disturb the returned

group. Follow by a slip cut to lose the top card.

Ask spectator A the number he remembered and slowly count

cards onto the table until you reach his number. Place this card aside

facc down and replace the dealt cards on top of the pack.

CII,\PTIR TI\'0

Pick up the face-down card and show the lace to spectator A.

making sure that spectator B does not see it. Replace it tace-down on

lhe table and ask spectator A to confirm that it is not his card.

Give thc pack a lalse shuffle that adds one card above the top

group. A simple overhand jog typc shufflc is line.

Ask spcctator B lbr his remembered positbn and count down

slowly to this position. Show the face ofthc card reached to sPectator

B, but do not let spectatorA see it. Say, "it's not your card, is it?" and

placc it face-down on the table. Place the dealt cards back on top of

the main pack.

Ask the two spectators to name their cards. Turn the tabled

cards face-up and say. "how did you do that'l You've found each

other's card".

- 
*ala 

-
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Chapter Three

COUNT ME IN AGAIN

Many years ago I gave this effect to Mr. Danny Tong to include

in a lecture tour he was giving. The version and method given to Mr.

Tong is described on page 134 of the second volume of my previous

books (2012) on card magic and is called 'Count Me In'.

Effect

Four different value spot cards are removed from the pack and

placed in a face down line on the table. Let's say they are a Two,

Six, Eight and Ten. Cards are dealt onto each card according to

its value, two cards on Two, six on the Six, and so along the line.
The cards above the spot ones are now removed and placed just

behind them. The four spot cards are mixed by the pedormer

and then dealt in a face-down row on the table. Spectators are

invited to guess which packet belongs to the appropriate spot card

and the packets of cards are distributed on the spot ones in the

exact order as designated by the spectators. It is then shown that

the spectators are correct in every case.

L
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CHAPTER THREE

Performance

Run through the face-up pack and remove four different value

spot cards, placing them in a face-up line on the table. For ease of
handling it is better that none of them are lower than three. As an

example, let's say the values are, reading from left to right, Six, Ten,

Seven, Four. Tum the Six face-down and very fairly thumb off six

cards from the main pack and drop them face-down on top of the Six

spot. Continue this procedure for the Ten, Seven and FouI and make

sure that the audience understands that the total of the face-down

cards above each spot one, is equal to its value.

Pick up the extreme left hand packet with the right hand and twist
it to show the face card to the audience (in our example a Six will
show). Place the packet face-down in the left hand in the grip you use

for your bottom deal. Say, "a Six at the face and six cards above it."

Count the six cards above the Six spot back into the right hand,

taking each card below the previous one in a casual unsquared action.

Count out loud from one to six as you take each card and when you

reach six do a bottom deal from the remaining two cards. An easy

move with just two cards and well covered by the spread ofcards in
the right hand.

Place the single card in the left hand face-down on the table and

the pile of six cards a little below it. Repeat the procedure described

in the previous paragraph for each of the other three piles, bottom

dealing on ten, seven and four respectively. The final layout should

look something like this:

CHAPTER THRED

LINE 1

Six? I Ten? I Seven? I Four?
(Apparently the 6, 10,7 and 4 spots)

LINE 2

Six cards I kn cards I Seyen cards I Four cards

Pick up the four cards in line I and without exposing their faces,

mix them up and then re-deal them in a face-down row.

Now change the piles in line 2 around a little, finally leaving

them carefully squared below each single card. Point out how hard it
is to know which packet now matches up with the single card whose

value represents the packet's quantity. Pick up one of the packets

and let a spectator suggest which single card you should place it on

top of. Drop it on top of the one he chooses. Repeat this procedure

with the other three piles, each being dropped on top of a single card

designated by a spectator.

Pick up one of the four piles and place it into your left hand's

bottom dealing grip. Count the cards out loud as you take them into
the right hand, each one below the previous one, but bottom taking on

the second card counted, (the second card comes from the bottom).
Being a small packet, the bottom deal or take is not too difficult and

you have the first card still in the right hand to act as a shield. Once

you have two cards in the right hand, all subsequent actions are fair,
so as you count the cards out loud into the right hand, it looks very
convincing. Continue the count until one card remains in the left
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CHAPTEII'I'HREE

hand. Announce the total again and slowly tum the left hand card

face-up to show it conesponds.

Drop the face-down cards in the right hand on the table and then

the ones liom the left hand face-up on top of them.

Repeat this procedure for each of the other three sets.

_ aala _

COLLISION COURSE

Effect

Two cards from each end of the pack magically move down and

meet together at the centre of the pack.

Performance

Have the face card of the pack noted and remembered.

Turn the pack face-down and flip the top card face-up,leaving it
in position and drawing attention to its value.

Turn the pack face-down doing a Tumover Pass and pointing to

card with the right hand showing that it has gone. See illustration.

CH AP'I'IiR TTINF]E

Turn the pack over to show the reversed card has also gone'

Say they are rushing towards each other to meet at the centre'

Spread the pack to show the face-up one is at the centre' with the

lace one above it.

_ aa?a -
SWEET AND LOW

The follorving two tricks are based on a plot devised by Noel

Stanton in which a small group of cards magically reverses its order'

My variations on Noel's plot all use a Bottom Deal. As the

groups of cards are small, the deal can be very decePtive.

Trick One

Remove the Ace to Five of the same suit and arrange them in

numerical order with the Five on the face. Show them to the spectators

and then hold them face-down and squared in the teft hand.
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CH,tPTER TH lt Ii I,l

Say, "remember, Ace, Two, Three, Four, Five" and as you say

this, take the fiye cards one below the other into the right hand.

Here you deal top, bottom, bottom, bottom and then the Iinal card.

Remember the top card is taken fairly and its cover improves the

appearance of the other four cards taken one by one below it.

Once the cards are in the right hand, show the Ace at the top and

openly transfer it to the face of the packet. Make sure the packet is

square and turn it face-up. Spread to reveal the sequence is reversed,

as they now run Ace to Five from the face.

Trick Two

Remove the Ace to Five of Hearts and Ace to Five of Diamonds

from the pack and anange them face-up in an overlapping spread

on the table in the follolving order, the Five of Hearts being the face

card: AD -2H - 3D - 4H - 5D - AH - 2D - 3H - 4D - 5H. Point out the

numerical order of the two groups, paying no attention to the suits.

Square up the cards and hold them face-down in the left hand.

As in 'Trick One,' take off the top five cards, dealing top, bottom,

bottom, bottom, bottom each card being taken below the previous

one, in line with our statement of, "remember, Ace, Two, Three,

Four, Five". Place this packet face-down on the table.

Now take the remaining five cards one below the other into the

right hand, deallng top, bottom, top, bottom, top. Repeat your Ace

to Five statement as you count the cards and then place them in a

lace-down packet on the table.

CHAPl'ER THRDE

Pick up the first packet you placed down, show the Ace on the

top and transfbr it to the face. Square the packet and turn it face-

up. Spread it out to show the changed numerical order, now running

liom face to back.

Say you will now mix the order of these cards. Do this by sliding

the Ace and Two off together and placing them on the table, then the

Three on top of them, and flnally the Four and Five as a pair on top

of the Three. The order from the face is now 4-5-3-A-2.

Wave the other packet over these cards and tum them face-up to

reveal they are in the same order.

_ +a9a _

SURPRISE PREDICTION

Effe ct

Four cards are placed face-down on the table and then one card is

selected from the main pack and returned. Three of the tabled cards

accurately predict the type ofcard selected and the forth one actually

changes to the selection.

The inspiration for this trick came from two sources, first an item

in the 'Daley Note Books', and second, a trick by Peter Duffle.
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CHAPl'ER 1'II IT EI]

Performance

(Remove any Jokrs from the pack).

Explain that you are going to select three prediction cards.

Look through the pack and place the following three cards

face-down in a pile on the table. Do not let the spectators see the

cards you select which must be any odd red spot card, any even

red spot card and any black spot card. The odd red spot card is the

face card of the packet. Now remove any picture card and place it
face-down on top of the other three cards. Again the spectators must

not see its face. Call this a'Magic Card'. Leave the face-down four
cards slightly unsquared a little to the dght on the table.

Spread the main pack for any card to be selected and

remembered. Have it replaced in the pack and control it to the

top. I use the Classic Pass.

Place the pack face-down onto the table taking it from the letl
hand to the right and in the action top palm the chosen card.

With the right hand scoop up the four-card packet adding the

palmed one to the top. Bring them to the left hand, which assists in
squaring them neatly and finish by holding the packet face-down

in the left hand in Glide position. See lllustrution.

CHAPTI]R THRIiI]

Ask the spectator whether he took an odd or even card. If odd,

pull out the lower card and place it face-up on the table. If even,

Glide, and pull out the second from face card and place face-up on

the table. Say, "my first prediction to show whether your card was

odd or even is correct".

Now ask whether the chosen card was red or black. If red.

pull out the face card and if black Glide out the second card.

Place the card face-up on top of the previous one and again your

prediction, this time of colour is correct.

Ask whether the chosen card was a spot card or a face card.

lf spot, remove the bottom card and place face-up on the previous

two, if picture, Glide and place the card face up on the others.

Again, your prediction of spot or picture card is correct.

Make sure the two ca.rds left are perfectly square, then tum

them face-up as one card and place them on top of the previous

three already on the table. Point to the face card and say this is the

'Mystery Card'. Pick up the complete packet and hold it face-down

in the left hand in Glide position. Glide out the second from face

I
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card and placc it flce-dorvn on the tablc. Say. "rvhat is the hiddcn

mystery of this card'1" continuing, "well to llnd that out, you have to

examine it closely". On thc llnal word, tum the card lace up to reveal

its transfbmation to the selection.

- 
rata 

-
.I'HE DOT]BLE ENDED RUN UP

An unusual method of stacking cards with a riffle shullle.

This is an approach to riffle shuffle run up systems that attempts

to cut down on the number of shufflcs required to stack cards,

by utilizing both ends of fie pack in a single riffle shutfle. 'l hc idea

seetrls an obvious one, but I have not read it in print previottsly.

ll is not my intention to give dctai]ed procedurcs for stacking

various quantities oI cards in varying numbers of hancls. as I t-eel that

once the principle is glaspecl. the stacking procedures are not difficult

to construct. Such detail rvould probably bore the reader anyrvay.

The one cxample that fbllows is prescnted as a demonstration

of holv thc conjurer can stack the foLtr Aces to fall to hilrself in a

llvc-handed game, using just onc liffle shutfle.

Perfornrance

Remove the Aces lionr the pack and place lhcnr on the table

As you remove them. crin.rp the fburth cartl from the face ofthe pack.

C .t PTnR 'I',H R H r.l

Place the Aces face dorvl on top of the tace-down pack and then

cut two of them to the face of the pack by the Double Undercut or

any similar sleight.

Place the pack face dorvn on the table in position 1br a Riffle
shuffle. Place the right hand at the right hand short end of the pack

and thc Icft hand at the lefi, the thumbs being on the ncar long side of
the pack. the foreflngcrs on top and the 2nd and 3rd lingers on thc far

long side. The little fingers arc lighlly touchirg the ends of the pack.

Lift up thc top half of the pack rvith rhe right thumb so that a

break about 1/2" rvide tbrms at the near long side. The left thunrb

remains in position. holding the lowcr section ofthe pack. Drop four
cards from the right thumb and then move the rcmainder ofthe uppcr

section to the right until it clears the lowcr section of the pack and

rests on the table akrngside it. As soon as the uppcr half rests on

the table, let four cards drop from the right thumb and kecp a break

above these cards with the righl thumb.

I find il casier to count 1,2, I,2 as I drop the cards, ratlter thaD l,
2,3.4, but in any case it's a speedy operation, and is done under thc

guise of getting the halves in position ready for the shutfle.

At this poirt the left thumb has a break below thc top four cards

of its half and the right thumb above the face four cards of its half.

The actual riffle shutfle now co[lmences. Drop one card fiom
the left thumb, thcn the bkrck of fbur fiom the right. thcn a run of

bout six cards froln thc lcft, then normal shulfle, but faster with thc
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CHAPTDR THREE

right thumb until only two cards are left to be dropped from the right
thumb, then drop from the left thumb until you can see that only four .

cards remain to be dropped, excluding the four that you already have
'breaked' off at the top of this section. (The left thumb now holds

eight cards, with a break between each set of four).

Now drop one card from the right, four cards from the left, one
card from the right and the flnal four from the left.

Cut the pack a couple of times, ending with the crimp at the top.
Deal out f,ve hands and the Aces will fall to vou-

- 
aata 

-'
THANKS FOR THE MEMORIES

This trick is closely based on the Dai Vernon classic 'Out ofSight
Out of Mind'. There are differences in the handling approach and
it is simply and sincerely offered as a tribute to the wonderful Mr.
Vernon. As in the original, your presentation should be to push home
the fact that you apparcntly do not see the faces of any cards.

Performance

Hold the pack face-down in the left hand. Take the top card with
the right hand and show its face to the spectator. Take the next card
below it and start to say, "I would like you to thint of one of these

cards". Time the remark so that you complete it as the face of the

fourth card is being shown to the spectators, the cards being taken

CHAPTER TH REE

from the top of the pack and in a roughly squared position in the right

hand, one below the other.

From the fourth card onwards show the cards fairly slowly for a

total of nine cards. You want the spectator to think of a card in the

fourth to twelfth position from the top of the pack. Normally you

will have no problem doing this ifyou show the cards fairly slowly

and inflect your voice properly. As you reach the twelfth card say,

"have you got one?" In the rare case where he answers "no", show

a further nine cards for his mental selection, but keep a right little
finger mark off at the point where they start by inserting the right

little finger tip between the twelfth and thirteenth card. Once he has

made a choice, replace the shown cards back on top of the pack.

If you were unlucky and had to show a second nine cards, pick up

the break with the left little f,nger and drop three cards ftom the

break point from the right thumb, and then cut the pack at this point.

Whatever procedure you have to follow will leave the nine possible

choices in the fourth to twelfth from the top of the face-down pack.

Reposition the pack so that it is held in the left hand with the

faces towards the palm in preparation for a faro shuffle. Don't worry,

it's not going to be a twenty-six into twenty-six shuffle. Cut off about

one thfud of the pack from the top of the face-down pack with the

right hand and faro them into the approximate centre of the cards

held in the left hand. As you push the right hand cards in, use a

slightly diagonal action so that the left hand little finger can get

a break above them.

t_
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CHAPTER THRED

Square the pack maintaining the break and the give the pack a

single cut transferring the cards at the break from the top to the face

of the pack. If you check the position here, the nine cards will be in

the range of seventh to twenty-third positions in the pack.

Using the same pace as you did when starling the trick, show

the top twelve cards of the pack to the spectator, taking them into

the right hand as before. Say, "have you seen your card". If he

says "yes", remember the number seven and replace the cards on

the pack. If he says "no", show another six cards and say, "have

you seen it now?" If he says "yes", remember the number thirteen,

and replace the cards on the pack. If he says "no", replace the cards

on the pack and remember the number nineteen. Note that the key

numbers progress by seven thus making them easy to remember. If
he doesn't see his card say, "oh well it doesn't matter, I'm sure i1s

there somewhere" .

Take the pack in the left hand and remove cards from the near

short end with the right hand, fingers on the back of the card and

thumb on the face. Place each card on top of the previous one forming

CHAPTER THRDD

a thce-down pile on the table. When you reach the key number you

remembered, tilt the card up a little so that you get a glimpse of its

fhce as you place it on top of the face-down pile. Take one more

card and move it towards the tabled pile, but appear to change your

mind saying, "no, I think I'll stop here". Replace the card in your

hand below the pack. Get a left little flnger break below the third

card down ftom the top of the pack. I do this by spreading the pack

slightly as I make the remark about stopping and then re-square

them, taking the break.

Ask the spectator to name his mentally chosen card and conclude

the trick as follows:

A. If he names your glimpsed card flip it face-up on top of the

tabled heap.

If he names another card, do a triple tumover on to the main

pack and keep a left little finger break below the three cards.

If the card revealed is the one he names. finish here and after

a pause, flip the triple face-down and reassemble the pack.

If the card revealed after the triple turnover is not the one

named act as if this was exactly what you expected to happen.

Flip the triple face-down, take off the top card and place it
face-down on the tab1e. Let the spectator wave his hand over this

card. Finally ask him to tum it face-up to reveal that it has changed

to his mental selection.

B.

I
'76

*ata 
-

'7',l



CIIAPTDR TH RI]D

THE AWAKENING

Based on Alex Elmsley's 'The Dream'.

Elfect

The magical production of a winning hand of cards.

Pte paratio n

Have four matching pairs of cards stacked on top of the pack,
each pair being four cards apart. For example; 2H, KC, 75, l0D,2D,
KS, 7C, IOH.

Performance

Run through the pack saying that you will pick out four cards to
form an incomplete poker hand.

Pick out three of a kind and one X card. Do not let the spectator
see the cards you remove and as you square them up on top of the
pack, get rid of the X card, and place the other three cards face-down
on the table carefully squared.

Execute a Slip cut to lose the top card. Count off the top eight
ca"rds from the pack and let the spectator do Alex,s elimination
procedure, i.e. cut the packet and deal into two piles onto the table.
He then discards one pile onto the main deck.

CIIAPTDR'I'HREII

The remaining four cards are cut and dealt into two piles onto

the table, giving two packets with two cards in each. Either of the

packets is discarded onto the main pack.

Deal the remaining two cards out and let spectator choose either

one, the other one being placed on top of the main deck. As you

place the deck aside, palm the top card into the right hand. Scoop up

the poker hand placed on the table at the beginning of the trick

whilst secretly adding the palmed card.

Show the hand

lull house. Turn the

the correct card.

saying that one card is needed to make a

card left on the table over to rcveal that it is

- 
aa?a 

-

llr

OBSERVATION TEST

This is one of those card tricks where all the spectators have

to do is watch. Sometimes this type of trick can be useful to know.

We have all experienced performing our most baffling revelation of
a selected card, only to discover on revealing it, that the spectator has

tbrgotten which one he chose.

Performance

Run through the pack and remove four spot cards, placing

them in a face-down pile. The face two cards of the four should be

a matching pair such as the Ten of Spades and the Ten of Clubs.
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The remaining two can be any different values that do not match
the face pair. Perhaps the Six of Hearts and the Four of Clubs,
for example. Put the remainder of the deck aside as it is not used in
the effect.

Pick up the four face-down cards and spread them slightly to
show their number. Close the spread and in doing so, get a left little
flnger break below the top two cards.

Say, "this is a card trick where all you have to do is watch".

With the right hand draw back the top two cards as one;

remove them from the packet, twist the hand so that they are

face-up and place them slightly outjogged below the remainder.

This move is simplified by the left little finger break obtained

earlier. See i I lu strat i on.

Now fairly draw back the top card of the packet with the right
hand, turn it face-up and replace it in a slightly in-jogged position.

CHAP'I'I.]R THREE

Slowly square up the packet and tum it over. Elmsley Count the

four cards to show they are all apparently face-down. The last card

of the count goes on top.

Slide back the top card fairly, turn it face-up and place it below

the others slightly out-jogged.

Slide the new top card back, turn it face-up and place it on top of
the others, slightly in-jogged. This display looks exactly fte same as

when done previously.

Square the packet, turn it over and Elmsley Count as before to

reveal all cards are face-down. The last card counted goes on top.

Repeat the sequence for a third time using exactly the same

moves as already described, single card face-up on bottom etc.

but when you Elmsley Count them to show all face-down, place the

last card below the packet.

Push over the top card of the packet a little to the right taking care

to keep the three below it carefully squared; take the top ca.rd into the

right hand and ask a spectator to take the remaining three between

his flngers and thumb griping them flrmly so that they cannot move.

Tum the single card in your hand face-up and say, "the only card

that matches this as a twin is the ten of clubs" (Or whatever applies,

depending on the pair you removed at the start of the trick).

Have the spectator spread his three cards to reveal the face-up

twin at the centre to conclude the effect.

t
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LOSER

Eflect

A simple gambling game, with a surprise ending.

preparation

Haye ten black cards on the face of the pack.

pertormance

Hold the pack so rhar rhe

:. :f t" brack caras ; ;:i:;X",;.ff: ffi :llj:::J;break below rhe block of black (
turn the pack face-down. pi"t r 

*lt and maintaio this break aJyou

race-upontopof rh;il;;::l"jingle black card and place it

or, u rurror.,' pur;;;. #T:l-rum 
the cards tace-up carrying

Remove ten red cards and p.la
pack keeping , o;.r;;" ;.ace 

them face-up below the face-uo

:l,l,.l;,.;...;;:ffi #; Ilj::i:::#:J;:J;li
I"-, -* the face_up black one, removing it, and the cards abovert away f'rom the pack, and hold
main pack on the tabre. ,r., ,n" ,tl"T 

in the right hand' Place the

amongsr rhe orher cards. Mix ,o ,rol"u 
card^face-down and push ir

rrack of rhe one yo, nr". ,;;;;;.'t 
,roup ofeleven cards. bur keep

. Explain it is a gambling game and if you take a red card you win,but ifyou take the odd black one you lose.

Remove the black card and tum it face_up. Say,,.I lose, but didn,thave much ofa chance',. Tum the remaining ten cards orer to showthat they are all black.

_ aa?a _

POKER ACE

Efle ct

A magical production ofthree poker hands.

performance

. Say that you are going to use fifteen cards that would produce
three good poker hands if they could be soned out correctly.

In explaining this, place a Royal Flush face-down on the tablewith a known Ace on top, say the Ace ofSpades. place a fu, n;;;;;;top of this, and a straight on top of all. Give this packet .r;;;
reverse Faro shuffles to mix them, this means simply ou,-j"ggrng;;;
altemate cards, stripping out the out_jogged on", 

"rO 
O*."* ,"n"rnabove or below the remaining cards in th" l"ft hord. Su fil;r;;;;:;'

l
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CHAPTER THREE

Tum the cards face-up and spread them between your hands

looking for the Ace of Spades. Draw attention to the Ace, and turn
it face-down in the spread, leaving it in the same position. Say that
the Ace is going to look around to find cards that would make a good
Poker hand. Turn the spread face-down and say, "let,s mix them
a little more". Do two more reverse Falos and end by cutting the
packet so that the face-up Ace is fifth from the bottom of the group.

Push off the top five cards and show that they form a Straight and
saying, "that's quite a good hand he missed". Turn over the next five
and say, "that's an even better one". Turn the last cards ovet to reveal
the Royal Flush and say, "but he's no fool".

CHAPTER THREE

- 
ai)ta _
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Chapter Four

RED BLACK TRICK

Effe ct

This is just the revelation of a selected card, but its method of
selection is fairly straightforward.

Performance

From the main pack count off sixteen cards and hand them to

a spectator. Ask him to retain one red and one black card and retum

the remainder to you. Now ask him to temember one of the two

cards he is holding and then retum them.

Cut off about half of your group and take his two cards back

on top of the lower section, keeping a break below them as the top

section is returned to sandwich them.

Cut the group at the break point, comPleting the cut, and then

appear to give the packet a casual mix. Do this by holding them flat

in the left hand and then pushing off a few from the top, taking them

into the right hand, then a few more taking them below the previous

ones, then a few more on top of the previous, continuing this action

I
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CHAPTER I'OtJR

until only two cards remain in the left hand. Place one of these on

top of the group and the other at the face. Square up the group and

in doing this, tip them up slightly so that you can note the colour of
the face card.

Ask the spectator the colour ofhis remembered card.Ifhis colour

is the same as your glimpsed card do a down/under deal until you

are left with one card. If it is not the colour you remembered do an

under/down deal. The final card you are left with after these deals

will be the selected one.

_ aara -
POKER GHOST

Eftect

In this trick the magician produces a strong poker hand by an

unusual procedure and says this hand is for the spectator. When he

reveals his own hand it is found to consist of four Kings.

Pre paration

From top of pack; Four Kings, AH, l0D, AD, 10H.

Performance

False shuffle and deal off the top four cards in a face-down row

on the table. Take off the next two cards and hold in a face-down

CHAPTER FOUR

spread . Place the top card of the pack face-up between them (the Ace

of Diamonds) .

Have a spectator choose any one of the face-down cards' (they

can be moved and spread if you wish') Drop your tfuee-card group

on top of the chosen one. Count the four cards by an Elmsley Count

to apparently reverse their order, taking three with the right hand and

leaving one in the lefl. See illusffation.

Show that the left hand one is the mate of the face-up one between

the other two cards. Remove this pair and place them face-up on the

table. Place the top card of the pack face-up on top of the remaining

two face-down ones and transfer one from face to top to sandwich it'

Irt the spectator choose one of the remaining face-down cards 
' 
drop

this three card packet on top of it and repeat the procedure already

described to produce another matching pair' Place this pair face-up

on the table with the Previous one.

Say, "two pairs, not bad for a poker hand, but not good enough

to beat four Kings". Tum the Kings face-up dramatically to conclude

the effect.

i

i

I
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CHAPTER FOI)R

STAY LUCKY

Effe ct

A spectator is tested to see how lucky he is at cards. In spite

of an apparently haphazard mixing of the cards, he is found to be

extremely lucky.

P re paration

The secret of this trick is Rusduck's 'Stay Stack' principle that

appeared in his Cardiste magazine.

The following ten cards need to be aranged on top of the face-

down pack;AS,6C, lOC, QH, 3D, 3H, QD, l0S,65,AC. The AS is

the top card of the pack in this example, although as long as the top

five are in reverse order to the lower five- the trick will work.

A quick way of arranging them is to remove a pair of black Aces,

pair of black Sixes, pair of black Tens, pair of red Queens, pair of red

Threes, placing each pair on top of the other. Now do a Reverse Faro

shuffle and reverse count one of the jogged packets on top of the other

one. This puts the ten cards into Stay Stack sequence, so they can be

dropped on top of the face-down pack and you are all set.

Performance

Give the pack a false shuffle and cut that retains the top ten

cards in position.

CHAPTER I'OUR

Explain to the spectators that you will calry out a little test

to see how lucky at cards one of them is Select someone to help

you, and then quickly deal out two face-down poker hands in

conventional fashion. Discard the remainder of the pack

Drop one poker hand on top of the other and re-deal them out into

two face-down hands. Continue the procedure of dropping one hand

on top of the other and then re-dealing the hands, until the spectator

whose luck is being tested calls stop. Assemble and deal the two

hands rapidly so that the procedure is not slow and drawn out'

Point out that the spectator could have stopped you at any deal

out and that this is part of the lucky test'

Once he has called stop, point out that he can select either of

the tabled hands as his luckY one'

Once he has chosen a hand, place the discarded one on top of the

main pack.

Give the pack a simple Overhand Jog shuffle to add seven

cards above the top ones. I prefer to undercut about half' run four'

run three, in-jog the next card and shuffle off' Undercut at the in-jog'

shuffle a few off and then throw balance on top'

Continue your patGr theme of testing the spectator's luck and ask

him to tum the top card of his selected hand face-up and place it still

face-up, a little to the left of the other four cards in the hand' kts say

it's the Ace of Spades. Say, "a blackAce" spell 'black Ace' from the

ri
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CHAPTER NOU R

top of the main pack, dealing a card for each letter face-down in a

pile on the table. Place the last card dealt aside face-down and place
the balance back on top of the main pack.

Request the spectator to tum t}le next card of his hand face-up
and place it still face-up on top of the previous face-up card he chose.

Spell the colour and value of this card as before, dealing the cards
face-down in a pile on the table. If it were the Six of Spades you
would spell 'black Six'.

Place the last card you reach face-down on top of the previous
face-down card you spelt, and place the balance back on top of the
main pack.

Repeat the procedure for three more cards, until all of his cards
are in a face-up pile and your five in a face-down one.

Spread out his cards in a face-up line on the table without
changing their order, so that the face one becomes tJle extreme
right hand card.

Deal your five face-down cards on top of this, dealing from left
to right, so that five pairs of cards are formed.

Again talk about the lucky test and say only one ca-rd would
match the nrst face-up card in both colour and value. Turn the
face-down one face-up to show the match. Repeat this patter theme
as you reveal that each ofthe remaining four pairs is an exact match.

CHAPTER FOUR

Pause for a moment and say, "you see, you are very, very lucky,

would you care for a friendly game of cards?"

_ laaa _

ESSENTIAL MAGIC

Effect

A card is freely named by a spectator from a face-up deck and

then vanishes. It is then revealed by spelling the word 'magic',

appearing on the final letter and in addition, being the only face-up

card in the deck.

The moves used to obtain this effect were developed by Frederick

Braue, Alex Elmsley and Johann Hofzinser, so even if you don't like

the final result, you must admit the ingredients are good!

No prior arrangement of the deck is required.

P erformance

Hold the cards face-down in the left hand with a little finger

break being held above the lower four cards. I get to this position by

thumb counting the four cards with the right thumb, as the right hand

places its cards into the left. There are other procedures of course.

You are now going to give the deck an overhand shuffle and

in this action, leave four cards face-down at the bottom of the

face-up deck.

o
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Bring the right. hand over the cards so that it is arched above

them and take hold of the deck at the side closest to the left thumb,
the right fingers being at the outer short end and the right thumb at

the near short end.

Now lift the deck up a little above the break and twist it in
a clockwise direction in the natural way you would prior to
an overhand shuffle. The left hand moves in an anti-clockwise
direction, taking the lower four cards with it. The cards being held
in the right hand are immediately shuffled face-up onto the four
face-down ones in the standard overhand shuffle fashion. Keep the

hands close together. See illustration.

This reversing move is easy to do,just follow the normal actions
you would make to overhand shuffle the deck and the reverse ofthe
four cards will be invisible.

Spread the cards out face-up between the hands, taking care

not to expose the lower four. Ask a spectator to decide on one of
the cards he can see and then name it. Once he names the card,

CHAPTER IOUR

close the spread ard in this action Hofzinser Cull his card to the

bottom of the deck. In carrying out the cull, you can adjust the cards

prior to the move by spreading a little at the named card and saying,

"this is the one you want", as you show the cards to the spectator.

You do not need to neatly square the deck after the cull, it is better

to close the spread and leave the cards in a slightly untidy state.

Say that you will try and make the named card disappear.

Carefully push over about a dozen cards from the face, looking to

see if the named card is amongst them. Take these into the right

hand, the right thumb going above them and fingers below, turn them

face-down and place them below the deck.

Continue this procedure of pushing groups of cards over and

then taking them and placing them face-down below the deck.

Make sure the spectator can see the faces of the cards clearly so that

he can check to see ifhis chosen card is still there. Do not push over

the ca.rds too quickly as he will not be able to see them properly.

A leisurely action is better and shows how fair everything is.

You will eventually reach a face-down card, so it appears that all

the cards have been shown and the spectator"s one has vanished.

When you reach the first face-down card you can spread a couple of

cards past it, which looks nice and fair. The final batch of face-up

ones you take off must be tumed face-down and placed below the

deck as usual.

You are now ready to conclude the trick. Spell the word 'magic'

taking a card from the top of the deck for each letter. After removing

the first three cards, pause a moment and say, "two letters to go".
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This draws the spectator's attention to the ca.rds ready for the
unexpected reverse. Take off the next card, representing the letter ,i'

and the chosen one is revealed face-up on the flnal letter.

_ 4ata _

SQUARE DANCE

This tdck consists of three parts. The purpose of parts one and
three being to lead into the second part and depart from it in a clean
manner. The routine is accomplished by means of a Stay Stack, and
if you are not familiar with this wonderful discovery of Rusduck,
here is the way of arranging the pack. You will need a 52 card deck
plus one Joker.

Pre paration

Go through the pack and place all pairs of the same colour and
value adjacent to each other; 2H,2D, QC, QS, 10H, and 10D and so

on. Place the Joker aside for the moment.

Deal the pack alternately into rwo heaps dealing the flrst
face-up and the second face-down. Having completed the deal,
assemble the pack so that both halves face the same way, and then
place the Joker on top. You now have a Stay Stack, the upper 26
cards being in reverse order to the lower 26, with the Joker on
top. This pack can be cut and Straddle Faroed as much as you wish
without altering the essential disposition of the cards.

You are now all set to commence the routine.

CHAPTER FOUR

Performance

Part One

Give the pack a Straddle Faro and a couple of cuts. More Faroes

can be done if you wish, but I think one is enough.

Mention that the Joker is an interesting card, and as you say this,

run through the pack, and cut it so that the Joker is at the face.

Spread the pack out slightly between your hands until you can

see an adjacent pair ofmatching cards at the centre area. These might

be the King of Hearts and the King of Diamonds.

Remove the Joker from the face, turn it face-down and push

it between the centre pair of cards. Leave the Joker protruding

slightly and lift the cards to show the face of it to the spectators.

Tum the pack down again and as you square it up, get a break below

the reversed Joker with the left little finger.

Tum the complete pack face-down and carry out a Krenzel Half

Pass at the break point. Bring the right hand above the pack and take

it by the opposite short ends, fingers at one end and thumb at the

other (Biddle type grip).

Slowly twist the pack face-up with the right hand to show the

Joker at the face. Say, "I told you he was interesting, not only has he

jumped from the centre to the face, but has tumed a somersault on

the way".
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Part Two

Keep the face of the pack towards the audience. The pack is in a
vertical position ready for an "in hands" Faro shuffle.

Using the dght hand, cut off the section of the pack at the top

which is facing the same way as the Joker. It's easy to find where

to cut because the position is at about the centre of the pack and the

cards are face to face. Out Faro the section held in the right hand into
the Ieft hand one, which has tle Joker at the face. The top card of the

right hand section must retain its top position, and the Faro shuffle
must be perfect. If you've got things right, there will be two cards at

the Joker end which have no card shuffled between them.

Aller completing the shuffle, push the two sections together until
there is about 1/8" remaining before the pack is squared.

Move the left hand to the lower short side of the pack, fingers

on face and thumb on top, and grip rhe pack fairly tightly so that the

slightly unsquared position is maintained.

Now riffle the upper short end of the pack from face to rear

using the fingertips of the right hand and invite a spectator to call
stop. When he does so, look at the face of the card towards you, and

immediately name its mate, i.e. if you see the King of Hearls name

the King of Diamonds.

Repeat this procedure a fcw times rvith the same or different

spectators and name the cards they stop you at, almost as soon as

they say stop.

gR

CHAPlFtR F OIIR

The speed at which you name the cards is particularly effcctive.

Keep the pack fairly high, so that they do not think you a
peeking at their selections as you pull the cards back for them to

note their card.

Watch your angles and make sure none of the spectators can see

what you can see. You have really created an impromptu peek pack.

Plrt Three

Push the cards completely square, and give them a couple of in
hand Faro type shuffles which are not perfect. In fact it is better that

they are not so.

When you make the shuffles, cut so that faces of cards show at

the front of the two sections being pushed together.

Say you will now show a shuffle called the 'Imagination Shuffle'.
Appear to remove about half of the pack with the right hand,

but really take nothing. Say, "imagine I am turning this section of the

pack face-down, and shuffling it into the face-up one". Mime tuming

the packet over and pushing it into the cards in the left hand.

Say, "look how powerful the 'Imagination Shuffle'is". Spread out

the pack to show their face-up, face-down shuffled condition.

_ aart _
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MATH CHORE ALAS

The following idea occurred to me whilst teaching my

grandchildren the well-known 'Twenty-one Card Trick' that I used

to do at school. In the original, as I expect most readers recall,

a group of twenty-one cards is dealt out three times and a card

that has been mentally selected, eventually arrives at the eleventh

position from the top of the group. The trick is self working,

being based on a simple mathematical elimination procedure.

I have tried to reduce the numbers of deal outs to one and

changed the presentation slightly so that the mentally chosen card

is actually named.

Many other magicians have already worked out variations of this

classic trick, so this is one more to add to the collection.

Performance

Have the pack shuffled by a spectator and handed back to you.

Point out that you will not look at the faces of the cards at any time.

This is a little lie, but only a little one!

Thumb off six cards and place the heap face-down on the table.

Do not count the cards off. Simply thumb over six with the left thumb ,

take them with the right hand and place them face-down on the table.

I push them over with the left thumb in pairs, which is a quick and

casual way of getting six. Do this two more times, so that you have

three face-down packets on the table, each containing six cards.

CHAPTER FOUR

The placing of the packets on the table should be a very casual

action with no emphasis on the quantity of cards in each packet.

Place the balance ofthe deck aside, as it is no longer used in the trick.

Request a spectator to pick up one of the packets and mentally

select and card within it. Now ask him to reassemble the three

packets into one group by placing one group on top of another,

in any order he wishes.

As he assembles them, tum your head away slightly, but use your

eyes to note whelher the packet with his selection goes on the top,

centre or bottom of the face-down group. Remember this as one,

two, or three (top, centre or bottom).

Although not essential, it is nice to give the assembled group a

false cut at this stage, which leaves them in exactly the same order.

Mention that solving a problem can often be done by

reconstructing it. As you say this, quickly deal out the eighteen cards

into three heaps. Deal face-down in conventional dealing fashion.

Pick up one of the packets , fan it out and show the face of the fan

to the spectator who mentally selected the card.Ask him to tell you if
he can see his card. When you show the cards, remember the number

you noted earlier when the packets were assembled and think of the

six cards as three pairs reading from face to top. The face pair being

one, the central pair being two and the top one three. Hold the spread

cards so that you are ready to pick up a break between the pair that

occupies the position of your remembered number.

I
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Ifhe says that his card is there, close the spread, keeping a break

at the appropriate position, place the other two packets on top and

finally give the complete $oup a cut at the break point.

Now place the group face-down on the table, but do the lripzig
Turnaround Peek move as you put them down, so that you know the

face card of the group. That is, take the packet from the left hard
with the right, the right thumb going below the packet and flngers

above on the right long side ard then twist the packet end for end in
a clockwise direction as you put it down. You get a clear glimpse of
the face card- See illustration.

If his card is not in the packet you show, just replace the packet

face-down on the table and keep going until you do hit the one with
his selection and then follow tle procedure outlined above.

Fina11y, ask the spectator to name his card. If it is the one you

glimpsed, reach forward with the right hand and turn the complete

group face-up on the table. Keep them nicely squared as you do this.

If he does not name the glimpsed card, tum the top card of the group

face-up, which will be his card.

CHAPTER FOUR

SWEET WILLIAM

Effect

Four packets of cards are placed face-down on the table,

each packet containing a different quantity of cards.

The performer places three cards on top of the card case as

a prediction.

A spectator freely selects one of the face-down packets and when

the values of the three prediction cards are added together the total

exacdy matches the number of cards in the chosen packet.

Perjormance

Start with a Two spot at the face of the deck. Talk about making

a prediction of a future event by means of three cards. Keeping the

faces towards yourself, run through the cards and remove a Five,

Ace and Three one by one and place them on the face of the deck.

You must place them in order as you flnd them, so that you end with

a Three, Ace, Five and Two in order from the face, the Three being

the face card.

Still keeping the deck tilted so that the backs are towards the

audience, push over the face three cards in a slight spread and

appea.r to square them up with the right hand and then remove them.

Really take four cards, an easy action if you push one more card

over with the left thumb as the right hand removes the cards and

holds them in a squared condition.

t
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CHAPTER FOUR

Place the bulk of the pack face-down on the table for a moment

and with the assistance of the left hand, tum the squared four card

packet face-down and place it on top of the card case so that you can

pick it up easily later on.

It is quite logical to keep the faces away from the spectator,

as you apparently do not want them to have prior knowledge of
your prediction.

Pick up the main deck and explain that you will place four

packets of cards on the table, each with a different quantity of cards

in. Pick up the cards keeping them face-down and place nine in heap

A, six in heap B, ten in heap C, and eight in heap D. The heaps are in
a face-down display in a line from left to right.

Ask a spectator to freely select one of the heaps. When he has

indicated his choice, push it a little forward from the other ones.

In your mind you think of the four heaps being numbered from

left to right, zero, one, two, three and as soon as a heap is chosen

you make a menta.l note of the number associated with the heap.

For example, if the third heap from the left was selected it would be

two, or the first from the left, zero.

Pick up each of the three heaps not chosen and count them

face-down onto the table to confirm that each consists of a different

quantity of cards. As you do this, assemble them into one heap by

placing one on top of the other after displaying them.

CHAPTER FOI]R

Now pick up your prediction packet from the top of the card case.

You must transfer cards from one end of the packet to the other,

the quantity depending on your memorized number:

1. If zero: You do not need to trarsfer any cards,just hold the packet

face-down, push over the top two cards slightly, square the cards

up and turn them face-up.

Push over the two face cards, keeping the lower two squared

as one. Add the values together ard pronounce the total.

Square the cards up, turn them face-down and drop these on

top of the discarded three packet face-down heap already

on the table.

2. If one: Spread over upper two cards with packet face-down, take

the upper card and place it below the others, squaring them up

and turning them face-up. hoceed now as already described in 1.

-t. If two: Spread prediction cards out face-down, push upper two

cards over and take them with the right hand for a moment.

Place these two cards below the others and proceed as already

explained in 1.

If three: Spread prediction cards face-down, doing a buckle

of the face card, so that the centre two cards show as one.

Take the upper spread cards into the fight hand, really three cards

and replace them below the single one as you square the cards

and tum them face-up Now proceed as already explained in i.

4.
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Once the total has been established by the prediction cards, have

the spectator count his chosen heap to confirm it is the same total.

+ata

OVER AND OUT

This is an effort to make the revelation ofa selected card amusing

as well as puzzling.

Pre paration

There is really no advance preparation, although if you can start

with a very easily remembered card second from top, I think the

presentation is improved. Lets say the card is the Queen of Hea-rts.

Performance

Carry out a Double Lift to show the Queen of Hearts and explain

that the card will help you with the trick. Make sure that all of the

spectators see the Queen.

Turn the double face-down onto the pack and deal the top card

face-down onto the table.

Hold the pack face-down in the left hand and invite a spectator

to call stop as you riffle the outer left comer of the cards with the left
thumb. Lift the cards above the stop point away with the dght hand

and thumb off the top card of the lower section for the spectator to

take. Request the spectator to show the card to the other members of

CIIAPTER FOUR

the audience. As this is being done, reassemble the pack and get a

break below the top card in preparation for a Mock Pass. Riffle down

the pack as before and appear to have the chosen card replaced at the

centre of the pack, but really carry out the Mock Pass, holding the

top card deep in your hand to give the appearance of a number of

cards. The chosen card will end second from the top. See i/lustration.

Explain that you are going to make the chosen card appear on top

of the face-down Queen of Healls. Say, "watch very closely", rvhen you

have their attention place the whole pack on top of the face-dorvn

card. Now say, "there you are, your card is above the Queen".

Pause, and say, "perhaps you would have been more impressed if
your card had appeared below the Queen". Square up the tabled pack

and say, "well flrst the Queen has got to sneak to the top". Flip the

top card of the pack face-up, Ieaving it in position resting on the top.

Spread the tabled pack a littte and say, "there you are, your card

is now below the Queen". Pause a moment and say, "more below

than you thought". In line with this remark take the top two cards

into thr: right hand in a slightly spread condition and tum the Iower

one over to reveal it is the chosen card
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CHAPl'DR FOUR

A MATHEMATICAL JOKE

Effect

A selected card is located in an amusing way.

Performance

The success of this trick relies very much on how convincing
the supposed explanation is put across to the spectators. Since the

explanation is really rubbish, some acting ability is called for.

Stafi by saying that you would like to show a card t ck that

works by advanced mathematics. Explain that some people find this
kind of card ffick rather boring and that you would like to apologize

for this in advance. State that all of the calculations will be done by
you, so the spectators do not have to worry about being involved in
complex mental procedures.

State that the pack has to be in a random order to start, so let a

spectator shuffle them and hand them back to you.

Spread the pack face-up between your hands and say, "they look
very well mixed to me". As you are displaying them, look for an Ace
and close the spread up keeping a break above theAce. Turn the pack

face-down, canJing out a Turnover Pass at the break so that the Ace
becomes the face card of the pack.

CH,TPTER FOT]R

Spread the cards face-down between the hands for one to be

chosen, and request the spectator to remember it and show it to any

other spectators present. Thc Ace at the face must not be selected and

I sometimes push it a little under the spread of cards to prevent this.

Close up the spread and swing cut the upper half of the pack off

into the Ieft hand. Have the chosen card replaced on top of this half.

Replace the other half and keep a break above the chosen card. Turn

the pack face-up doing a Turnover Pass at the break point. As you

turn the pack over say, "now for the mathematical calculations".

If you can look a little woried about the forthcoming mental effort,

it will add to the effect.

Point to the Ace on the face and say, "the value of this card is

one, so that is the number we will use in our complex calculations".

Turn the pack face-down and say, "as the value was one,

we start by taking off one card". Hold the card face down in the

right hand for a moment and then tum it face-up saying, "that's the

end of the maths".

+a?a -
SWEET SEVENTEEN

This is a variation on the Elmsley/Aronson mathematical

placement idea.

Use a pack of 51 cards.
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CHAPTER FOUR

Performance

Hold the pack face-up and say you are going to find two magical
cards whose identity for the moment will be a secret. As you axe

saying this, thumb over eight cards and place them in a face-up
heap on the table. Thumb them over; 3, 3, 2, which is very quick.
They should be on the table almost before you have explained
about the magical cards.

Continue running through the cards until you reach a Ten or
Seven, and place it face-down on the table without the spectator
seeing the face.

Thumb over eight cards using the rapid system as before and
place them face-up on the table. Continue looking through the pack
for a Ten or Seven, the one you didn't remove first time and place

it face-down on top of the other face-down card.

Place one of the face-down cards on the face of the pack, then
one of the face-up packets on top ofit, then the other face-down card
and finally the other small face-up packet. Say you will place the
magic cards in different pafis of the pack.

Give the pack an Out Faro shuffle from the face. The face card
stays in position and as long as you cut over eighteen cards for the
shuffle you are O.K.

Have the spectator cut off about half of the face-down cards , note
the face one and place the section on the table. Have the second

CHAPTER FOUR

spectator cut off about half the balance, note the face card and then

place them on top of the group already on the table. Pick up the

composite group and place them on top of the one in your hand.

Now start talking about your magic cards and how they will help

you. Run through the face-down pack until you reach the flrst one'

Place all the cards above it on the table for a moment and place

the Ten or Seven face-up on the table. Continue running through

the pack until you reach the other face-up card.

Break the pack so that it is at the bottom of the upper half and

take this group into your right hand. Deposit the face-up card on

the table with the previous one and replace the cards in the riSht

hand below those in the left. Place the face-down tabled packet on

top of all.

Point out that your magical cards total seventeen.

Hold the main pack in the right hand face-down in a Biddle type

grip. Use the left hand to pull off top and face cards in pairs until you

reach the seventeenth Pair.

Ask the names of the two noted cards and flip the pair in your

hand face-up on the table to end.

- 
aa?a -

110 111



l

i

Chapter Fiue

I

lL

I

L

ii
lr

i1

ili

l

lL

tl

l

I

LUCKY LUCY

Effect

A magical match up of cards.

Preparation

The whole pack must alternate in red/black sequence as the trick
uses the Gilbreath principle.

Performance

Give the pack to a spectator and request him to give them a riffle
shuffle. Take them back and spread face-up saying, "that's a good

shuffle". Cut between any two cards of the same colour, complete

the cut and then hold the pack face-down.

Deal out about twelve cards, face-up on the table in haphazard

fashion. Any multiple of two is O.K. (Fourteen, sixteen etc.)

Now tum the top card of the pack face-up and place it on a
matching colour card. Place the next one face-down on a card of the

ll3



CHAPTER FIVE

opposite colour. Deal next card face-up and place on a like colour
card. Next deal face-down on an opposite colour face-up card.
Continue until all the cards are paired up.

Say it was easy with cards face-up. Gather up all the face-up
pairs as you say this.

Say, "it is harder with cards face-down.....", show that all face-
down pairs are matching colours.

- 
+a?a _

EARLY DAZE

A variation on a Sewart James effect.

Elfect

From a packet of twelve cards, a spectator is able to assemble

pairs of opposite colours, without looking at the faces.

Preparation

Twelve cards on the top of the pack in altemating colour.

Performance

Count off the twelve cards, and cut the packet a few times.
Hand the top card to a spectator and invite him to push it into the
remainder at any position. You fan them out to make it easy for him,
and leave his card in an out-jogged position.

114
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Run through the goup casually checking off pairs until the one

with the jogged card is reached. Place the jogged one and its partner

face-down on the table.

Replace the upper section on top of the lower one and keep a

break between the two sections.

Cut the section above the break to the face and retake the break

between the two halves. Cut at the break point with the right hand

and retain the top card with the left thumb so that it drops on top of
the lower section (i.e. a Slip Cut). See lllustration.

Complete the cut, and make as many more genuine cuts as

you wish.

Give the top card to the spectator to insert and repeat the whole

procedure until you have six pairs face-down on the table.

Reveal that each is red/black.

_ aora -
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CHAPTI]R FIITE

POKER PUZZLE

This trick is based on a plot idea of Nick Trost.

P erformance

Place the Ace to Five of Hearts in a face-up row on the table and

below them the Ace to Five of Spades in a similar display.

Fig. 1:

AH 2H 3H 4H 5H
.4S 2.S .lS 4.S 5.t

Place the balance of the pack face-down on the table.

Request a spectator to rearrange the five Hearts so that they are

no longer in numerical sequence.

Maybe the result would be as follorvs:

Fig.2:
2H 4H AH 5H 3H

A,S 25 3.S 45 55

You now use the right hand to remove four cards from the top

of the main paok and place them face dorvn into the left hand one

by one, but as you place them into the left hand you take a left little

finger break at a point in the fbur cards determined by the way the

spectator has arranged the five Hearts.

CHTTPTIR FIY[

The rule is very simple, you look at the new position of the

Ace of Herms in the line and subtract one from this number. ln the

examplc.fig.2 the Ace is now at position three, so you would take

a break above two cards from the face of the four face-down ones

being placed into the left hand. As the right hand is placing the four

cards into the left hand one by one, the break is very easy to obtain.

Having obtained the break, the Ace of Spades is placed on top

of the packet and one cut made at the break point positions the Ace

third from the top. This packet is replaced in the position previously

occupied by the Ace of Spades.

You now take another four cards from the pack and place them

face-down in the left hand. This time you are dealing with the second

(Two of Spades) position, so looking at the position of the Two of
Hearls in the example and applying the one less rule, you would not

need to get a break above any cards. The Two of Spades is placed on

top of the four cards and remains in this position, because there are

no cards 'breaked' off to be cut above it, but it is advisable to give

the five cards a false cut before replacing the packet in the position

previously occupied by the Two of Spades.

The remaining three Spades are dealt with in the same way.

In the examplelg.2 the respective breaks taken would be four for the

Three of Spades, one for the Four of Spades and three fbr the Five

of Spades. ln the case of a four-card break you would just place the

four cards in th,: Ieft and then cut the Spade to the face of them by

holding a break below it when it is placed on the packet. This follows

the rule as explained befbre. As each Spade is cut into its fbur-card
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CHAPTER NIVE

group, the packet is replaced in the position of the card just being cut

into the group.

You now explain that the five groups of five cards represent poker

hards and that the inserted card illustrates the numerical position of
each hand. Explain that you are going to give a demonstration of
complex card control. Gather up the five hands from left to right

dropping each on its right hand neighbour as you do this, to form a

twenty-five card group.

Give this group any false shuffle you know that really only cuts

the cards. The Hay Mow is a good one to use. kt a spectator give

the cards a couple of cuts.

Turn the group face-up and spread to show they are well mixed.

l,ook for the Spade card that matches the Heart on the table in the

flrst position and cut once so that this card now becomes the top

card of the face-down group. In our example it would be the two of
Spades. Deal out the cards into flve hands, dealing from left to right,

positioning the hands immediately below the face-up Hearts.

Say, "it would be hard enough to deal the hands into their original

positions, but I have tried to deal them into the positions you decided

upon when rearranging the Hearts".

Tum each hand face-up below the Heart position indicators above

it, to reveal that each hand contains the matching Spade, implying

that you have succeeded in fulfilling your claim.

_ aata _

CHAPTER FIVE

MAGICAL NUMBER TRICK

Variation of Jerry Sadowitz's trick, from 'The Crimp'

Eflect

From a shuffled pack the exact quantity of cards selected by a

spectator, is predicted by the performer.

Pre paration

Have an Eight and Ten Spot on the face of the pack, the Ten being

the face card.

Perlormance

Explain that this is a magical number trick and that the name itself

is very important. Deal down onto the table, one card for each letter

of the name MAGICAL NUMBER TRICK, which will produce a

pile of eighteen cards on the table.

Invite a spectator to shuffle the dealt cards and whilst he is doing

this, bottom palm the two face cards of the pack into the left hand.

Take the packet of cards from him, and add the palmed cards to the

face, as you square them.

Ask a spectator to think of any number between ten and twenty,

and then count this quantity of cards face-down onto the table. Count

down ten cards quickly to illustrate the action, and how the remainder

I
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CHAPTBR }'IV E

of the packet is placed alongside counted cards. Reassemble by
placing this packet on top of the counted ones.

The spectator now counts down to his number and places the

balance alongside the face-down packet. He then adds the two digits
of this number together and transfers this quantity from the counted

packet onto the top of the other one, moving the cards one by one.

See lllustration.lt's safer if you move them.

End by turning over the top card of each packet face-up and show

that the exact quantity is in the packet designated by the value of the

face-up card on top.

_ +a?a _

INFLUENTIAL COUNTS

Effect

Three sets of four caxds in each one are placed face-up on the

table, each group having a unique colour arrangement. Three other

CHAPTER FIVE

face-down four-card groups are placed below each of the

ones in any order designated by a spectator.

face-up

When checked, each of the face-down groups arc in the same

colour sequence as the face-up ones.

Performance

Run through the face-up pack and remove four cards, two of
each colour. Quickty arrange them so that tle two blacks are at the

face and place them in a perfectly squared face-down packet on

the table. Do this with two more groups of four cards, arranging

each in the same colour sequence as the first. The goups should be

placed face-down on the table in a way that allows you to pick each

one up separately at a later stage of the trick. You can place them

apart on the table or one on top of the other in a jogged position

if space is limited.

When removing the cards, try to avoid the spectators seeing

exactly how many cards you remove and in what colour order you

have arranged them in.

Now openly remove thtee groups of four cards from the pack,

each packet consisting of two red and two black cards . Point out that

the colour order of each group can be ananged differently.

For ease of explanation we will designate the packets as A , B and

C. Arrange A in order from the face; red, red, black, black. Arrange

B in order from the face; black, red, black, red. Arrange C in order

from the face; red, black, black, red.
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CHAPTER FIVE

Pick up one of the face-down groups and ask a spectator to
choose a face-up group A, B or C. If he chooses A, count the four
cards reversing their order and drop them still face-down on heap
A. IfB is chosen, do an Elmsley Count before dropping it on top of
the chosen face-up group. If C is chosen, do a Jordan Count before
dropping the packet on top of the chosen face-up one. Repeat this
procedure for the remaining two face-down packets.

Note that it should appear that you are just showing that there are

four face-down cards in each packet, by counting them from hand
to hand. This action is justified by the fact that you did not reveal
how many cards were in a face-down packet at the earlier stage of
the trick-

Point out that the colour order of the face-up heaps will influence
the face-down ones. Conclude the effect by tuming each face-down
group face-up to reveal they are in exactly the same colour order as

the face-up ones they are paired with.

- 
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ALL CHANGE

Eftect

TWo freely selected cards shown face-up in the pack change
places and then jump together, still face-up.

Preparation

Have a card face-up at the bottom of the face-down pack.

CHAPTER FIVE

Performance

Spread for a card to be taken and place it on the bottom of the

pack. Tip the pack to show it is on the bottom.

Spread the pack and have another card touched near the centre

of the pack. Flip it face-up and leave in position. Close the pack and

Half Pass the lower section above the face-up card.

Spread the pack to show the centre card has changed to the

selection and tip the pack to show that the original centre one is

now at the face. Do not spread more than one card past the selection

when you show it. Hold the spread pack towards audience with one

hand, and with the other hand take the centre card out and place it
face-down with the other one already at the face, and then close up

the pack.

Tip the pack up slightly so that the top is not visible to the

spectators, ard spread the cards out until you reach the point where

a face-up card shows on the lower section of the pack. Openly turn

the last face-down card of the upper section face-up, and place it
squarely on top of the lower section. S€e illustration.

lr
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CHAPTER FIVE

Replace the right hand section on the lower one, doing a Half

Pass with the lower section of the pack.

Spread the pack out to reveal the two selections are together,

face-up, in the centre of the pack.

_ +a?a -
POKER

Etfect

A pack of cards is shuffled and placed in the centre of the table.

A number of hands of Poker (from two to ten inclusive) named

by the spectator arc dealt without any manipulation of the pack.

The hand dealt by the performer to himself will always be the

winning hand!

Preparation

This is the order of the pack when face-down:

CHAPTER FIVD

Performance

A stacked pack is responsible for the effect and it is for the

performer to decide how it shall be brought into play. Once , however,

it is in his hands a convincing false shuffle is given and after the

number of hands has been asked for and the answer given they are

dealt around the table by the performer. Generally the number named

will be four, but as previously mentioned you will be covered for any

number of hands from two to ten.

Now let us examine the hands that are dealt as a result of this

particular set-up.

If two hands, the performer holds: King of Spades, King of
Hearts, Queen of Clubs, Queen of Hearts and Three of Spades

(two pairs).

If three hands he will have: Nine of Clubs, Queen of Clubs,

Nine of Spades, Ten of Hearts, and Two of Hearts (deuces are wild,

so that this makes tfuee of a kind).

If four hands are dealt up comes the following: King of Hearts,

Queen of Hearts, Ten of Hearts, Jack of Hearts, and Ace of Hearts

(Royal flush).

Five hands will give the performer this: Jack of Diamonds,

Three of Spades, Two of Hearts, Ace of Hearts, and Jack of Clubs

(with deuces wild three of a kind).

-
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2S

6H

5C

QS

8C

AS

l0c
KD
7S

11 -f
a

a

5S

KS

9C

KH
JD

QC
AD

QH
9S

3S

3C

10H

2C

2D

2H

IH
5H
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4H

AH
3D

4S

7H

9H

JC

8D

8S

4D

6D

10D

9D

QD
6C

3H

5D

6S

7D

7C

8H

KC
AC

JS

4C
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CHAPTER FIVE

Six hands give the following to the performer: Queen of Clubs,

Ten of Hearts, Ten of Spades, Nine of Hearts, Ten of Diamonds

(three of a kind).

Seven hands: Ace of Diamonds, Two of Diamonds, Three of
Diamonds, Four of Diamonds, Five of Diamonds (straight flush).

Eight hands: Queen of Hearts, Jack of Hearts, Nine of Hearts,

Queen of Diamonds and Queen of Spades (three of a kind).

Nine hand: Nine of Spades, Ten of Spades, Eight of Spades,

Six of Spades, Seven of Spades (straight flush).

Ten hands: Three of Spades, Ace of Hearts, Ten of Diamonds,

Queen of Spades, and Ace of Clubs (one pair).

- 
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IMAGINARY BOTTOM DEAL

Effect

A comic Bottom Deal is demonstrated, with a surprise ending.

Performance

Place the Aces on the face of the pack, and get a break below

them. Turn the pack face-down and carry out the Turnover Pass to

bring the Aces to the top.

CHAPTER FIVE

lower four cards and place on the table'Slide out the

See illustation .

Place the main pack face-down on the table' Explain that a

Bottom Deal is hfid because of the thickness of the pack, and if the

pack were invisible, it would be easy.

Pick up the tabled cards and mime placing an invisible pack

on top of the 'Aces', and deal round, the face-down ones going to

yourself. Say, "I still haYen't got the hang of it", and turn the

face-down cards up to show they are not Aces'

Pause as if this is the end of the effect'

Place the four dealt cards on top of the pack and take a break

below them. Classic Pass them to the face' Deal the top four cards

face-up onto the table, and say, "that's what I wanted to get"'
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CHAPTER FIVE

STEVEN'S CHOICE

Preparation

Place any twelve red cards on top of the pack, and make sure that
the dozen or so cards below them are mixed red and blacks.

Performance

Give the pack a false shuffle, which maintains the upper half in
its original order. I use an Erdnase Jog type shuffle, but ofcourse any
one which achieves the desired result will do. If you can,t do a false
shuffle, ignore this paragraph, and continue to the next.

Talk about a gambling game you have invented called ,Counting

Reds', and offer to illustrate how it is played. Cut off about half of
the face-down pack with the right hand and place the balance aside
as it is not used in the effect. Tip the cut off cards towards you and
spread them briefly from the face revealing the mixed red and black
condition. When you reach the point when all the remaining ones are

red, cut it so that these are held in the left hand. and the face section
in the right.

Place the dght hand section face-up on the table, and the left
hand one face-down. Riffle shuffle the two sections together
and endeavour to end with a face-down card on top. If necessary,
shuffle again to achieve this condition. Hold the shuffled cards

in the left hand.

CHAPTER FIVE

A version of the Haymow shuffle is now used to give a very

convincing impression of a haphazard mixing of the face-up and

face-down cards. To do this shuffle, proceed as follows:

Push two or three cards from the top and take them in the right

hand, with the thumb below them and the fingers above, twist the

right hand in a clockwise direction so that the small packet ofcards is

turned over. At the same time, turn the left hand in an anticlockwise

direction so that its cards are tumed completely over. In fact it is not

possible for the cards to be turned incorrectly unless your hands are

really magical.

With the left thumb push over two or three cards from the

bottom of its group and place them on top of, i.e. under the thumb,

of those in the right. Turn the right hand in an anticlockwise tum

towards you, and the left hand in a clockwise tum away from you,

again turning both packets over. With the left thumb, push two or

three cards over from its packet and take them below the right hand

packet the thumb gripping them as they are placed in position.

Twist the hands to turn the two packets over again and push a

couple of canls from the bottom of the left hand goup on top of

those in the right, pushing them off with the left thumb. Twist the

hands to tum both packets over again and push a few from the top of

the left onto the bottom ofthe right.

Continue this action a few more times, but end the shuffle with

the right hand group being placed on top of the left hand one the right

hand flngers being above it's group. This description appears to be a

little complex, but is simple once you have tried it a couple of times.

t
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CHAPTER FIVE

Repeat the above shuffle once more.

Say that you will explain how the game 'Counting Reds'works.
Run through the mixed up cards, and place all the face-down ones in
a heap on the table. Explain that the face-down ones are your cards,
and the face-up ones are those you are playing against. Continue the

explanation saying, "all we have to do, is to count how many red
cards there are in this group, and if I've got more, I win".

Announce the number of red cards in the face-up group, and say,

"that's the number I've got to beat". Pause for a moment, and then

tum the face-down cards over and spread them, saying, "I guess

I win!"

_ aai,a _

PERSONALITY TEST

Etfect

Mixed black and red cards magically separate.

Preparation

Have ten black cards and then ten red cards followed bv the Ten

of Diamonds on top of the pack.

Performance

Give the pack a false shuffle that retains the stack in position.

CHAPTER FIVE

Run through the face-up pack until you reach the Ten of

Diamonds. Remove the Ten and place it face-up on the table. Get a

break at its removal point and turn the pack face-down, maintaining

the break.

Cut off the packet of twenty cards at the break point, and place it

face-down on the table.

Place the bulk of the pack aside, as it is no longer used in the

effect. Place the Ten spot face-up on top of the tabled gloup and pick

these up. Lose the Ten in the packet by drawing a pair of cards from

the bottom and placing them on top, then another pair, then a single

card. This looks casual and leaves the Ten spot sixth from the top.

Further mix the packet by drawing top and bottom cards off as a

pair and place them face-down on the table. Continue this until you

reach the face-up Ten spot. Place the Ten spot singly on top of the

dealt ones and then continue pulling top and bottom cards off as pairs

right thrcugh the grc\p. See illustration.

t
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CHAPTER FIVE

Hand the packet of cards to a spectator requesting him to deal
it into two face-down groups. Explain that he can deal as he wishes
and does not have to altemate the cards, the deal can be completely
haphazard, the only condition being that he must deal them singly.

Pick up the group with the face-up Ten in it. Remove the Ten and
place it face-up on the table. Keep a break at removed position. place

the other packet apparently below the one you are holding, but do a
Pull Down move at break point so that they go in there.

Take offthe top ten cards and touch them on the Ten spot. Show
the faces and explain that he has collected all cards with similar
personalities. Show the faces of the other group to conclude the trick.

CHA PTRR FIVE

_ *ata _
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Chapter Sit

LABYRINTH

Effe ct

This is a variation on AIex Elmsley's trick called 'Underworld'.

In this version exactly ten cards are used, five freely chosen by

a spectator, but he always leaves you with the winning hand.

Performance

Say that you are going to use ten cards to form two poker hands,

but that you will select values that will produce good hands. Remove

four Aces, three Sevens and three Twos and arrange them so that the

Aces are at the bottom of the ten card group when it is face-down.

Do not let the spectators see the faces of the cards.

Stack from top of face-down packet wolldbe;7 ,7 ,7 ,2,2,2, A,
A,A,A.

Hold the packet face-down in the left hand and take off the top

two cards with the right hand. Let a spectator freely choose one of
these and place it face-down on the table. Place the remaining one

on the bottom of the packet. Appear to take off the next two cards
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CHAPTER SIX

from the top, but Bottom Deal the second one taken. This is not too
difficult with such a small packet, and as the card from the bottom
is taken below the top one there is a lot of cover. Let the spectator

freely choose either card, which is then placed with the previous
face-down one on the table, and the remaining one going back below
the packet.

Repeat this procedure until the spectator has five, face-down
cards on the table, always bottom dealing when taking the second

card of the pair and replacing the one not chosen, below the packet.

Turn the spectator's hand face-up to reveal he has a full house.

Say, "that's a good hand".

Tum your cards face-up keeping them square and say, "it would
take a four of a kind to beat your hand", spread your hand out to
reveal the four Aces. Say, "wow, and Aces as well".

A lt e r nativ e P erf ormanc e

Secretly have the four Aces at the top of the pack, these being
the only cards stacked. Do a false shuffle and cut and deal out ten

cards, face-down on the table. The Aces will now be at the face of
this packet.

Proceed as in the first presentation until you each have five cards.

Tum the spectator's hand over and make something of it if possible.

To finish, tum yours over to reveal the Aces.

CHA PTF]R SIX

OUCH

This trick came to mind after reading a spelling trick of Tom

Sellers using live envelopes. The recurring patter used in the

presentation is similar to that used in the famous Stewart James trick
called 'Further Than That'.

The effect is a simple location of an Ace, but with three surprises

at the end of the trick.

Performance

Run tfuough the pack and remove the four Kings as you come

to them, dropping them face-down on the table in a casual scattered

manner. Take care that the faces are not exposed as you do this,

and also get any Ace to the top of the pack as you remove them.

Place the pack face-down on the table.

Invite a spectator to pick up the face-down cards one by one and

drop them on top of the pack in any order. Sell fte 'any order'factor

strongly. Pick up the pack and push over the top four cards saying,

"I shall not alter the order you chose at all". As you display the four

cards push over the fifth one slightly so that you can get a left little
finger break below it. Close up the four cards and lift all the cards

above the break away from the pack. You are now holding live cards

squared in the right hand, but the spectatorc think there are four.

Place the main pack face-down on the table.

t 36
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CHAPTER SIX

Say that one of the cards you removed from the pack was an Ace
and although the cards have been mixed by the spectator, you will
try and find it by spelling. Spell .ACE,, transfening cards from top
to bottom for each letter. But when you transfer the flrst one, in_jog
it slighdy. See illustration.

hess down on the in-jogged card as you square the packet
with the aid of the right hard and get a break above it with the left
little finger.

Double lift to show the Ace and then turn it face-down onto the
pack. Deal off the top card and place it face-down on the table.

Say, "if the other cards on my hantl were also Aces, the trick
would not be very interesting". Continue, ,.but if they were not it
would be quite interesting". Turn the cards in your hand face_up and
push over the face two to reveal three Kings. The lower two cards
are squared as one card.

Turn over the face-down card on the table as you say, .,and if
this was the missing King it would be very interesting,,. place the
King on the face of the three cards in your hand. Tum the complete
packet face-down and square it with the aid of the right hand.

CHAPTBR SIX

Use this action to cover the palming of the top card of the group

into the right hand. Vernon's 'Topping the Deck' is recommended.

Using the right hand, casually drop the four cards on top of the

main pack.

Pause for a moment and then say, "and if I had placed the ace we

spelt to in my pocket before starting the trick, it would be extremely

interesting". Reach into your inside jacket pocket and produce the

palmed card.

_ aitra _

ART SPRING AGAIN

Some time ago my daughter showed me a card trick that

appeared on page 253 of 'The Pallbearers Review'. I'm ashamed

to say I missed reading it when it first appeared, which is a teffible

confession, as it contained a principle I had not seen before.

Anyway, here is a slight variation on the trick.

Performance

Run through the face-up pack and remove the Kings, placing

them below the pack so that they will be at the top when the pack is

turned face-down. Now do the same with the Aces. You end with the

Aces above the Kings at the top when the pack is turned face-down.

Thumb off the top four cards into the right hand without
altering their order and twist the hand to show the faces of the Aces.

Turn them face-down and square them up at the top of the pack,

i
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CHAPTDR SIX

keeping the left little finger below them as you do this. Remove

them and place them face-down on the table, neatly squared. Do the

same actions to show the Kings, but as you square them on top of
the pack, get a left little flnger break above the face King, so that

only three Kings are removed in a squared condition. Place these

face-down on top of the Aces already face-down on the table.

The seven cards should be neatly squared. Place the main pack

face-down on the table.

Pick up the seven-card packet and show the face of the top card

saying, "remember Kings at the top". Replace the King face-down.

Push over the top four cards without altering the order, so that

they can be taken in a fan in the right hand. Deposit the lower one

face-down onto the table. Place the remaining three back below

the other cards in the left hand. Flip the top card face-up and then

face-down again, saying as you thumb off the top four cards into the

right hand, "the aces". Place the lower card of the cards in the right
hand face-down on top of the main pack. Place the three remaining

cards from the right hand below those in the left.

Thumb off three cards into the right hand and deposit the face

card on top of the single card already face-down on the table. Briefly
tum the right hand to show the Kings, and then turn them face-down

and place them below the other cards in the left hand. Thumb off
three cards into the dght hand. Place the lower one face-down on

top of the main pack. Briefly show the faces of the Aces in the right
hand and then place them face-down below the card in the left hand.

CHAPTER SIX

Thumb off two cards into the right hand and place the lower one

face-down on top of the two cards on the table. Do not show the face

ofthe card left in the right hand, simply place it below the one in the

left and drop these two cards on top ofthe main pack.

Pick up the main pack and Double Lift the apparent top card

to show a King. Turn it face-down and thumb the top card off into

the right hand. Move it slowly towards the three cards on the table.

Say, "just one more to make four of a kind", turn the card in your

right hand face-up and say, "four Aces". TUrn the three face-down

cards over to reveal all the Aces.

Pause for a moment and then show that the Kings are on top of

the main pack. Mix the Kings a little as you take them off, before

revealing their faces.

- 
aata 

-
sTH AMENDMENT

This trick is based on the fascinating idea with coins and boxes

by Joe Berg published in 'Extra Credit' No.9.

Preparation

Five pairs of cards, each pair being of the same value and colour

are anznged on the top of the pack so that one card of each value

are in positions one to flve from the top, and the matching ones in

positions six to ten, but in reverse order. For example the stack might

be; KC, 5H, 25, 9D, JC, followed by; JS, 9H,2C, 5D, KS.



CHAP'I'I.] R SIX

P erformance

Give the pack a false shuffle that leaves the top ten cards in
position followed by a false cut. Count off five cards from the pack,

reversing their order as you count them off and place them aside as

a prediction, being carefully squared up in a face-down packet.

Count off ten cards from the main pack into your right hand,

again, reversing their order. Place the main pack aside.

Deal out live cards tiom the ten-card group in a face-down rolv

from left to right on the table. Deal the remaining five cards on top of
them in normal dealing fashion, to form flve pairs ofcards.

Have a spectator nominate any two of the groups and switch

the positions of those chosen. Now take the top cards of the chosen

groups, exchange them and place them back on top ofthe groups that

were exchangcd. Continue this procedure, allowing a completely

fiee choice of the pairs that the spectator would Iike you to exchange.

You can oontinue this procedure fbr as long as you wish, but about

five exchanges is perhaps enough.

You can let the spectator do the changeovers himself, but it will
slorv the trick up and he might make a mistake, so I think it is bettcr

to do it yourself. See illustration.

CHAPTER SIX

The mix up ofpairs and cards within the pairs is very convincing.

After the mixing, gather up the pairs into one packet, placing the

pair at position one on top of the one at position two, and these onto

three etc..

Deal the ten-card group into two face-down packets of five cards

each, dealing alternately in conventional dealing practice.

Ask a spectator to touch one of the groups and use the Conjurer's

Force technique to leave on the table the packet into which the first

card was dealt. If he touches this one you keep it and if he touches

the other one you dlscard it onto the main pack,

Place the prediction packet of cards alongside the other five card

group and then take off the top cards ofeach to reveal the pefect pair.

Continue through the packets placing each matching pair face-up

on the table as you reveal them.

142
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CHAPTER SIX

c rr..\ P'l.l: R SIX

STRAIGHT MAKER

Based on Alex Elmsley's 'Dream Trick' from his t2th February

2003 Lecture notes 'Alex is at it Again''

Effe c t

A magical production of a poker hand'

PreParation

Stack from the top of the pack a Three ' 
the four Aces' the four

Twos, the four Fours' and finally the four Fives'

Performance

Give the cards a false shuffle and place the top card face-down

on the table.

Give the top eight cards to spectator A and next eight to spectator

B. Each Packet can be cut'

Each spectator deals his eight cards into two piles' and discards

one of the fout'-card groups onto the main pack They then deal the

remaining four into two piles' and discard one of the pairs onto the

pacf. f,aJn remaining pair is turned face-up to reveal an Ace' Two'

iour. and a Five. The card placed aside earlier completes the straight.

- "1' -

A MAGICAL JOKE

Elfec t

The performer explains and pcrforms a very simple mathematical

carO trick, but there is a surprise ending' making nonsense of the

supposed exPlanation

Warning Nole: The merhod .for accomplishing this trick is very

,imple ard upon reading through the explandtion' readers may

conclrule that the whole thing is silly and pointless Please Sive it a

try using the presetiation outline Siven' beJore discarling it '

Presentation

Say that some card tricks are based on mathematics and as you

ore ,uthe, *"uk on this subject' you have been unable to do this tyPe

of card trick. As you are saying this get any picture card to the face

of the pack. Lets say ils the Queen of Diamonds'

Continue' explaining that you have leamt one such trick' and that

it is so simple that even you can manage it As you are saying this'

look through the pack for the Aces and place them on the face' Keep a

left little fl-nger break below the Queen of Diamonds as you do this'

so that you end with a break below the face five cards'

Spread over the face three Aces so that all four are exposed and

then lift them away from the pack in a spread condition' but take

the Queen of Diamonds with them' held behind the lower Ace as

t44
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CH APTER SIX

one card, by inserting the right fingers in at the break point with
the thumb on the face of the Aces. Discard the balance of the pack

face-down on the table with the left hand.

Say that you only need the Aces for the tdck and then close them

into a squared packet, hold them face-up in the left hand in Glide
position. Glide back the Queen of Diamonds with the Ieft flngers

and then transfer the Aces one by one from the bottom of the packet

to face, asking a spectator to call stop at any point.,S€e illustration.

When he calls stop, push the cards square with the glided one

and turn the complete packet face-down. Thumb off the top card,

face-down onto the table. The next part of the tdck must be presented

with a straight face.

Tap the back of the tabled card and say, "I am going to try and

tell you the value of this card". Explain that to do this you have to

remember a special key number, and that the special number is four.

Continue by tuming the packet in hand face-up, and pushing over

the face two Aces to reveal three Aces (lower Ace is two cards held

as one).

CHAPTER SIX

Say, "now all I have to do is add these three cards together and

subtract from my key number of four to find the value ofthe one you

selected". Look at the three Aces as you explain this and then square

them up and drop them face-dorvn on top ofthe main pack.

Look at the spectators with a serious face and tap the face-down

card. Say, "so the value of this card is" pause, turn it face-up and

continue, "the Queen of Diamonds".

Now Smile.

- 
aa?a 

-
TRIPLE ALLIANCE

Effe c t

The four Queens are shown ard placed on the table. A card is then

freely selected by a spectator. The selected card magically changes

places with the Queens and as a bonus ihe pack mysteriously turns

face-up.

Performance

I have always been a little disappointed when conjurers have told

me that the Pass is obsolete and there's little point in wasting time

learning it, there being so many easier ways of getting a card to the top

of the pack. When demonstrating these altematives they never seem to

duplicate the effect of the Classic Pass, which should be that nothing

appears to happen to the pack, although it has secretly been cut.

i
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This trick uses one Classic Pass as its prime method and, I hope,

is constructed to show the value of this wonderful sleight.

Hold the pack face-up and spread it between the hands looking
for the Queens. As each Queen is located, remove it and place it
face-down on the lace ol the pack.

Square the pack into the left hand and then push over the Queens
in a slight spread with the left thumb and take them into the right
hand, thumb on their backs, and fingers on their faces, keeping them
locked as a small fan. Tilt this fan up towards the spectators so that

they can see the faces of the Queens. Say, "here are the Queens,,.
Tilt them to a horizontal position and replace the face one on top of
the face-up pack held in the left hand.

As soon as this Queen is onto the pack, square the pack up with
the help of the fingers of the left hand. As you place the Queen onto
the pack say, "one." Now place the next face Queen face-down on
top of the pack slightly spread to the right saying, "two" and take a

break below it with the left little flnger. Just a tiny break is required.
Place the remaining Queens face-down on top of the pack, saying,
"three" and "four" as you do so. Only the first one goes squarely

onto the pack, the other tkee being spread over to the right slightly.
See illustration .

CHAPTtrR SIX

You now appear to square up the Queens with your right hand

and place them face-down on the table. Really only the three above

the break go onto the table . The right hand takes them by the opposite

short ends, hand curved over them in a Biddle type grip. As they are

removed the left hand tips the outer end of the pack to a necktie

position and twists so that the pack is almost in a face-down position.

This action conceals the Queen left on the pack.

With the aid of the right hand the main pack is turned completely

face-down and spread between the hands for a card to be chosen.

Take care that the face-up Queen at the bottom is not revealed. Once

a card has been taken, ask the spectator to remember it and show it to

any other members of the audience as you square the pack.

Whilst this is happening quietly place the main pack on the

table with the left hand, tipping the hand palm down as you do so.

This causes the pack to be apparently face-down on the table, but

really it is face-up with one face-down Queen on top. Do not worry

about this simple move, you have lots of misdirection and it is easily

accomplished without difficulty. Once the main pack is on the table,
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CHAPTER SIX

take the chosen card and place this face-down on the table, a little
away from the Queen pile.

Pick up the main pack carefully and place it in your Ieft hand.
It appears to be a face-down squared pack.

Pick up the face-down group of Queens and place them
face-down on top of the pack. Take them off one by one with the
right hand, each being taken below the previous one, so that the
spread of Queens can be tipped with the faces being towards
the spectators. You can normally push off all four and show them,

but you must not reveal the face of the pack. lf you twist the pack

into a slight necktie position as you take off the foufih one, this is
easily accomplished. Say, "remember Queens on top". Replace the

Queens face-down on top of the pack and square the whole pack up.
Ifyour viewing angles are very awkward,just casually show three of
the Queens and then place them back on top of the pack.

Pick up the chosen card from the table, show its face to the
spectators, turn it face-down and push it into the pack at the
approximate cenffe point. Push it in slightly diagonally so that the left
little finger can obtain a break above it. Now carry out a Riffle pass

at the break point and place the pack face-down on the table. Bill
Goodwin mentioned that a Riffle Pass where you riffle the near shofi
end would be the most suitable and this is an excellent suggestion.

Ifyou can do an invisible Classic Pass without using a pass cover,

then use this, and may I offer my congratulations on your ability.

CHAPTER SIX

For maximum impact it is impofiant to time the flnal phrases

(orrecrly. Sa1. "l am going to maLe rhe Queens jump lo the centre

of the pack". Point to the top of the pack to emphasize the position

of the Queens. Now say, "and in addition to that I am going to make

your card jump from the centre tt)'the top". Pause for a moment and

then say, "and in addition I am going to make every other card in the

pack turn face-up"

Spread the pack in a long spread from left to dght to reveal the

climax ofthe trick. Take the single face-down card at the top and turn

it face-up to connrm that it is the selection. Now remove the four,

face-down cards at the centre and show they are the Queens. Finally
make a gesture towards the face-up condition of the pack.

- 
aata

A TWISTED TALE

This is a version of Hofzinser's 'Royal Maniage' plot using Lee

Asher's 'Asher T$ isl' lo marry lhe appropriate pairs.

Performance

Remove the four Kings and four Queens from the pack and

arrange them in two groups, each in identical suit order with the

colours and values alternating. For example let's say the order is
King of Hearts, Queen of Spades, King of Diamonds, Queen of
Clubs, and Queen of Hearts, King of Spades, Queen of Diamonds.

King of Clubs. Pick up either group and deal them out in a face-up
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row on the table in conventional fashion from left to right. The suit
order in our example will be Hearts, Spades, Diamonds, Clubs.

Pick up the other group and deal them out face-up on top of the
previous ones dealing from left to right, but starting your deal on
the card that is second from the left hand of the row (the Spade).

When you have dealt three cards you will be left with a Club. Slip
this card below the first card in the row (that is, the Club goes below
the Heart)-

When you are familiar with the layout required it is not necessary
to arrange the cards before dealing them out - it can be done as you
place them down. Remember it is not an arrangement that you are

trying to make secretly. You are deliberately placing the pairs down
so that no suits or values match up.

As you are carrying out the above actions, talk about .Marriage

Brokers', and how they are still used in parts of the world to try and
arrange successful marriages. Also point out how you have made
each pair completely unsuited to one another, as they are of different
suits and the same value.

Pick up the extreme left-hand pair in the row and say, .,these will
act as Marriage Brokers". Turn them face-down and hold them in
the left hand.

Place the next pair of cards in the row (those in position two)
face-up between the face-down Brokers.

CHAPTER SIX

Spread the packet of four cards to show the position and, as you

close them, get a left little finger break between the face-up centre

cards. Carry out the Asher Twist with the lower two cards, flipping

them over as you pedorm the normal slight shaking action with the

right and left hands as you execute the sleight. The centre cards will
appea.r to almost visibly change to a perfectly matching pair, a King

and Queen of the same suit. Remove these and place them face-up

on the table.

Repeat the procedure with the next pair and then the final one.

You will be left with a face-down pair in the left hand. Say,

"the Marriage Brokers have done so well it's only fair that they

should advise themselves". Turn them face-up to reveal the flnal

matching King and Queen and drop them on the table saying,

"excellent advice".

- 
aa?a 

-
COUNTDOWN

Effe ct

A card is freely chosen by a spectator and replaced in the pack.

A number from ten to twenty is nominated by a member of the

audience, and the chosen card arrives at exactly this position, as well

as turning face-up.
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Preparation

The approximate lower half of the pack must secretly be face-up
below the upper face-down one.

Performance

Use the right hand to hold the pack from above, thumb at the near
short end and flngers at the far one. Place the pack into the left hand,
but keep the right hand in position for a moment. Drop off four cards
from the bottom of the pack with the right thumb, and take a break
above these four cards with the left little finger.

Using both hands spread the upper section in a wide fan between
the hands and invite someone to remove any card. you must not of
course expose any of the face-up cards. Once a card has been taken,
square up the cards and hold them in the left hand, still maintaining
the little flnger break. When the chosen card has been remembered
and shown to the other members of the audience, take it back with
the right hand and place it on top of the pack. Position the right hand
over the pack so that the fingers are well over the far short end and
thumb at the near one. The fingers should conceal the end ofthe pack
completely. S e e ill u s t ratio n.

CHAPTER SIX

You now cut the selection into the pack by pressing down on it
with the left thumb and retaining it in position as the right hand pulls

all the cards above the break to the right and then slaps them on top

of the nve cards remaining in the left hand. This cut should be done

fairly rapidly so that although it is genuine, it is not apparent how

near the bottom the card has been placed.

Take care that the selected card falls squarely onto the lower four
cards so that their face-up condition is not revealed.

No breaks are held after the cut.

Ask for a number to be chosen from ten to twenty. Once the

number is given, mentally subtract five from it and remember

the answer as your key. For example, if seventeen is chosen,

your key is twelve.

Very fairly deal cards up to your key number in a face-down pile

on the table. Once you reach your key, pause for a moment and with
the right hand turn the dealt cards face-up, still casually squared,

in a face-up pile on the table. Now spread these cards out so that the

spectators can see them all, using the fingertips of both hands to

do this. You will find that the left hand has to twist inwards to do this.

so that its cards are almost tumed over.

At the completion of the spread the pack is now taken from the

left hand by the right, thumb on the top and flngers below, now

completely tumed over. Prior to spreading the face-up packet you

say, "has your card already been dealt?" This line is the misdirection
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CHAPTER SIX

anchor of the trick and must not be omitted. They are looking for
the card as you spread the dealt card out and will miss tJIe secret

tumover completely.

When they say they have not seen their card, say, "well,I've still
got a chance of succeeding then". Tum the face-up cards face-down,
and very slowly count cards off on top of them until you reach the

chosen number. The selected card will be at the number and face-up.

Conclude by saying, "look, not content to arrive at your number,

it has also tumed over".

- 
*ata _

THE NUMBER GAME

Ettect

Three cards are selected from a shuffled pack and placed

face-down on the table. Without looking at the cards, the performer

is able to announce the total when their values are added together.

The trick can be repeated without risk of detection.

Preparation

Secretly arrange to have four different spot cards at the top of the

pack, and remember their total when their values are added together.

For example if the values were 2,4,5 and 9, you would remember

the number 20.

CHAPTER SIX

Performance

To perform the trick give the pack a false shuffle, which retains

the top four cards in position. I use an Erdnase Jog shuffle, which flts

in well with this effect. Briefly the details are as follows: Undercut

about half the pack, in-jog the flrst card as you pull it off onto the

top of the lower half, and then shuffle off the balance from the right

hand in standard overhand fashion. Undercut the pack, taking a

break with the right thumb below the in-jog, and lifting away a few

cards from above the in-jog. Shuffle off the cards above the in-jog

and throw the balance ofthe pack on top. The top section ofthe pack

is back in position at the end of the shuffle.

Thumb off the top two cards of the pack and hand them, still
face-down, to a spectator. Request him to look at the two cards

and say, "if they are both of the same value, retum them to to me,

and I'11 give you another pair". This line establishes the fact that

he has two different value cards. Ask him to select either one and

place it face-down on the table. Take the remaining one from him

and place it face-down on top of the pack.

Give the pack another Erdnase Jog shuffle and after its completion

hand the top two cards to a second spectator. Again let him choose

either one and place it face-down on the table, whilst you take the

remaining one and place it on top of the pack.

Give the pack another Erdnase Jog shuffle and hand the top two

cards to a third spectator asking him to freely choose one and place it
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face-down on the table. Tate the remaining one from him and as you
return it to the main pack, tip it up slightly so that you can glimpse
its value. Subtact this from your remembered total and you have the
total of the thtee face-down tablsd cards.

Once you know the total, build up the trick a bit by feeling the
backs ofthe cards on the table, and then saying,,,I get the impression
that these cards add up to exactly eleven', (or whatever your total is).

Then slowly tum them face-up one by one, adding them out loud
as you go. Suppose the f,rst two add to six, when you come to the
final face-down card say, "for my prediction to be corect, this will
have to be a five". Dramatically flip it face-up to show that it is.

Note: If ltou wish to use the repeat leoture of this trick, simpht
haye a second stack of;four different talue canls below the top foar,
whose total is di.fferent.

After completing the effect as described you only have to lose
the top card of the pack to be all set to go again with a different total.

_ +ara _

A RA.IAH SUNDIAI,

Eflect

The performer offers to teach the spectators a special magical
procedure, which finds selected cards.

CHAPTER SIX

Performance

Run through the pack and cut it so that the Joker is second from
the top. This is not a secret action, but in cutting the pack, tip it up

a little so that it is not seen that the Joker has been cut to the second

from top position.

Thumb off six cards from the face of the pack and hand them to

a spectator in a face-down group.

Tum the main pack face-down and Double Lift the top two cards,

leaving them face-up on top of the pack and keeping a break below
them. This shows the face of the Joker. Flip the two cards face-down

and remove the top one and push it somewhere among the small
packet of cards the spectator is holding. Ask him to mix the packet

up so that the Joker is al an unknown posirion.

Whilst he is doing this, place the main pack onto the table and in

this action, palm the top card into the right hand.

Take back the small packet from him with your left hand and

hold it in a squared condition, face-down in that hand.

Say, "let's check that the Joker is not at the top or face". Do this

by flipping the top card face-up onto the packct and then face-down

again, adding the palmed card to the top in the face-down flip. As

the palmed card is added, takc hold of the complete packet by the

right hand, thumb on face and fing:rq on back emd tip it up so that
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the face card can be seen. As the tace card is revealed say, "and not

at the face".

Continue your patter theme about teaching a magical procedure

that finds lost cards.

Hold the complete packet face-down and then do an under/down

shuffle until only a single card remains. Turn this card slowly face-

up to reveal the Joker. Drop the Joker face-down on top of the other

cards in the packet.

Pick up the packet and arrange it in a face-down display fan in
the left hand. Invite a spectator to touch the back of a card in the

fan. When he has done this, break the fan with the dght, so that the

touched card is at lhe lace of rhe upper section.

Twist the right hand so that the spectator can see the face of his

touched card. Once he has noted the card, return the right hand cards

to those in the left keeping a break below them. As you square the

packet up do a left Little Finger Pull Down with all the cards below

the break and immediately gdp all the cards above the break, squared

as one card and place them below the other cards in the left hand as

the flrst move in your under/down shuffle. This move flows well and

is over very quickly as you continue the shuffle fairly, placing the

next card down and so on until you are left with one card. Ask for the

name of the noted card and then reveal it. The magical shuffle has

again been successful.

(] H A PTFJR SIX
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CAMOUFLAGE

E.ffect

Five sets of four cards are placed on the table, each shown to

consist of a Heart, Spade, Diamond and Club. The packets appear to be

mixed by a spectator, but when turned thce-up at the conclusion of

the tdck, are seen to still consist of one card of each suit.

The Gilbreath Principle is used to produce this effect, but a little

misdirection is applied.

Performance

Remove live sets of four cards, each group of four cards should

consist of a Heart, Spade, Diamond and Club. The five packets

should be placed face up on the table and the suit arrangement in

each should be identical.

Turn the packets face-down. Pick each up and give it a little mix

before replacing it face-down on the table. The mixing procedure

you use for each must be identical. 1br example, push the top two

cards into the right hand, place the next on top and the linal one

r6i
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underneath. The impression you want to give is that the suit order is

now mixed. In actual fact the suit order of each packet is identical.

Let a spectator select any packet. Place his choice a little apart

from the others. Pick up the top card of this packet and hand it to a

spectator. Ask him to choose any of the four packets on the table.

Pick up his choice and spread it out in a face-down fan. Let him push

his card in anywhere in this fan. Point out that he has a completely

free choice and can even place the card on the top or bottom if he

wishes. When he has completed this action, square the packet and

place it face-down on the table.

Pick up the next top card of the three-card group and hand it
to a spectator. Let him chose any of the three remaining four-card

packets, fan it out and let him push his single card into it, again with
a perfectly free choice of position. Square up the packet and drop it
on top of the previous one which he inserted a card into.

Repeat the procedure with the next top card of the two-card
group, it being inserted into any position of either of the two,
four-card packets and this packet being dropped on top of the
previous composite group of ten cards.

Finally have the single card inserted into the remaining four-card
packet and drop it on top of the previous group.

Pick up the complete group of twenty cards and thumb off five
groups of four cards each, distributing them around the table.

CHAPTER SEVEN

Conclude by turning each packet face-up to reveal a Heart,

Spade, Diamond and Club in each.

E.S.P. Variation

If you use a thirty card E.S.P. group, which consists of the five

designs repeated six times you can follow the procedure already

explained by starting with six packets of flve cards in each.

aatt

ANY ONE FOR DENNIS

Etfect

A spectator shuffles the pack and it is found to be in a controlled

sequence in spite ofhis shuffle.

Preparation

The principle used is the Gilbreath one, and the pack must be

arranged so that twenty-six black cards are followed by twenty-six

red ones.

Performance

Cut the face-down pack into two, all the black cards being in one

half and all the reds in the other.

I
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Have a card freely chosen from each half and placed face-up in
the opposite half.

Shuffle the two sections together with a perfect faro shuffle.

Let the spectator now give the cards a riffle shuffle, which does

not have to be perfect. If he cannot riffle shuffle, he can simply just

push the two halves together.

Take back the cards and spread them face-up to show their well
mixed condition.

Cut the pack between two cards of the same colour and turn the

pack face-down set for the finish.

Say you will magically control the cards. Go through the

face-down pack, continuously taking face-down pairs of cards and

turning them face-up to show that all the adjacent pairs consist of
opposite colours. When you reach them, place the two pairs with
face-up cards aside. Finish by revealing that you have controlled
the deck so that each of the face-up cards is with a card of the

same colour.

It can happen that both face-up cards are a pair, which is a good

ending as well.

CHAPTNR SEVEN

REBELS

Elfect

Six red and six black cards are placed in two piles on the table.

A card is freely selected from each and replaced in their appropriate

colour packet. The two packets then magically change places with

the exception of the freely chosen cards.

Presentation

Hold the pack face-up in the left hand and spread it slightly with
the left thumb. The right hand now removes twelve cards alternating

in colour. Once you have the twelve cards in the right hand,

the remainder of the pack can be placed aside as it is not used in

the tdck. Spread the face-up cards between the hands pointing out

that you have six red and six black cards, which altemate in colour.

Do not emphasize whether they run red, black or black, red, just

make sure that the spectators see that it is a fair arangement of
altemating colours.

Square the packet and turn it face-down. Deal it into two

face-down groups, dealing alternately and counting out loud the

position ofeach card as it is taken and dealt, one, two, three, four etc.

When you reach number eleven, Bottom Deal this card. The final

twelfth card is dealt faidy on top of the right hand packet.

Tum the top card of each packet face-up, and place these cards

immediately above their respective groups, not on top of the packets,

i

i
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but positioned above each one. If necessary, spread the five cards

below the tace-up ones a little, so that the backs are visible. Let us

now assume that the card face-up above the left hand group is black

and in front of the other red. This could be the other way round, but

you always deal with the left hand packel first.

Invite a spectator to touch the back of any card below the black

marker. Take the selection and hold it face-down in the left hand.

Have another spectator touch any back of the five face-down cards

in the other group. Remove it and place it on top of the one already

face-down in the left hand. See illustation.

No faces have been shown yet. Take the two cards into the right

hand, thumb below and fingers above and immediately twist the

right hand over to turn the cards face up. Push the lower card of the

pair to the left with the right fingers and take it into the left hand.

The turning face-up and taking the rear card into the left hand should

be a rapidly flowing action. You now have a face-up card in each

hand with the correct colour being above the face-up marker cards.

Request the spectators to remember the names of their chosen cards,

Take one of the face-up cards, tum it face-down and push it
within the face-down cards below the marker of the same colour.

('H APTBR SEv IiN

'lurn the remaining face-up card over and push it within the face-

rlown cards in the other packet. The effect is that two cards have been

licely selected and replaced within their same colour groups.

Square up each group of five face-down cards carefully and then

lranspose the two face-up markers, explaining that what is going

lo happen now is a little like 'Follow the leader'. Turn each of the

packets below the leaders face-up to reveal the face cards of each

ruatch the changed leaders.

Now spread each packet to reveal that all have changed, except

llre selected ones. Say, "some people will just not follow the leader".

- 
aala -

CLUBLAND

This is a presentation idea on an old principle that has been

used by several card conjurers. Karl Fulves, Jim Steinmeyer, Peter

Marucci, all have fine tricks with it. Untbrtunately I do not know

who first thought of the idea, but I would lil<e to make it quite clear

that it is not mine. All I offer is a trick using the principle. For those

keen on sleight of hand this is not an ideal trick, as there is really

none used.

Performance

Explain to the audience that you will show one way that a

magician uses to find a freely selected card.

l

I
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Thumb ovcr thc first nine cards as you spread the tace-up pack

and hold these as a group between the fingers and thumb of the dght
hand. As you continue spreading, remove any Club card ancl place it
on the table without showjng its face. Point out that you will explain
the use of this card shortly.

Split the pack so that the nine cards are held in the right hand and

place the balance of the pack face-down on the table.

Say, "first we have to have a card chosen". Fan out the nine cards

face-down and ilvite a spectator to remove any one and remember it.
Now ask for it to be retulned anywhere in the remaining face-down
spread. You want it to become the central one; it is very easy to
achieve this situation, but to give yourself a slight advantage, adjust
the eightcard spread so that there is a slightly larger gap between

the two four-card groups. Invite the spectator to replace his selection

anywhere in the face-down spread. If he replaced it dead centre you

need to do nothing, except close the spread and drop it face-down
on the table.

If he inserts the card anywhere else you will have to make

an adjustment to reposition it so that it is at the centre. However.
no physical adjustment is made at this stage. You simply note where

the card is inserted and see how many cards would need to be cut
from one end of the group to the other to centralise the selection.
The quantity of cards you wiil need to move will always be either

one, two, or three. Simply see whcre the card is inserted and

note from which end of the spread you nced to move cards to
make jt central. For cxample, if it is pushed second from the top,

CH APTIR SUVll\

you would need to cut three from facc to

now, just remember how many you have to

l)osition marked by one of your flngers.

top. Do nol d.iust

move and kccp thc

Explain that to find the selection a secret code is uscd. I)oinl to

the face-down Club you placed on the table eadier and say, "l havc

lbrmed one part ofthe code, but four more parts are requi[ctl 1() makc

it complete".

Hand the face-down main pack to the spectator and invitc him to

place any four cards fhce-down on top ofthe Club you tabled carlier

lo complete the 'secret code'. He does not even have to lu)k at thc

laces, any four will do.

Whilst he is placing the four cards on top of your Club. quictly

cut the nine-card packet at the break point and complete the cut.
'fhe selected card has now been positioned dead centre.

Now say you rvill show how the secret code is applied.
'Iurn over the top card of the five-card pile on the table ard say,

"only the suits of these are important". Whatever the suit is, spell

it out in the nine card packet, a card for each letter including the S

lt the end, dealing one card on top of each other onto the table.

When you have completed the spell, drop the balance of the group

on top of the dealt ones as a block and then pick up the packet,

and hold it face-dolvn in the left hand.

Disoard the card just uscd from the 0vc-card pile to thc top ol
lhe main pack, and then turn the next one face up on what is now a

I
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lour-card pile. Repeat the spelling procedure, always including the S

in your spell, e.g. Hearts, Diamonds, Clubs, Spades.

Continue the spelling and dropping of unused cards on top as a

block, until only one card of the 'secret code' is left on the table.

Spell the suit of the last card, which will of course be Clubs;
hold the card that you a.rrive at on this letter face-down in the right
hand. Ask for the name of the selection and then turn the card
iace-up. Say, "so now you know how to find a freely selected card!"

_ aa?a _

FOUR PARTNERS

Effect

In this trick a stack is used io produce a four-ca.rd match up.

Prepatation

The stack reading from the top of the face-down pack is; QS, QH,
QC, X, X, X, QD. No Kings must be among the X cards.

Performance

Palm the top seven cards into the fight hand and hand the main
pack to be shuffled by a spectator. Stress the faimess of the shuffle.

Take the pack face-down into the left hand and bring the right hand

over to tum it face-up, adding the palmed cards back to the top as

CHAPTER SEVEN

you do this. Tuming over the pack gives excellent cover for adding

the palmed cards.

Immediately spread the face-up pack ald remove the four Kings.

Do not expose the three Queens at the top as you do this. Arrange

the Kings face-up on the table in a line reading from left to right;

KD, KH, KS, KC. Tum the pack over and hold it face-down in the

left hand.

Point to the King of Diamonds, and spell its suit, taking one card

from the top of the pack for each letter and dealing them in a face-

down heap onto the table so that their order is reversed. When you

reach the final letter 'd', take this card and place it face-down on the

King of Diamonds. If no table is available, just take the cards into

the right hand so that their order is reversed. After placing the final

card on the King of Diamonds, the other dealt cards are replaced on

top of the pack.

If you know a good false cut, do it now. I use the Classic Pass

without letting the halves come together after the pass, but moving

the left hand section upwards and replacing it on top of the one in the

ight band, s e e i I lu s t ati o n.
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Now spell the next suit in line, which is a Heart, placing the card
arived at the linal letter (t), face-down on top of the King of Hearts.
Note that in all spelling you only spell in singular and nevcr use ,s,

at the end.

Place the balance of the spelt cards on top of the pack and give
the pack a talse cut-

Repeat the procedure already explained for the remaining two
Kings, so that you end with a face-down card on top of each King.

Turn the face-down cards over to reveal the Queens with some

clever parter line about royal marriages.

_ aala _

FROM THE HEART

Effect

In this trick a spectator selects a position in the pack, and the

card at this position is shown to have been correctly predicted by the
performer. In addition there is a surprise twist at the end ofthe effect.

P re paration

The pack reading from the top must be arranged as follows;
KH, KD, X, X,2H,2D,4H,4D,9H,9D,3H,3D, AH, AD,8H,

8D, 5H, 5D, 7H, 7D, balancc of pack.

C[IAPTER SEYEN

Performance

Give the pack a false shuffle and cut, which leaves it in the same

order and hold it face-down in the left hand.

Push over the top two cards slightly and square them together

back onto the pack. Appear to lift them off with the right hand, but

really only take a single card. Place this single card on the table near

to you and a little 10 the right. Do not state how many cards you are

removing, as this would draw too much attention to the quantity.

Ask a spectator to think of any number between one and ten and

then double it and tell you the answer. It will be any even number

from four to eighteen.

Once he states his number, very fairly count down to this position

from the pack held in the left hand, dealing the cards in a face-down

pile on the table. Place the card at his chosen position face-down

a litrle in front of the dealt heap. Drop the balance of the pack on

top of the dealt cards and as you do this, palm the top card into the

right hand.

In a continuing action move the right hand over the card placed

aside at the beginning of the trlck and scoop it up, adding the palmed

card and throwing the two cards face-up on the table. One will be a

spot card. Say, "this rcpresents the value of the selection" then taP

the other one and say, "this represents the suit". Let a spectator tum

over the card you counted to, showing that your prediction is correct.
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Turn the predicted card face-down and drop the main pack on top

of it. Turn the pack face-up and hold it in the left hand. Your attitude

at this stage should be that the trick is over.

As an afterthought tap the face-up King and say, "of course if
we had used this card to represent the value and the other the suit,

we would have anived at a completely different card, the King
of Diamonds".

Tap the card at the face of the pack to emphasize it is wrong and

then carry out any Colour Change move you know that gets rid of
the face card; Erdnase Change, Cardini Change, Andrus Change etc.

are fine. I use the Andrus one, but make your own choice.

The effect is that the face card visibly changes to match the

new prediction.

- 
aata 

-
WALTZING MATILDA

Eltect

The location of a freely selected card. Readers will recognize this

as a highly original plot.

Pre paration

The face-down pack is stacked as follows from the top;

x, x, 2, x, 3, x,4, x, 5, x,6, x, 7, x, 8, x, 9, x, r0, x, J, x, Q, x,
K - remainder of pack.
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The 'X' cards are indifferent ones and suits are of no importance

in the value ones. If you use the Faro shuffle, you can have (X' 2 to

K) on top of the pack and do an 'out' Faro of the top twelve cards

to produce the starting stack needed for the hick '

P erformance

Give the pack a false shuffle that retains the stack Simple in-

jogged type is fine. If you have used the Faro shuffle approach'

this will count as the starting shuffle, and any other false shuffle can

be omitted. In either case, you must start the trick with arrangement

of the twelve value cards as detailed in 'preparation''

Explain to a spectator that you would like him to deal two

face-down hands ofcards as he would in a card game lllustrate this

by dealing the top four cards alternately into two face-down packets

of two cards each. Pick up the one you dealt the last card onto and

drop it on top of the other two cards. Replace the four-card group on

top of the pack. This little demonstration shows the spectator what

he has to do and illustrates that there must be the same number of

cards in each Packet.

Hand the pack to a spectator and request him to deal two

face-down hands of cards as if dealing for a game, but explain that

he can decide to stop dealing whenever he likes, so that although

eacb hand will have the same number of cards, the quantity will be

decided by the spectator. Casually say, "do not use more than halfthe

pack as I need some cards left to use for the rest of the trick"'
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When he has completed dealing, take the balance of the cards

from him and fan them out face-down for one to be selected.

Once a card has been taken, have it shown to the other spectators.
You then request it to be dropped on top of either of the face-
down heaps on the table, and then the other heap dropped on top to
sandwich it between the two.

These actions give you ample misdirection to take a little flnger
break below the top ca.rd of the section you a.re holding and gripping
it between the flngers and little finger to pull it around the cards so

that it ends face-up atbottom. See illustration.

Once the spectator has sandwiched his selection, have him place
the composite group on top of the pack. Give the pack one cut to
send it to the centre.

Wave your hand over the pack and then spread it out to show that
a card has turned face-up. Cut the pack to bring the face-up card to
the top.

CHAPTER SEVEN

Place the face-up card on the table and point out its value.

Slowly count down this value and hold the card arived at face{own
in the right hand.

Ask for the name of the selection and slowly tum the card on the

right hand face-up.

- 
aata 

-
PAPER PALACE

Effect

Four Queens are shown and placed face-down on the table.

A sealed envelope is dropped on top of any Queen, which vanishes

and appears inside the envelope.

The envelope is torn open by a spectator, there is no force of the

Queen it is placed on, there are no fake cards or duplicates, and it is

very easy to do. Now that should make you read on!

Pruparation

Take any Queen from the pack and seal it in an opaque letter

enveiope. It must not reveal its contents. Take any card from the pack

other than one of the three remaining Queens and place it face-down

beneath the envelope. Position the envelope slightly overlapping the

edge of the table so that you can easily pick it up, together with

the card secretly held below it. If you wish, you can start with

the envelope and card in an appropriate pocket or in your wallet,

then remove them and place them on the table, ready for action.
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Performance

Run through the pack with the face tilted slightly towards you

and place the three Queens, plus any other card face-down in a pile
on the table. Reading from the face there should be Queen, eueen,
any card, Queen. The Queens in positions two and four from the face

should be the same colour. Just act as you would when removing
four Queens from a shuffled pack and you can easily put them down
in the corIect sequence.

Cut the rest of the pack into four heaps, about four inches
apart. Pick up the packet of Queens (?), turn them face-up and
Elmsley Count them fairly briskly, saying that in playing cards,
royalty is important. Do not say, "look, I have four Queens', or
similar comrnent, for this will only put into spectators, minds the
idea of a closer perusal of those Queens. For the moment they are

simply four picture cards.

Having shown the Queens, irnmediately turn them face-down
and mix the cards. Norv deal one card on top of each of the four
packets on the table, from left to right.

Pick up the envelope from the edge of the table, gripping the
extra card below it. Ask a spectator to select one of the four heaps,

pointing out his completely free choice. Drop the envelope and card

on top of t}le selected heap.

Gather the other three packets into one and place to onc side.
Adjust the position of l.he envelope slightly if necessary, so rhat the
card below it lines up with the rest of the packet.
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Ask the speclator to press on the envelope and then to lift it away.

You now reach over and turn up the top card saying, "look, the Queen

has gone!" Turn the card face-down, drop it back on top ofthe packet

and place all cards below those already assembled.

Finally, ask the spectator to open the envelope to reveal the

Queen inside. Pause, and say, "the damage you have just done to Her

Majesty's paper palace will cost a fortune to repair!"

* aata 
-

LUCKY SEVEN

In this trick the performer relies on luck to bring the trick to a

satisfactory conclusion, but the ending is a surprise to the audience.

The inspiration for this was an effect by Alex Elmsley called the

'Eliminator' and published in the 'Magic Circular' magazine.

Preparation

Reading from the top ofthe face-down pack arrange the following

seven values; K, 2, J, 6, 8, 10, 5, remainder of pack.

Performance

Glve the pack a brief shuffle retaining the top seven cards in

position and end by holding them face down in the right hand in

Biddle grip position. Get a break above the face card of the pack and

maintain it with the right thumb tip.

l8r
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CIIAPTIR SEYEN

Swing Cut the upper section of the pack into the lell hand, and

flip the top card of this section facc-up using the edgc of the right
hand section to do so. Call attention to the name ofthe King showing,
and then flip it face-down again doing the Miller Drop Switch move
as you do so. Immediately thumb off rhe top card of the left hand
section, face-down onto the table. Place the left hand section of the
pack on top of rhe one in rhe right.

Say that seven is your lucky number and it will help you find the
position of the King. As you say this, thumb of'f the top seven cards

of the pack without altering their order, and drop them in a pile face-
down on the table. In a continuing action take the main pack into the
right hand in Biddle grip and ler rhe cards dribble face-down onlo the

table, well away from the seven card packet. Pick up the face-down
King(?) and insen it somewhere among the face-dorvn cards. Finally
square the main pack up and leave it on the table. These actions link
up with your patter about flnding the positiol of the King.

Deal the seven cards in a face-down circle on the table, dealing
in a clockwise direction. Mention that you will now try and find the
position of the King by relying on luck. See illustration.

CIIAP'I'I,]R SI'VIJN

Ask a spectator to touch any card of the fhcc-down circle.

You know where the King is, as it was the flrst card you dealt. so

there are now two procedures to finish the trick.

l. If he touches the King: Take the card and hold it thce-down

in the right hand. Say, "this card will tell us the position of the

King", pause and then say, "the King is face-up in the middlc of
the circle". Drop the King face-up in the middle of the circle.

2. If he touches any other card: Turn it face-up and starting on

the next card in a clockwise direction count its value. and then

turn the card you reach face-up. Continue this procedure six

times until only one card is left face-down. As you are doing this

explain that if you ever land on a face-up card at the completion

of your count your luck has run out and you will be unable to

find the position of the King. In fact you never will cntl on a

face up card. Remember to count eleven for the Jack. Remove

the six face-up cards and discard them onto the main pack.

Pick up the remaining face-down card and hold it in the right

hand. Say, "the position of the King is face-up on thc table".
Drop the King face-up on lhe table.

_ +ata _
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CHAPTER SEVEN

LILAC TIME

This trick utilises the Gilbreath principle.

Effe ct

A spectator succeeds in matching up face-down pairs of cards

without looking at the faces, so that each pair consists of one black
and one red card-

The trick is quite effective, because of the involvement of the

spectator. It uses no sleight of hand at all, nor any prior arrangement

oI the cards.

Performance

Run through the face-up pack and remove about a dozen pairs of
cards, each consisting of a red and black card and place these pairs

face-up on the table in a scattered display. Try to avoid choosing
court cards. If there is limited space on the table you may have to
overlap them slightly.

Point out that each pair consists of a black and red card and say

that you will now break each pair up. Pick up any pair and separate

it, placing each card face-down on the table alongside each other to

form two packets. Remember the colour of the right hand card. Pick

up a second pair and split them as before, but make sure the card

you place face-down on top of the previous right hand one is of the

CHA PTER SEVEN

opposite colour. Continue splitting the pairs to form two face-down

packets, but always follow the rule of the right hand one containing

an opposite colour card to its predecessor. When you carry out this

separation just concentrate on making sure the right hand packet has

cards in altemating colour order. No need to bother thinking about

the left hand one. as it will take care of itself.

Once the separation of the pairs is complete, pick up either

packet, turn it face-up and cut it a few times. Finally, remember the

colour of the face card and replace the packet face-down on the table .

Pick up the other packet, turn it face-up, cut it a few times until a card

of the opposite colour to the face card of the other group is at the

face, and then place it face-down on the table. The effect should be

that you have casually mixed each packet and replaced it face-down

on the table.

Explain to the spectator that he can now assemble pairs of cards,

but has the choice of selecting one card from the top of each of the

face-down packets, or two cards together from either of the packets.

Let him make his selections, but remove the cards from the top of
the packets yourself, which makes for a faster and more reliable

presentation. As he chooses, place each pair face-down on the table

to make a similar display as you had at the starl of the trick. He might

ask for two from the first packet, then one each from either packet,

then perhaps two from the top of the second packet, and so on,

the selections seems very free and fair.

I
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CHAPTER SEVEN

Finally, point out how you formed opposite colour pairs by
selecting them from the face-up pack. Say, "let's see how you have

done with the faces hidden". Tum all the pairs face-up one by one

and say, "wonderful, far more clever than me".

CHAP'TER SEV BN

_ *at,a _
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Chapter Eight

MAGIC JOKER WILL FIND YOUR CARD

Effect

In this trick the Joker helps you find a chosen card. An interesting

point is that sleight of hand is used to make an ancient mathematical

principle work.

Preparation

None,just use a 53 card pack.

Pertormance

Run through the face-up pack to look for the Joker. As you do

this count 26 cards from the face of the pack. Remove the Joker and

place it on the table, saying that it will help you later in the trick.

Square up the pack keeping the break and tum it face-down,

still keeping the break, shown in the illustration.
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Request a spectator to cut off about one third of the pack.

Ask him to give the packet a shuffle and to place them face-down

on the table after remembering the top card. Whilst he is doing this,

do a Classic Pass at the break point, and retake a new break as the

sections come together.

Ask for abour another third to be cur from the top. shulfled and

placed on top of the tabled packet. Point out that his card is now

between two shuffled sections of the pack. Whilst he is doing this

again Pass at the break point and retake the break as the packets

come together.

Have the tabled packet placed on top of the pack and Pass at

the break point, no longer holding any breaks. If you are not happy

with the Pass at this stage, just give the pack an open cut at the

break point.

Explain how the Joker will help you to conclude the trick by

lending you his name. Dealing a card for each letter of "MAGIC
JOKER WILL FIND YOUR CARD", face-down in a pile on the

table. Ask the spectator the name of his card and turn over the top

card of the packet of cards in your hand to conclude the trick.

CHAPTI]R EIG HT

SWEET AND LOW AGAIN

Eflect

The effect is one where the original order of cards in a packet

mysteriously reverses itself 6 la the original Noel Stanton plot'

In this version, not or y do two packets change their order' but they

irlso change Places.

Petformance

Remove the Ace to Five of Spades and Ace to Five of Hearts'

Arrange each in numeric order with the Five on the face and drop

one packet on top of the other. Spread to show the numeric order of

each group and then square them up and hold the combined packet

tace-down in the left hand.

Deal off flve cards, taking them one below the other into the right

hand, dealing top, bottom, bottom, bottom, bottom and place the

packet face-down onlhe table. See illustation'
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CHAPTER EIGHT

Count the remaining packet into the right hand again, one below
the other, dealing; bottom, bottom, bottom, bottom, and then the last

card. Place this packet face-down on the table, a little apart from the

other packet .

Tum the top card of each packet face-up to show the Aces.

Exchange the Aces from packet to packet, placing them on the face

of each packet.

Conclude by turning the packets face-up, and spreading
them to show they have changed places and also reversed their
numeric sequence.

_ aata _

STRIKE A MATCH

Effect

In this trick five pairs of twin cards, i.e. King of Hearts,
King of Diamonds etc. are mixed and then magically retumed to
their original state.

Preparation

Have the following four value cards in order at the top of the
pack; 4,10,2,7 the 4 being the top card of the pack.

CHAPTER DICHT

Performance

Run through the face-up pack and remove five pairs of cards,

placing each pair face-up on the table, one on top of the other.

The order might be; 5H, 5D, 8C, 85, 3H, 3D, AS, AC, 9H,9D.

Avoid picking pairs of the values of your top cards.

Place the main pack aside for a moment. Pick up the ten-card pair

packet and hold it face-down.

Appear to give this packet a mix by doing a Reverse Faro,

followed by a few cuts. A Reverse Faro is simply pushing the

alternate cards up slightly, stripping them out and putting them on

top of the other flve cards. The result of these actions places four

cards between each pair.

Place the ten-card group on the table for a moment. Give the

main pack a shuffle, which leaves the four top cards in place,

and replace it face-down on the table.

Pick up the ten-card group, give it a couple ofcuts and then fan it

out for one to be touched. Break the packet so that the touched card

is at the face of the upper section, and place this card face-down on

the table. Replace the remaining cards in the right hand below those

in the left. If the top or face card is touched,just remove it and place

face-down on the table.

Have a spectator turn the top card of the main pack face-up,

saying that you will use its value. Once its value is noted, request

I
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the spectator to turn it face-down and leave it on the table. If left
face-up it confuses the effect. The value is Four and you transfer four
cards from the top to the face of the group ofpairs, moving the cards

singly. Once the four cards have been transferred, take the top card
of the group and place it face-down on top ofthe tabled card that was
previously touched by the spectator.

Cut the remaining eight cards a couple of times and follow the
procedure outlined in the above paragraph, to have a second card
chosen. The next value of the top card of the pack will be Ten,
so this quantity is transferred from top to face singly and the next
card placed on top of the second selection.

This procedure is repeated two more times. You will end with
four pairs, face-down on the table and one pair you are still holding.
Turn your pair face-up to reveal you have been left with a twin pair,
and after a slight pause, tum the tabled pairs over to reveal each is a
twin pair.

_ aata _

COMIC CARDS

Etfect

The performer offers to show a trick, which when performed
appears to be ajoke. However, at the last minute the tables are turned
and a real trick is performed. It's important that the patter used is
played for comedy.

CHAPTER EIGHT

Performance

Hold the pack face-down in your left hand making sure that the

face-down condition is noticed by the spectators. Say, "would you

please name any card and I'll make it appear face-up in the pack".

When a card is named, for example the Three of Hearls, turn the

complete pack face-up and spread it between your hands to find the

Three and say "there it is, face-up in the pack!" Remove the card and

reposition it on the face of the pack. As you square the cards, get a

left little finger break below the face two cards of the pack. This part

is easier if you in-jog the face card slightly when spreading the pack

to look for the selection, and simply lift this card a little when the

named one has been placed above it.

Flip the two face cards as one face-down onto the pack and say,

"you don't seem too impressed". Thumb off the upper face-down

card with the left thumb, bring it into the right hand, doing a wrist

turn with the left so that the other face-down card is not exposed and

the pack is face-down in the left hand.

Push the face-down card in the right hand into the centre of the

face-down pack held in the left, pushing it in at the outer short end

and leaving it out-jogged for about half its length.

Spread the cards between the hands and say, "I could also have

made your card appear face-down in the face-down pack!" Give a

slight grin as you say this.

t
194 195



CHAPTER EICHT

Cut off all the cards above the out-jogged one into the right hand.
Thumb off the jogged card on top of these, still in a jogged condition
and then place the cards remaining in the left hand on top of the
jogged card. You have simply cut the pack as you showed the face-
down card in the face-down spread. See illustration.

Hold the pack in the left hand and tap the back of the jogged
card with the right fingers saying,,.I think you would have been
more impressed if your card had been the only face-up one in the
face-down pack". As you say this, push the jogged card square and
then immediately spread the pack between your hands to reveal the
face-up card.

_ aata _

CRAFTY CUT

Effe ct

This is one of those tricks where the spectators thinks that the trick
has gone wrong, but things are twisted to give a satisfactory end.

CHAPTER EIGHT

Performance

Hold the pack in the left hand and riffle down the corner for

the spectator to call stop. Lift up the cards above the stop point and

request a spectator to remember the card. Replace the upper section,

keeping a break below it. Cut the pack once at the break point and

follow with a couple of overhand shuffles keeping the face card in

place by pressure with the 1eft flngers.

Request the spectator not to help you, as you are going to find

their card by a cut. As you say this, tum the pack face-up and hold

it in the left hand. Their card will be revealed at the face, but you

make no comrnent on this. Say that you will try to cut to their card

with a single cut. Cut the pack at about the center and hold a break

between the two halves as they come together. Tap the face card

with your right foreflnger and say, "it may not be exactly your card,

but hopefully its quite similar".

Turn the pack face-down with the aid of the right hand carying

out a Turnover Pass at the break point. As soon as the pack is

face-down, draw out the face card with the right hand and hold

it face-down.

Ask for the name of the chosen card and slowly turn the card in

the right hand saying, "its quite similar".

- 
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CHAPTER EIGHT

FINLAYSON'S FROLIC

Effect

A card placed on the face of the pack, magically changes to a
freely selected one in a very direct way.

Performance

Run through the face-down pack, looking at the backs intently.

Say you are looking for a Magic Card. Remove one from about the

centre and hold it face-down in the right hand. Gaze at the back and

say, "that's the one".

Turn the pack face-up in the left hand and place the card in the

right hand face-down on the face of the pack. Say, "we'll leave it
here where it will be safe, right next to the (name the card below the

face-down one)". You can leave the naming of the adjacent card out
if you wish, but I find it strengthens the trick. Spread the pack very
slightly as you place the card on the face and as you square the pack

up, get a left little finger break below about one quarter of the pack

from the face.

Tum the pack face-down , maintaining the break and immediately

do the Krenzel Half Pass at the break point. As the two sections come

together after the Pass, use the right thumb tip to lift up the top card

of the lower section and add it to the face of the upper one. Retake

the break with the left little finger. To ensure only lifting one card,

it is helpful to bevel the pack towards you very slightly when lifting
the card.

CHAPTER EIGHT

Spread the pack out fairly slowly, requesting a spectator to touch

the back of a card. As soon as a card is chosen, out-jog it liom the

pack for about half its length.

Keep the right hand resting on the pack after ouljogging the card

and then use both hands to twist the pack so that the face of the
jogged card is facing the audience. Ask the spectators to remember

the name of the card. Use your right hand to grip all the cards from
the break upwards, and move the left hand upwards with the cards

below the break. As it moves upwards, place your left thumb on

the back of the jogged card and draw it out of the upper section so

that it rests on top of the lower one, still oufjogged. This transfer of
the card is well covered by the movement of the pack as the hands

twist it upwards to show the face of the selected card. The spectators

also see the back of the supposed 'Magic Card' as they look at their

selection. S e e illustration.

Once they have seen the card, draw it downwards with the left
thumb, so that it squares up with the lower section. Replace the

upper section on top of the lower one, keeping a left little finger

break between the two sections and twisting the pack to a face-down
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CHAPTER EIGHT

position. Ca.rry out a Half Pass at the breakpoint, and as the two

sections come together at the completion of the Pass, keep the left
hand in position and twist the pack over towards you lengthwise so

that it is face-up. I do not know who to credit for this Half Pass

handling, but I can say it's excellent and also that it's not mine.

Remember the left hand keeps in position after the Pass, fingers on

the face and thumb on the top of the pack, and immediately turns it
face-up, which can only be done by twisting it lengthwise.

Spread the pack slightly so that the face-down 'Magic Card' is

jogged a little to the right.

Ask for the name of the chosen card and then say, "how is the

'Magic Card' magic?" Slowly tum it face-up saying, "like that".

- 
aata 

-
BARE LIGHT

The idea of distributing pairs of cards and having a card from each

pair turned face-up, I first read in the 'Proflle' magazine, contributed

by Peter Duffie. The principle that makes the trick work is known as

the Gilbreath principle.

Preparation

The pack must, prior to performance, be ananged in altemating

red/black sequence .

CHAPTER EIGHT

Performance

Hand the pack to a spectator and request him to cut it a few times.

He is then asked to cut it into two approximately equal halves and

to riffle shuffle them together. You take back the pack and spread it
face-up to show its mixed state. Cut between any two cards of the

same colour, completing the cut and holding the cards face-down in

the left hand.

Thumb off about ten pairs of cards and distribute them face-down

on the table. If you have room you can deal a few more pairs, but a

minimum of ten is advisable.

Once the pairs are distributed, place the balance of the pack aside.

Ask a spectator to nominate the upper or lower card of a pair,

and when he does so turn the chosen one face-up, leaving it in
position within the pair. Continue doing this for each of the pairs.

Note that after the riffle shuffle, all of the procedures outlined

could be done by the spectator. I prefer to do it myself to keep the

trick moving and to avoid any mistakes the spectator could make.

Once all the chosen cards are face-up, start to gather the pairs up

as follows:

Pick up all the pairs with red cards face-up and split each pair

into two heaps, one face-up and one face-down. Keep each of the

two heaps neatly squared and place them on the table. Now do
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the same with the face-up black card pairs. As you split the pairs,

keep the resulting face-down group of face-down cards in the left
hand, placing the face-up black ones in a pile on the table a little
way apart from the previous two heaps. Tap the face-up red packet

with the cards held in the left hand, pointing out how you sorted out
the red face-up cards by looking at them. Say you will use magic to
sort out the face-down ones. Tum the cards in your hand face-up and

spread to show they are all red.

Now tap the other face-down packet on the face-up black packet,

and then spread it face-up to reveal all black cards.

It is possible that all the face-up cards tumed up will be of the

same colour. If this happens, just divide into face-up and face-down
heaps, tap the face-down ones on the face-up and reveal they are all
the opposite colour.

_ aata _

FACE-UP SWINDLE

This is a very easy to do card trick with a 'tongue in cheek'patter
theme that is amusing to the audience and with a couple of surprises

thrown in along the way.

Per.formance

You explain as you are holding the cards face-down in your left
hand, that most card tricks in which the magician flnds a card freely

CHAPTER EIGHT

selected by a spectator are difficult because the pack is face-down.

In line with the face-down remark, you spread the cards slightly to

show their backs.

Continue, explaining that if the pack were face-up, things would

be much easier. Here you turn the pack face-up. Spread the face-up

pack between the hands and in doing this, in-jog the face card slightly.

Invite a spectator to take a card from the pack and then retum it to

the centre. Say, "see how easy it is, I already know which card you

have taken". Continue, "since I know the card it is very easy for me

to stip it to the top of the pack". Here you transfer the chosen card

to the face of the pack immediately above the in-jogged one. Square

the pack up and get a left little finger break below the face two cards,

a procedure made easy because of the jogged card.

Flip the two cards over as one, the effect being that the selection

has been turned face-down onto the face-up pack. Push over the top

face-down card with the left thumb ard take it into the right hand.

Do a wrist tum with the left hand, as you do this to hide the other

face-down card. As the left hand turns, its forefinger is extended and

points towards the back of the card being held in the right hand.

You say, "if the seiection was from a face-down pack it would be

hard to find". On the final word you turn the card in the right hand

face-up. Pause for a moment as they note the card is no longer the

selection, and then turn it face-down and replace it on top of the

face-down pack being held in the left hald. See illustration.
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Push ovcr about half thc pack, taking it into the right hand and

arrangcd in a casual face-down spread. Hold the ones remaining in

the lcft hand in a similar f'ace down spread, care being taken that the

bottom card is not revealed.

Look towards thc spreads and say, "so the rule is, lace-down.

hard to find". As you makc this remark, reassemble the pack,

placing the right hand section below the lelt one.

Now resprcad the cards between the hands, revcaling the facc-up

one at the centrc and say, "facc-up, casy to jind".

_ +itlt _

POETRY IN MOTION

This is a variation of an cffect by Bob Neale.

P te paration

Sccretly sct the lbur Kings on top of the pack, ersuring that the

King in the thid from top position is rcversed.

cHrtP'l'ER l.l I G lIl'

Pertormance

Mention to the audience that you are going to tccitc a l)oclrl' but

for those not interesled in the serious things in life' you rvill trsc a lcw

cards to illustrate the theme of the poem in a visual llshion '

With the pack held face-up, and a break held abovc thc litut'

lower-most carrJs (Kings). run through the pack and opr:nly out-iotl

an) lour spol cards. Say that the lour spots cartl' u ilt rcprcst rtt 'lilirs
in the poem.

Strip the four cards out with the left hand doing thc lirllowing

variation of Charles Miller's Strip-out Addition Move:

Perform the Strip-out, adding on the fbur Kings bchind the

spot cards, but keep a little finger break between the two 8K)ups'

Nolv throw the still facc-up pack on top of the face-up cight cards'

Immediately turn the left hand palm down and drop thc pack

face-down on the table, at the same time rctaining the li)ur Kin[ls

ilr the hand. This is automatic due to the brcak Now twisl thc lcli

hand palm up, but maneuver the packct so that it remains litcc down

and pert'ectly squared with the aid of the right hand This variation

is by Jerry Sadowitz' and was first described in 'Contcrnporary

Card Magic'.

Now recitc the poem uscd in Bob Neals's eflcct' basctl

on 'Antigonish' by Hughes Mearns (also known as'Thc Little Man

Who Wasn't'Ihere'), executing the corresponding aclions with

cach line:
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"Yesterday upon the stair..."
Elmsley Count to show all the cards face-down (last card on top).

"I met a man who wasn't there...,'
Spread the cards in a fan to reveal a face-up King at the bottom.
Square up.

"He wasn't there again today..."
Jordan Count to show all cards face-down (last card on top).

'T wish that man would go away!...,'
Spread the cards in a fan to reveal the face-up King once again,
this time at the third from top position.

Without pause, remove the King adding a final line to the verse:

"Too many men J'
Flip over and display the other three cards, which have now changed
to Kings, completing the line:

'1 I hear you say!"
Timing this last line is important. you should keep in rhythm with
the rest of the verse, and the sudden revelation of the Kings (on fhe
beat of "I hear you say") will be that more strong.

- 
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CHAPTER EICHT

TRICKY TRAVIS

Effe ct

The performer draws attention to an Ace in a small packet of

cards. He explains that he will try and keep track of the Ace in spite

of the packet being shuffled and cut several times. He succeeds,

but in a more surprising way than anticipated.

Performance

Run through the pack and select nine cards whose values run from

Ace to Nine, suits are of no importance. Arrange them in numeric

order from Ace to Nine, the Ace being the face card of the packet.

Spread the cards o[t face-up briefly showing them to the audience

and then square them and hold them face-up in the left hand.

Point to the Ace at the face and say you will try and follow its

position, as the cards are mixed.

Tum the packet face-down and give it one Reverse Faro shuffle.

This means you simply out-jog alternate cards and then strip the

out-jogged cards out and drop them on top of the others. Now give

the packet a couple of cuts. If you use the Hay Mow or Charlier

shuffle, do a couple of these; they look good with a small group of

cards, but really simply cut them.

Now deal the cards into two face-down hands on the table,

dealing in conventional altemate fashion. Drop either hand on top

20'7

I
206



CHAp't'IlR F)(;H1'

ofthe other to reform the packet. Point out that you have mixed, cut.

and dealt the cards as in a game and you are still trying to keep track

of the Ace.

Give the packet a couple of cuts, then another Reverse Faro.

Follow this by a Hay Mow if you wish. The procedures outlined with
adequate presentation will certainly give the impression that you will
have a very tough time keeping track of the Ace.

Glimpse the face card and subtract one from its value. Say if I
have succeeded I think the Ace is exactly... (here state the number

arriyed at after the sub-traction) down from the top. Slowly count

to this position in the face-down packet, without changing the order,

and out-jog the card ardved slightly. Cut the packet so that the
jogged card is at the face. Push the jogged card square and then tum

the packet face-up to reveal the Ace.

Should the card at the face be the Ace, you simply turn the packet

face-up to reveal it.

Pause for a moment and then spread the nine cards out on the

table revealing their numeric sequence. Say, "whilst keeping track of
the Ace I also made some adiustments to the other cards!"

(]IIAPTIiR EIGHT
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Chapter Nine

NO HIDING PLACE

This is a variation on Alex Elmsley's 'Three in Hiding'. The effect

given is different to the original and the handling details altered.

P re Paration

Decide on three cards that you can easily remember. For example,

1et's use the QH, AS, 3H. Place these cards on top of the pack with

their appropdate colour and value mates below them. The order then

being; QH, AS, 3H, QD, AC, 3D. You are now ready to commence

the effect.

P erformance

Give the pack a shuffle, retaining the top six cards in position.

Invite spectator A to suggest any quantity of cards from ten to

twenty. Deal the quantity of cards he suggests hto a face-down heap

on the table. Then continue by dealing the face-down packet into

three packets in normal dealing fashion.

Turn away and request spectator A to remove the top card from

any packet and place it in his pocket without looking at it. He then

I
211



CHAPTER NINF]

places the balance of the packet on top of the main pack. Repeat this
procedure with spectators B and C.

Turn around and cut the main pack into two halves at the
approximate centre point. Just make sure you do not cut into
the returned group of cards on top of the pack.

Give the two sections a very fair riffle shuffle together and square
them up. False cut if you wish. Turn the pack towards you and say
you will look for your three favorite cards. Using the example cards
we have used, look for a red eueen, a black Ace and a red Three.

When you find these cards, upjog them and leave them in position.

Remove the upjogged card nearest the face of the pack and place
it face-down in front of spectatorA. place the next nearest to the case
in front of spectator B, and the final one in front of spectatqr C.

Have each spectator remove the cards from their pockets and
place them face-up,just in front of your face_down ones.

Point out that each card in the pack has a unique mate which
matches it in colour and value. Turn your cards face_up to reveal
the matches.

_ aata _

CHAPTER NINE

A THERMAL CHAOS

Effect

An unusual location of a chosen card using the Gilbreath

principle.

Have ten black cards

the pack.

P re paration

followed by ten red ones at the top of

Per.formance

False shuffle to keep the top twenty cards in position, and thumb

off the top ten to a spectator. Ask him to deal them singly on to

the table face-down, to make a scattered display. Give the next ten

to another spectator and ask him to deal one on top of each of the

tabled ones to make ten pairs. Point out their freedom by letting

them be shuffled etc.

Have one pair selected. Pick it up and hold one card face-down

ln each hand. You know that the right hand one is red and the left

is black. Have either chosen and lift it to display its face for the

spectator to remember. You will know its colour (because you

always hold the red in the right hand) and remember this.

Reassemble the two cards in reverse order, and drop them

face-down on the table. Drop each pair on another until you
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have two groups with flve pairs in each. The chosen pair can go
anywhere. Spread each group out and push them together to make
a casual interlace. See illustration I .

Illustration l

Square and tum them face-up. Spread to show that they are

mixed, and look for a pair together of the colour you remembered
from earlier, but start looking from the second card from the face.
See illustration 2.

Cut the pair to the top and tum the packet face-down. Say you
will make the selection jump to the top. Double Lift to show the
top card.

CHA P'II.]R NINE

If it is the wrong card, you turn the double back face-down,

and take the top card and place on table saying, "well at least the

colour was right". Flip the card face-up and say, "and now so is

the rest of it".

However if it is the correct card when you turn the double over,

then the trick ends there.

- 
aa?a 
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JOKER POWER

Effect

In this trick a small packet of cards is mixed and then magically

reverts to its odginal order by the influence of the Joker. The principle

used to bring this about is Rusduck's Stay Stack.

Performance

For the presentation you must be seated at a table with one card

secretly on your lap, which is not the Joker.

From the main pack remove six pairs of cards and place in one

overlapping face-up display on the table, each pair being of the same

colour and value. For example; 4H,4D, KS, KC, 85, 8C, 2H, 2D,

10H, 10D, 5H, 5D. Also remove the Joker and place it face-up on the

table. Point out the arrangement of the pairs, pointing out that each

pair is of the same colour and value.

214
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Square the packet of twelve cards and hold them face-up in the

left hand. Explain that you will now split the pairs up. Do this by

dealing the face card onto the table still face-up, the next face-down

alongside it, the next face-up on top of the previous face card, next

face-down on top of the previous face-down card and so on until the

twelve cards have been dealt into two heaps.

Place the Joker face-up on top ofthe face-down group. Then turn

the face-up heap face-down and drop it on top of the face-up Joker,

so that the Joker is face-up between the twelve face-down cards.

Presentation is important now, because you must give the

impression that the spectators are insaucting you on how to mix
the cards-

Give the packet a few fair cuts followed by a Reverse Faro, using

the patter line about this shuffle that you are removing each Fard
from its neighbour. The Reverse Faro is simply up jogging alternate

cards and then stripping out the out jogged cards and placing them

back above or below the other group. Do a couple more cuts,

then another Reverse Faro followed by a few more cuts. All cuts

and shuffles are genuine.

Now let the spectator tell you how many cuts and shuffles he

would like you to do. Follow his instructions, which will look like a

real mix up of the cards.

Run through the mixed cards and place the face-up Joker on

the table. In this action cut the packet at the point from which it

CHAPTER NINE

was removed. If the Joker has ended at the top or the face' no cut is

necessary,just place it on the table.

Tum the twelve-card packet face-up and deal the face six cards

in a line from left to right, dealing them from the face Turn the

remaining cards face-down and deal them face-down on the first six'

dealing in conventional fashion from left to right'

Pick up the Joker and hold it face-up in the right hand Explain

how clever the Joker is and that he has committed all the cards to

memory dudng the previous mixing' Say that not only that' but he

can also do magic tricks. Pass the face-up Joker over the six packets

with the right hand and invite a spectator to $m each of the face-

down cards over to reveal all the pairs are together again'

Under the misdirection of this action, quietly switch the Joker

in your hand for the card in your lap, now holding its back towards

the spectators .

Act as if the Eick is over and then say' "the Joker is always

getting pestered by the other cards because of his powers' so he

often disguises himself so they can't find him"' Drop the card in the

right hand face-up on the table to conclude the trick'

_ aa,rt -
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This is a variation
'Jazz Aces' .

CHAPTER NINE

ALL THAT JAZZ

on the classic trick of peter Kane's called

Elfec t

CHAPTER NINE

Tum the spot cards face-up and Jordan Count them. Turn them

face-down. Remove the top card and flash the face and take the card

below it and place it face-down on the table. Flash the faces of the

remaining two and reassemble into a three card packet. Place the top

card of the King packet on top of this group and Elmsley Count to

apparently move it to the face.

Tip the packet to show that the King has gone from the face and

then turn it face-down. Flip the single card on the table face-up to

show that now it is a King, so the two cards have magically swapped

places. Place the top card of the spot group face-down on top of it.

Keep repeating this sequence until all the Kings have assembled

on the table.

You can Double Lift on the spot cards before placing one down,

but I prefer to do it once only on the last transposition.

A mysterious assembly of four Kings.

performance

Remove four spot cards, and place them face-down on the
table. Remove four Kings and drop them face_down on top of
the spot cards.

Pick up the complete group and display their condition. Hold the
packet face-down in the Ieft hand and take off tbg,Kings from the
top with the right hand, displaying their faces to the audience. Get a
break below the top card of the four spot cards . Replace the Kings on
top and square them up. Appear to take them off with the right hand,
holding them from above at the short ends. Take the card above
the break with them and retain top King on top of left hand group
by pressure with rhe left thumb, by sliding the packet ro tf," lgfrt.
Keep the edges towards the audience as you remove the Kings and
place them face-down on the table. .te e illustration.

- 
aata _
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CONFUSION OF THE INNOCENTS

This is a very easy to do card trick based on a principle

probably dates back to Stonehenge.

The procedure is designed with hopes of misdirecting

spectators' minds away from logical thought.

At the end of the day, I'm afraid it's just a card location.

CHAPTDII N INE

can in any case, easily adjust it once the three piles are face-down on

the table. Add another sPot card or take one away' anything goes as

long as the face-up cards total nineteen l find it quicker to push cards

over from the face in pairs to achieve the ten cards quickly'

Mention that you now need an unknown number' Request a

spectator to pick up one of the three face-down heaps and break them

into truo g.oupr, placing one of these in his pocket' Tell him to look

at the face card of the remainder and then replace it between the two

face-down piles. Thus sandwiching the packet'

Point out that the cards in his pocket represent the unknown'

Drop the sandwiched assembly on top of the main pack and do

one of the following:

A. Give the pack a single deceptive false cuti

B. Give the pack a Push Through' Strip Out ot Zrrow false riffle

shuffle. (l Prefer 'A )

Suggest you will deal with the known numbers Rrst'

Point to the first card of the face-up pile and count its value'

dealing cards from the top of the face-down pack until the value is

reached. If it were an Eight' then you would deal down eight cards'

Having dealt the cards, remove the Eight spot from the face of the

small packet and place it face-down below the main pack'

that

Presentation

Explain that you are going to do a trick using known and

unknown numbers, and will first deal with the known ones.

Hold the pack face-up and start spreading them over from the

face as if looking for particular cards. Actu4lly thumb over ten cards,

and if the next one is a spot card place it face-up on the table. If it is a

face card, choose another one. Place the ten cards you have thumbed

over, face-down on the table in a casual and unstudied way.

Do this again, placing a spot card on top of the previous one and

again placing ten cards face-down on the table.

Repeat this a third and final time so that you end with three,

face-down piles of ten cards each on the table and three face-up spot

cards arranged in an overlapping spread. These spot cards when

added together must total nineteen. You can normally achieve this

total easily as you are thumbing through to remove the cards, but you
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Continue this procedure with each of the face-up cards in turn

until all have been replaced below the main pack. The value of each

card is always started by counting at one. Place the main pack aside

as it is no longer used in the trick.

Explain that you now need the unknown number. Request the

spectator to remove and count the cards in his pocket, pointing out

that no one could know how many cards he had placed in his pocket,

not even the spectator himself.

Once he announces the quantity, use this number to slowly count

down in the tabled packet until you reach the card at his position.

Hold this card face-down in the right hand.

Ask the spectator the name of the card he noted and then say,

"known plus unknown equals known". As you say the final 'known',
turn the card in your hand face-up. l

- 
aata -

COLOUR LOCATION

Elfe ct

The location of two freely selected cards by rneans of an unusual

use of the Gilbreath principle.

Prepardtion

A pack of 52 cards must be aranged in altemating colour sequence .

CHAPTER NINT]

Performance

False shuffle the pack, followed by a couple of cuts'

Hand the top three cards to spectator A and the next three to

spectator B. Ask them to look at their three cards and say' "you may

have three cards of the same colour or three of mixed colours' If all

are of the same colour, choose any one of them, and if they are of

mixed colours, choose the odd colouied one from the three"'

Request the sPectators to insert their chosen cards between the

other spectator's two cards. The card from A s packet goes between

B's pair and B's between A's pair. Request B to place his thee-card

group face-down on the table and then A s on top of B's'

Pick up the main pack and hold it in a casual face-down spread

in the left hand. Now take each card singly from the top of the tabled

six cards and push them into any positions in the main pack' the only

condition being that each goes above the previous insertion' Start by

pushing the first near the face of the pack and continue moving up

towards the top of the pack as you insert each card' They do not need

to go next to each other, but only above each other' See illustrdtion'
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Push the cards square and give the pack a false shuffle with no
cuts afterwards.

Look through the face-up pack in pairs from the face. AII the
pairs will be one of each colour except for a pair of black and a pair
of red. One of the black pair will be a selected card and one of the
red pair the other selection.

There are many ways of flnding out which one of the pair is the
selected one and I do not think it necessary to detail any for the
readers of this book.

_ aaia _

A SPELL IN SCOTLANI)

Effect

A friendly competition between England,(cotland and Wales to
find a lost card, results in Scotland being the winner.

Performance

Remove eight cards and place them in a face-down group on the
table. Do not draw attention to the quantity, just thumb them off in
a couple of groups of four from the face-down pack, and place them
onto the table with the right hand. As the right hand places the cards
on the table, obtain a break under the top two cards ofthe main pack
by pushing them over slightly so that the left little finger can get a
break below them.

CHAPTER NINE

Now show the apparent top card of the pack by means of a Double

Lift, leaving it face-up for a moment, so that everybody can see its

va1ue. T[rn it/them face-down. Thumb off the top ca.rd and place

it on the tabled packet. Invite a spectator to pick up the packet and

shuffle it thoroughly, so that nobody knows where the shown card is.

Whilst he is doing this, transfer the main pack from the left to

right hand carrying out the Lowey Top Card Palm, so that the card

just shown ends up palmed in the 1eft hand with the face towards the

palm. The right hand places the balance of the pack on the table .

The basic technique of the Lowey Palm is to swivel the top card

downwards with the left thumb so that the dght hand can remove

the main pack as a block, gripping it above the swiveled card and

placing it on the table. The original top card is positioned correctly to

be palmed in the left hand. (A full description can be found in 'Stars

of Magic', pages 99-100.)

With the right hand, take back the shuffled packet and place it
into the left, so that the palmed card is added to the bottom of the

face-down group.

Now talk about a ftiendly competition between England, Scotland

ard Wales to find the noted card. First spell Wales, moving one card

from top to bottom of the packet for each letter in the name. When

you reach the final letter turn the card face-up and say, "no luck!"

Thrn the card face-down and replace it under the packet.
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Next spell England, turning the card which arrives on the last
letter face-up, and saying, "no luck here eitherl,, Replace the card
face-down below the packet,

Finally, spell Scotland. Tum the card on the last letter, to reveal it
is the remembered one, and say, "scotland wins!,,

Diplomatic Postscript

As the shown card always ends up on the last letter of the final
word spelt, you can easily make it arrive on England, Scotland
or Wales by spelling the required name last. This means you
can perform the trick in any of the three locations with no
diplomatic problems.

_ +ata _

I PASS

\
Etfe ct

This effect is the magical prcduction of a Royal Flush poker
hand. As the spectators do not have to take and remember cards,
this type of trick is good io have in your prograrn.

Preparation

To prepare the trick, a Royal Flush of any suit must be at the
bottom of the face-down pack with the fifth one ftom the boftom
being reversed. The order of the five caxds is not important.

CHAPTER NINE

For example, if you had declded on Hearts, the order from the face

of the face-down pack might be; QH, 10H, JH, KH, reversed AH,

remainder of pack.

There are ways to getting to this position from a shuffled pack

and one such approach will be given at the end of the working

description. So, for the moment, have the pack arranged as

described and proceed as follows:

Performance

Give the pack a shuffle, which retains the five cards at the face

and does not expose tlte reversed card.

Spread the pack widely between the hands in a face-down

condition, and invite a spectator to touch any card around the centre

of the pack. Flip this card face-up and break the pack into two,

so that his selection is on top of the section held in the left hand.

Make some remark about the card not being too good for a poker

hand, but you will try to improve it. Replace the cards in the right

hand, which should be in a slightly spread condition onto those in the

1eft, and cary out a Spread Half Pass , so that the 1eft hand section is

secretly tumed completely over.

Spread thrcugh the pack until you reach the four face-up cards.

Do not spread past the face-down one below them. Break the pack

into two so that the right hand holds the upper section with the four

reversed cards at the bottom, still in a spread condition. Deposit

the face-up cards on the table and say, "that's bettet''. Replace the
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balance of cards in the

out a Spread Half Pass

See illustration .

Appear to suddenly notice that there are only four cards on the
table, one short of a complete poker hand. Spread the cards between
the hards again to reveal the original selection, face-up at the centre.

Break the pack so that the right hand hglds the upper section with
the reversed card at the bottom and movJthe hard towards the tabled
cards, as if to add the reversed card to them. pause, and say, ..that,s

not going to help things much". Replace the upper section on top of
the left, and in squaring up get a break below the reversed card at
the bottom of the upper section. Carry out a Riffle pass and spread

to reveal the Ace of Hearts. Remove it and place with the other four
showing an unbeatable hand.

You are left with a reversed card at the bottom of the pack, which
may be useful in your next trick. If not, hold the complete pack in the
right hand from above, fingers at the far short end and thumb at the

CHAPTER NINE

near one. Move the right hard towards the left and push the lower

card over with the left finger tips, as you twist the main pack up to

a vertical position and overhand shuffle it onto the card in the left

hand. This is a standard procedure for reversing the face card, but I
don't know who thought of it.

Po stscript

Here is one way of getting into the sta.rting position from a

shuffled pack:

Run through the face-up pack and do a Multiple Hofzinser

Cull of the Royal Flush cards so that they end at the bottom of the

face-up pack. Move the pack from the right hand to the left carrying

out the single reverse of the lower card as already explained in the

final paragraph of the trick description. Move this single card round

until it is squared at the other end, and then run four cards and drop

the main pack on top of them. You are now in the correct starting

position although you can do a further shuffle ifyou wish that keeps

the five cards in position, and does not reveal the reversed card.

_ aata _

LEAVE 'EM LAUGIIING

In this effect classic sleights are used to achisve an excellent

audience trick. The sleights in question are 'The Classic Two

Handed Pass'and'The Top Change', and both are carried out

when the attention of the onlookers is guaranteed to be elsewhere.

CIIAPTER NINE

right hand on the left hand ones

again to tum over the left hand

c:uTymg

section -

&
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The trick is impromptu, however you may wish to set the four
Jacks on top of the pack prior to performance.

Performance

Run through the face-up pack and remove the four Aces as

you come to them, at the same time secretly cull the four Jacks to
the rear. Close up the pack and turn it face-down into the left hand
dealing position. The four Jacks are on top.

With your right hand pick up the Aces, turn them face-down
and mix them up a little, then place them on top of the pack so

that they are stepped diagonally forward. With your right hand
spread the Acas into a fan and ask a spectator to slide out any
one, and place it on the table without looking at it. To ensure that
he complies, you should lower your hand so that the four-card
spread is almost on the table.

Ask the spectator to peek at his card, \ut lo make sure that you
do nol see it. As you ask the spectator to bo this, your right hand
casually squares the remaining three Aces on top of the pack, and
your left little finger takes a break below them in readiness for
the Classic Two Handed Pass. As soon as he lifts the card and
looks at it, execute the Pass, and then casually spread over the
top three cards.

The position looks the same as it did a moment ago, except
that you have switched the three Aces for three Jacks. Ask the
spectator to insert his selected Ace amongst the other three.

CHAPTER NINE

This done, drop the four cards into a face-down row on the table

in front of the spectator and ask him to mix the cards a bit, by

sliding them around on the table. It is important that he doesn't

pick any cards up during this mixing process. Turn away as he

does this. Now face the front and pick up each card in turn,

study it then replace it, noting which one is the Ace. After you

have examined all four cards, slowly and with a look of slight

apprchension, pick up the one you know to be the Ace. Tum it
round to face the spectator, who will acknowledge that it is the

one he selected.

Have the spectator turn over the other three cards on the table

to reveal not the other Aces, but three Jacks.

As he is turning over the Jacks, you have all the time in the

world to exchange the Ace in your right hand for the fourth Jack,

which is on top ofthe pack by means ofthe Top Change.

Conclude by turning over the card in your right hand to reveal

the fourth Jack, and toss it onto the table.

_ aa9a 
-

S IIIFTWORK

Effect

The transposition of a face-up and face-down card. I have

always been intrigued with the idea of making a face-up card

change over with a face-down one. This is one solution to

the problem.

I
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Preparation

Spread through the face-up pack and note a card near

the center. Let's say it's the Eight of Spades. Look for a similar
card in the pack, say the Nine of Spades, and cull it to the rear of
the pack.

Performance

Spread tlrough the face-up pack and look for the card you
remembered near the centre, in our example the Eight of Spades.

Flip all the cards above the Eight of Spades face-down on iop ofit.
Spread out the cards between the hands to show the face-down, face-

up position. See la stration I.

CHAPTER NINE

is placing the card on the table, close the spread and, in this

action, get a left little finger break above the lower card of the

face-down section . See illustration 2.

Classic Pass the cards at the break point and retake a left little
finger break between the halves, as they come together' The right

hand is still over the pack as the Pass is completed, and its thumb

is used to drop one card from the bottom of the upper half to the

top of the lower one, the left little finger retaking its break above

this card.

Move the face-down section forward in the hand so that it is
out-jogged from the face-up lower section. Take care that you keep

it square as you do this. See illustration 3.

Invite a spectator to remove any card from the face-up

and place it on the table.
section

Invite 
- 
another spectator to remove any card from the

face-down section and to place it face-down on the table. As he
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Pick up the face-down card from the table and, after showing
it to the spectators, push it carefully into the center of the appaxent

face-down section being held in the left hand. Say, "the face-down

one goes back into the center of the face-down section". Remove

the face-down section using the right hand and place it on the table,
carefully squared.

Take the face-up card ftom the table and push it face-up into the

face-up section being held in the left hand. Say, "the face-up card

goes back into the centre of the face-up section".

Reach down with the right hand to pick up the face-down section

from the table. As you do this, push over the face card of the cards in
your left hand so that you can get a break below it, squaring the cards

once the break is obtained.

Place the face-down section in the right hand on top of the
face-up one and carry out a Riffle Pass at the break point.

To end the effect, slowly spread the uppet face-down cards

between the hands to show the card from the face-up section has

jumped to the center of the fa\down one. Remove the face-down

section and place it on the table, dlightly spread for display.

Spread the face-up section between your hands to reyeal the

face-down card at the center. Turn the spread over to reveal
the card's face. See illustration 4-

OUR RELATIONS

- Etfect

A spectator selects a card from among ten in a reasonably fair

manner. The perfonner locates the card and then as a kicker flnds

its unique mate. The trick uses Rusduck's Stay Stack as its method

combined with effects of PeGr Duffle and Paul Curry.

PreParation

Arrange the following ien cards on top of the face-down pack,

the Three of Spades being the top card;

35, 5H, QS, 10S, 10C,7D, 5D, 3C,7H, QC

CHAPTER NINE

Illustration 4

_ aara -
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Performance

False shuffle the pack and then thumb off the top three cards,
without aliering their order. Drop them in a face-down pile on
the table.

False cut the pack, thumb off another three, keeping them in order
and drop them face-down on top of the previous group. False cut
and thumb off another three, placing them on top of the others
as before.

False cut once more and place one card on top of the others . Say,
"I think that's ten, which is the quantity that I need,,. place the main
pack aside as it is no longer required.

Pretending that you want to confirm there are ten cards, give the
packet a Reverse Faro, i.e. upjogging every other card, counting each
card as you move it, saying, "yes, that's right, exactly ien,,. Strip out
the cards, placing one packet beneath the other, it does not matter
which one goes to the bottom.

Now say, "you know, that is a very effective way of mixing the
cards". Do aggther Reverse Faro as you say this. Stripping the caxds
out and placing one packet below the other, as before.

Say that you will continue mixing the packet until a spectator
requests you to stop. Keep doing rapid Reverse Faros, which can be
either of the 'in' or 'out' variety, until you are told to stop.

CHAPTER NINE

Hand the ten-card group to a spectator and ask him to deal them

into two face-down hands, as if he were playing poker. Explain that

you will look away and he can look at tle top card of either heap,

remember it, replace it on its heap, and then drop the other hand on

top to sandwich the chosen card.

After he has done this, pick up the packet of ten cards and

give it one further reverse faro, as another mix' Deal five cards in

a face-down row from left to right and then deal the remaining flve

on lop of them to form five face-down pairs.

Say that the noted card will be in one of the five heaps. Run your

hand above them and hover over the center one. Push it out slighdy.

Ask the spectator to name the card he looked at. When he does

so, tum the first heap up and say, "it's not here". Do the same with

the second, fourth and fifth ones. You do not need to tum them over

in any particular order, as long as the cenffe heap is left face-down.

The chosen card will not be among any pairs that you tum

face-up and it will also be seen that no pair contains cards of

similar colour or value.

Finally, pick up your chosen heap, keeping the faces toward

your body and remove the chosen one and place it face-up on the

table. Pause and then say, "only one card matches yours in colour

and value". Drop the card in your hand face-up on the chosen one to

conclude the trick.
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l Appendiu One

CASCADE

Ettect

A packet of four cards is shown back and ftont and seen to have

blue backs and normal faces. A short series of effects are performed

with the cards, and a surprising climax reached when each of the four

cards is shown to have their backs changed from their original form,

to something completely differentl The cards are unprepared and can

be handled by the spectators if you wish. (The plot sequence in which

a card is tumed face-down and the others follow suit, was shown

to Roy Walton by Gordon Bruce, who uses a different technique,

however). The false count used was originated by Alex Elmsley and

is described here with his permission.

Alex Elmsley's Ghost Count

It is possible to do this count with varying quantities of cards.

In this example it is used to count five cards as four. Hold the packet

of cards to be counted in the left hand at the extreme left hand long

side, with the thumb on top of the cards and the flngers below.

The packet is completely square, and the position of the left hand is

illustrated in Fi8. 1.

t
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APPENDIX ONB

Bring the right hand up to the cards and place the thumb on the back
of the upper card. Press down slightly with thumb and move the
hand to the right, drawing the upper card off with the thumb until it
is supported solely by the right hand, fingers below the card and the
thumb above. I prefer to take the flrst and subsequent cards deep into
the hand as shown in Flg.2, and this is easily achieved ifyou place

the right thumb well over to the left of the upper card, before pulling
it off. An 'X' on tr'rg. I shows the approximate position the thumb
should be at.

Fig.2

As soon as the first card is in the right hand, push slightly to the
right with the left thumb and pull slightly to the 1eft with the left
flngers, so that all the cards above the face one will bejogged a little

APPENDIX ONE

way over to the right. Bring the right hand up to the 1eft to apparently

draw off the next card and let the card already in the right hand slide

beneath the cards in the left, until the left fingertips can receive it

between themselves and the face card of the packet. Draw off the

jogged cards into the right hand by gripping them between the thumb

and base of the forefinger and move the right hand away towards

the right. The card that was previously in the right hand has been

transferred to the face of the left hand packet in the apparent taking

of the second card.

Count the last two cards fairly by drawing them off one by

one with the right thumb, into the right hand, on top of the cards

already there.

PreParation

You will require five cards as follows. Two blank faced blue

backed cards, one blue backed normal card to match the blank ones,

two cards with different back designs, but with the same faces as the

blue backed normal card.

Take the three cards with like faces and arrange them, so that

the blue backed card is between the other two. Hold the three cards

face-down and insert the other two cards, blank sides up, between

the top and centre card.

Square up the five cards and place them in your pocket or wallet,

so that when you remove them later to show the trick, only the face

card of the group will show uP.

Fis. I
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APPENDIX ONE

Pertormance

Remove the group of cards and hold them face-up ready for
the Ghost Count. Count them as four cards using the technique

explained, but when you take the final two cards into the right hand

jog them both forward slightly. As you count the cards say, "here's

a little trick with four cards that are all alite", transfer the group of
cards to the left hand, taking care to leave the upper two in their out-
jogged position.

A. Place the right hald fingers on the face of the third card from

the face of the group (easy because of the out-jogged cards) and

thumb on the near short end of the card. Remove the third card

from the face by drawing it inwards with the right hand, but as

you do this push the two cards below it forward with the right

thumb so that they line up with the out-jogged cards.

B. Turn the card in the right hand face-down and replace it on top

of the cards on the left hand. Say, 'if I tum the top card face-

down the bottom one turns face-down also!" Slide out the bottom

card to'show that this has happened and take care to keep the

remainder of the packet square as you do so. Place the card you

have removed from the bottom, back on top of the goup, ard
say, "in fact the others now tum facedown also". Ghost Count

the cards to show that this has happened, again out-jog the final
two cards counted.

Repeat the sequence described in paragraphs A and B , only amend

your patier because this time you will be making the cards turn face-

APPENDIX ONE

up. Repat the sequence described in paraguphs A and B for a third

time, but when you come to the Ghost Count to show all the cards

face-down, still out-jog the third card counted into the right hand,

but place the final card below the cards already in the right hand.

Transfer the cards to the left hand maintaining the out-jogged one at

the top. Say, "I coutd keep doing this, but it gets a little monotonous,

so let's try something different". Remove the second card from the

top with the right hard, pushing the three cards below it inwards

with the thumb to square up with the out-jogged card as already

described. Ttun the card removed face-up, and place it on top of the

other cards. With the aid of the right hand lift up the top face card so

that it can be held in the left hand as shown in Flg. 3.

Fig.3

The Fig. j position is the one associated with the Finlay Tent

Vanish, but you axe not in fact going to do that move. Any conjurors

warching will in fact think you are doing the Tent Vanish, and this

assumption should not be discouraged, as once they fall inio this

trap, it is extremely difficult for them to reconstruct the trick after

witnessing it.

l
I
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APPENDIX ONE

Bring the right hand up to the left with the fingers extended

and together and the thumb resting at the side of the forcfinger.

Cover the face-up card with the flngers of the right hand and then

curve the fingers slightly to gdp the card. Do not actually let the

spectators see you take the card, they can only assume that you
have, but will not be too sure. Conjurors will be certain you have

not taken the card. Move the right hand away with the card and slide

the hand into your right hand trouser pocket. Leave the card in the

pocket and bring the hand out and show it freely both sides, saying,

"the face-up card goes into my pocket this time".

Ghost Count the remaining cards and the face-up card will be

seen to have retumed amongst the face-down ones. The Ghost Count
is the standard one already explained, the last card goes on top of the

previous ones counted, and the last two cards counted are out-jogged

as in earlier stages of the routine. Place the ca.rds into the left hand

maintaining the jogged condition.

Remove the face-up card with the right hand and push the one

below it squgre with the out-jogged cards using lhe right thumb.

Hold the facb-up card in the right hand for a momenl and say.

"one card face-up, and three face-down".

Replace the face-up card, still face-up, on top of the face-down

ones in the left hand, and then tap the packet once with the right
hand for effect. Ghost Count the cards and say, "now there are three

cards face-up and one card face-down". Ourjog the last two cards

as before and end with the cards held in the left hand.

APPENDIX ONE

Remove the face-down card and the one below it as one card

using the right hand, and place them on top of the remaining face-

up cards, say, "remember, one card face-down and three face-up".

Tap the cards once and Ghost Count them, saying, "now there is

one card face-up and three face-down". Do not jog any cards at

all,just end with the group ofcards, square in the left hand.

Tap the packet twice and say, "if we tap the packet twice,

something different happens". Spread the cards out and say,

"look, two are face-up, and two are face-down".

Pause for a moment and then say, "of course you probably think

that there is something special about these cards, and you are quite

right". Remove the top card and show its face saying, "this one has

no face", drop it blank side up on the table.

Remove the second card of the remaining three and turn it
over, dropping it blank side up on the table saying, "and this one

has no face". You are left with two face-up cards in the left hand.

TUm one over with the right hand and say, "this one has a flower on

the bacK'(or whatever shows on your set). Drop it on the table with

the back showilg. Tum the last one over saying, "ald this one has

a boat on the back", (adjust line to suit your set).

Practice handling of the routine and the timhg of the climax

outlined in the previous paragraph, and you will find the effect

very strong.
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Appendiu Tuo

CARDWARP

Elfect

A playing card is folded in half lengthwise so that only the back

design shows.

This card is then pushed through a cardboard folder. As it is

pushed through, the playing card visibly tums inside out, so that the

face of the card now shows. The folder and the playing card are

opened out to show that all is fafu. The effect is now repeated.

The third sequence is an effective climax that finishes the

trick in the spectator's hands. The playing card is an ordinary

one. The cardboard folder merely a piece of cardboard, and may

in fact be another playing card folded breadthwise. No extra caxd

or gimmicks are used, nor are there any difficult sleights involved.

It is easy to construct a patter theme around the effect of travelling

through a time tunnel etc.

Note: This effea uses a principle originated by Jeff Busby and

described in his manuscript "Into the 4th Dimetsion...and Beyond" .

t
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APPENDIX TWO

Preparation

Take a card from an ordinary pack and fold it in half lengthwise

(lg. 1). This fold must be made accurately and must be firm. Reverse

the fold and crease the card again. This will take all the stiffness out

of the lold and will make the working easier.

Fig. I

Now fold the card half-way across its breadth to the centre point

(lg. 2). You must tear the card along this fold (fig. 3). The tear should

be straight and even, but on no account use scissors to cut the card.

It is essentialy'or the climax that the card be torn. This preparation

gives you t#o quarters of the card, which will act as 'flaps' in
either direction-

Fig.2

The cardboard

across its breadth,

direction (fig. 4).

APPBNDIX TWO

Fig. j

folder, or second card, is also creased firmly

in order that it may open and close in either

Fig.4

Pre s entation

Introduce the card and hold it in the right hand (lg. 5.). Notice

that the right thumb and forefinger cover the tear in the card. Fold

the left hand side of the card up and over (King of Diamonds in the

example), resulting in the fold lying on the left, and place it in the

right hand lying on the flngers with the thumb on top; tom side is

down, nearest the fingers, the left forefinger and thumb take hold of
the nearest end of the King and give the card a half turn clockwise.
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APPENDIX TWO

The left hand picks up the folded card, the open side towards the

thumb crotch.

Insert the folder in the top opening of the card (fig.6).

Fis.5 Fis.6

Slide the folder down into the card. As you lower the folder, the

right fingers push up slightly on the flap nea.rest you. This ensures

that the folder goes through the tear and below the nearside flap.

fig. 7 is the spectator's view of the situation. Notice that the folder
protrudes on the left hand side and also on the edge nearest you.

APPENDIX TWO

Transfer both the folder and the card, as a complete unit, to the

left hand, thumb on top, fingers below. Maintain the left hand grip

while the right thumb lifts the top half of the folder up and to the

right hand side (lg. 8). Apparently, both cards are flat, but in fact one

of tlre flaps has been doubled back.

Adjust the left hand grip so that the fingers cover the missing

corner at the inner left hand side. Raise the left hand to show the face

of the King of Di.amonds (lg. 9). All looks fah, but in fact the real

situation is shown inlg. 10, which has the left hand fingers removed

and also is drawn to expose the flap that is folded beneath the card.
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APPENDIX TWO

Tirrn the left hand down again to the position shown infg.8.
Take hold of the card and folder wirh the right hand, the right
thumb and first finger hold the lower right hand quarter of the

King of Diamonds against the folder, while the left fingers close

the folder and card underneath and to the righr hand side ff8. 11).

Fig.lI

When the folder is closed, the right hand tums the folder and card

over inwards and the left hand takes over rhe grip (fig. l2).

Fig. 12

The right thumb now pushes the face-down folded King into the
folder and it emerges from the other s ide face-try (fig . I j ) .

APPBNDIX TWO

Fig. 13

The right hand pulls the King out from the outer end for a further

114" - only enough for the inner end to clear the bottom half of
the folder.

You now open up the folder and card as follows :

The right hand thumb and forefinger take up the position shown

infg. 11, holding the top right hand quarter of the card against

the folder. The left hand opens out the card and the folder from

below (i .e . reverse the actions of paragraph A) .

F. The right hand holds the card and folder while the left fingers

again shift position to hide the missing corner: i.e. the position

shown in .fies. 8 and 9, except the King is now facing the

other way. Raise the left hand to show the back of the King

of Diamonds.

Repeat all actions ftom paragraphs A to F inclusive. This series

of actions closes up the card and repeats the effect of turning the card

inside out.

D.

B.

E.

C.

I
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APPENDIX TWO

Having just shown the face of the King you are back in the
position shown infg. 8. Now, instead ofclosing the cards under and
to the right as inlg. 11, the right hand flngers closes them up and to
the left. This gives the position shown infig. 14.

Fis.14

The right hand fingers and thumb hold the folded King while
the left hand removes the folder. This closing up and removing the
folder is all done in one cont-inuous action. The left hand places

the folder on the table for a moment. You are now ready for the
climax sequence.

The Ieft hand first finger and thumb bend the card down

/against the right hand forefinger. which lies under the tear ljfrg- t5).
' 

Simultaneously swing the card up and to the right hand side to bring
the crease between the right thumb and forefinger (fig. 16). Sqteeze
the card between right thumb and forefinger to make the crease

a flrm one. The folded card in this condition may be handled freely,
as the tear is on the inside. Because of this fold, even those able to
see inside the card will not see the teat (fig. 17). Unfold this new

APPENDIX TWO

crease and again lay the card on the right flngers as infg. 6 and insert

the folder as before.

Fig. 15

Fig.l6 Fig. 17

Again open the card up and show the face (fig.9). Close up the

folder (fig. 1l ) and turn it over toward s yotr (jg. 12).When you reach

the position shown inl8. 12, do not push the card through. Instead,

ask the spectator to grip the folder firmly between his thumb and

forefinger (fg. 18). Make sure that the open side of the folder points

away from his thumb crotch.
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APPENDIX TWO

Fis. l8

Tell the spectator that it is important that he hold on tightly to
prevent you from doing anything. When you are sure that he is
holding on tightly, grip the protruding half card between your right
thumb and forefinger and tear it off cleanly at the fold (fig 19).

Naturally only half the card tears since half is torn already. Make

sure the spectator does not yet release his grip on the folder.

Fis. 19

The next sequence should be performed slowly in order to avoid

confusing the spectator. You must be sure he understands exactly

what is happening.

APPDNDIX TWO

Tum your half card inside out to show the face of the King . Wave

this piece over the folder and have the spectator open it. He flnds

that his half has also turned inside out while he was holding on to it.

Alternative Finale

After pushing the King back and forth , anive at the position where

it is exactly half way, i.e. with the same amount of card protruding

from each end of the folded card. Explain that the card is half face-up

and half face-down. To prove it, tear both the card and the folder at

the dotted line and let the spectator examine the evidence.
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