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PUBLISHER'S NOTE

The best trick in the book is getting John Scame to write it. By an

informal, yet fairly accurate computation, he devoted $68,500 worth of

his time to the research, preparation, testing and writing of Scarries

Magic Tricks. His fee for a single evening's performance runs as high as

$1,000. His fee for a lesson in magic to such notables as the Duke of

Windsor, Orson Welles, James J.
Braddock, etc., is $200, and he can

practically name his own figure for television and radio appearances.

Looking at it another way, the 200 tricks themselves are worth some-

thing like $10,000. Magic experts have been known to sell good tricks for

anywhere from $5.00 to $200 each, and there are a number of tricks con-

tained in this book that Scame had refused to sell—at any price. Most of

the tricks shown here were never published before—certainly not in

Scame's streamlined, simplified presentation. Many of the tricks were

specially created for this book, and many are adaptations and variations

of feature tricks of the world's best magicians, which Scame developed

and converted for use without sleight of hand.

What's the answer? Why should one of the world's greatest magicians

reveal other magicians' secrets as well as his own, why should he devote

so much of his valuable time to the compilation of a book that would

have to sell 250,000 copies before it could begin to be worth his while

financially? The answer is pretty simple, after aU.

John Scame is one of the world's great magicians because he is a great

artist, completely devoted to his art of magic. He lives and breathes

magic, constantly experimenting, innovating, developing. Perhaps more

than anyone else he is aware of the infinite possibilities of mystification.

He wants to spread the gospel, he wants you to know. He wouldn't take

you yourself as a pupil at $100 an hour, but he is glad to give you his full

complete course in magic for the modest sum you pay for this book. For,

through the medium of this book, you are multiplied by thousands and

thousands, and the art of magic will thereby win many new devotees and

the greater recognition as a people's art that it deserves.



FOREWORD

Ever since my work for the War Department and my appearances be-

fore millions of G.I/s during World War II, I have received innumerable

requests for a book on general magic without the use of sleight of hand.

I discussed the idea with laymen and magicians alike, receiving from

all the opinion that such a book has long been needed. Particularly en-

thusiastic was my good friend Dr. Ben Braude, prominent New York

dentist and clever amateur magician. At this time I want to thank Dr.

Braude for the assistance he gave me in the writing of this book, particu-

larly for his tireless "research'' in reminding me of tricks which I had
long since forgotten, and for letting me use many of his original "dodges."

I also wish to thank U. F. Grant, the clever professional magician, for

his contributions.

In accordance with the policy followed in my other books, I assembled

the greatest variety of magic effects ever collected for a book of this type.

Then came the long process of eliminating the manipulative moves found

in the majority of the tricks and replacing them with subtleties and sub-

terfuge. In preparing this book I adhered to several cardinal principles,

which I should like to enumerate for you.

First, every trick selected had to be practical, and if a manipulative

move was required, a means of eliminating the difficult move and sub-

stituting an easy one had to be discovered.

Second, I wished to present the greatest variety of tricks possible, using

only common articles that are easily obtainable.

Third, any special apparatus required for a trick must be simple

enough to be made by the average person (and any materials needed for

the production of the apparatus must be easily obtainable).

Fourth, the tricks must be suitable for every conceivable situation.

There are tricks in this book that can be performed on a large stage;

others are for platform work; many can be done on a night club floor;

and still others are suitable for presentation in the parlor. In addition,

many of the effects are designed for close-up performance: at the dinner

table, in a cocktail lounge, or for demonstrations before a few friends.

Fifth, the tricks selected must make use of the large variety of common
objects found in most homes or restaurants. In addition, apparent feats

of mind reading, hypnotism, fortune-telling, spiritualism, and psycho-

logical experiments have been included.

Further, remembering that many good effects have been ruined by

6
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poor presentation, I then sat down and wrote b'ttie stories—patter, to the

magician—to accompany many of the tricks. The patter serves to make

the trick more interesting to the spectators, and at the same time affords

a logical reason for those subtleties which have replaced sleight of hand.

In order to eliminate the sleight of hand found in most tricks, I had to

devise many new principles and aids to the performer, such as:

New dodges and devices.

New ruses to help performer apply psychology to aid deception.

New means of misdirection (the art of divertiug the spectator s atten-

tion away from the secret).

New simple moves that appear to be clever sleight of hand.

New gimmicks (that unseen apparatus that makes the trick work).

In learning to do these tricks, the reader must bear in mind that al--

though no manipulative skill is necessary, they must be studied carefully

before being performed in public. In learning a trick the scientific ap-

proach should be employed. Pick out a trick that you like particularly^

Study it for a day or so, learning the patter and presentation, and perform

the effect without an audience until you no longer have to think about

each step. Then try the trick on one of your closest friends and get his

reaction to it, for very frequently a spectator will see a flaw in the pre-

sentation that may have eluded the performer. After correcting any flaws,

perform the trick for your friends until you have mastered it completely.

You are then able to perform for a stranger without embarrassment.

Next, select another trick and repeat the procedure. Do this until you

have learned several tricks. Blend the tricks into a routine, so that each

naturally follows the preceding one, and you will have added that pro-

fessional touch to your performance.

A few words of caution and we will be able to go on to the description

of the tricks themselves. For your first tricks don't select any that require

elaborate preparation or full stage presentation. Select a more simplified

effect, one that requires little or no preparation, that can be performed

for a small audience—there are many such tricks in this book—and

gradually work your way up to the more complicated ones.

Learn to use patter with your tricks to make your performance more
entertaining to your audience. It is not expected that you will memorize

the patter in this book; use it only as a guide in preparing your own.

When performing, be natural. You can attain this objective by not

memorizing your patter—outline what you wish to say, and then enlarge

on it, naturally, as you go along.

Do not perform all the tricks you know for the same audience at one
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time. Present just a few tricks, well performed, and retire. Assort your
tricks intelligently. Plan a varied routine of dissimilar effects, no two of
which use the same principle. Don't let appreciation or applause induce
you to perform as an encore a trick you haven't perfected or one similar
to a trick you've already done. Leave the audience wanting more.
Never reveal how a trick is done. A good trick is like a precious dia-

mond, and must be closely guarded. When you have astounded your
audience with a trick, you may be met with the question, "How did you
do it?" Don't tell! If you do, your standing as a performer will drop.

After completing a trick, you will frequently be asked to "Do it again."
Never repeat a trick for the same audience at the same performance, for
this can easily lead to exposing the secret. The value of a trick lies in its
mystification. If you repeat a trick you are no longer entertaining your
audience, for most people will not be mystified by the second perform-
ance. On the contrary, they will be attempting to figure out how the trick
is done, and the psychology of deception present in the original perform-
ance will be missing. Also, it isn't very comforting for a performer, who
has just completely awed his audience, to repeat a trick and to have'some
smart alec learn the secret and reveal it to the rest of the audience. I say
again: never repeat a trick for the same audience at one performance.
Remember that as a magician you must always "be onstage." Even

when sitting with your friends, you must constantly be alert to the pos-
sibility of creating a minor miracle in your surroundings, or of preparing
some object in your vicinity for use in a trick.

Once you have started to do magic, people expect you to be able to
perform tricks with aU sorts of material. Learn effects that employ differ-
ent items found about the house—and you might take a look at some of
my other books for this purpose.

Remember that there is a code of ethics among magicians. Just as you
would not appreciate it if another magician were to reveal how your
tricks were done, don't tell how another magician performs his effects.
Should you see someone else performing a trick, afford him the same
courtesy and consideration you expect from others.
But that's enough of my chatter; let's get on with the tricks.

Fairview, N. J.

August, 1951

John Scarne



1. The Talking Mirror

Effect: The performer has a mirror on the back of which there are

several spots of different colors. Upon one of the spots a coin is placed

while the performer's back is turned. The coin is removed and the per-

former, by looking into the mirror, divines the color that was covered.

Preparation: Obtain a small, cheap, circular or rectangular mirror,

similar to those in a woman's handbag or vanity case. Remove all the

trimmings from the mirror, and paint the reverse side white. Over this

cement or glue a thin piece of glass of the same size and shape as the

mirror. On this glass make four or five small dots, each a different color.

Use luminous paint, which can be obtained in any art shop.

Presentation: Hand this prepared mirror to a spectator, and tell him

that you have been successful in experiments of divination, by look-

ing into a mirror. You may mention Cogliostro, and the story of the mir-

ror in which Marie Antoinette saw her future unfolded. Tell the spec-

tator to place the mirror on the table, back side up. Tell him that you

will turn your back so that you cannot see, and ask him to cover any of

the spots with a coin. Keep on pattering and concentrating for a few

moments. Then tell the spectator to remove the coin. Turn around and

take the mirror off the table. Go to a darkened portion of the room, ex-

plaining that the vision can be best seen in subdued light. Turn your

back for a moment and place the mirror, back side up, under the side of

your coat so as to obtain even more darkness. When the coin covers one

of the spots for a few moments, its luminosity dims, so that when you

observe it in the dark, it is shadowed. This determines the spot that was

covered. Raise the mirror slowly, and gaze into its reflecting side with

deep concentration. Turn around and announce the correct color.

2. Coin Through Handkerchief

Effect: The performer makes a borrowed, marked coin penetrate the

center of a handkerchief without damaging the handkerchief.

Presentation and Method: Hold a borrowed, marked coin (preferably a

large one) vertically, between the thumb and first finger of the left hand.

Drape a handkerchief over the coin so that its center touches the coin.

With the thumb and first two fingers of the left hand, grasp the bottom

9
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edge of the coin through the handkerchief (Fig. 1) and turn over both coin

and top point of handkerchief toward yourself. Then hold the coin in this

position under the handkerchief with the left thumb. Lift up that side of

the handkerchief which is facing the audience and bring it back as far as

possible to show that the coin is still under it (Fig. 2). When the spectators

are fully satisfied, snap forw^ard the wrist of the left hand so that the lifted

side of the handkerchief returns abruptly to its original position (Fig. 3).

However, if the proper snap is used, at the same time the portion of the

handkerchief facing the performer will also fall toward the spectators.

Yet it appears as though the handkerchief has merely returned to iti

original position.

Now revolve the coin several times so that it seems to be twisted

thoroughly within the handkerchief. Slowly, as a little pressure on the

edge of the coin is exerted by the fingers of the left hand, the coin is

seen to rise through the handkerchief. Hand it to a spectator for exami-

nation and identification, and then show^ that the handkerchief is un-

harmed in any way.

ii tfrtwrmnmnMMmr*iimrt*mmH*4 ni?i
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3. Smoking Sleeve

Effect: Performer blows smoke down one of his sleeves and the smoke

comes out of the other sleeve.

Presentation and Method: This little trick, to be performed by a

smoker, is both mystifying and humorous. Obtain a piece of rubber

tubing, long enough to reach comfortably from wrist to wrist through

the sleeves and under the back of your coat. The tubing should be soft,

pliable and long enough to allow for completely natural movement of the

hands. The ends of the tubing must be taped to the inside of the wrist

in such manner that they cannot be seen no matter how you move your

hands. The tube openings should face the palms of the hands.

W

You are now ready. Fill your mouth with the smoke of your cigarette.

Lift your right hand and blow the smoke through the tube. To the audi-

ence this looks as though you are blowing the smoke down your sleeve.

At the same time, hold your left arm up. The smoke you blow through

the tube will appear to come out of the other sleeve. This is usually good

for laughs as well as mystification.
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4. Predicto

Effect: The performer predicts the sum of a series of numbers, none

of which he could possibly have known previous to the performance.

Preparation: This eflFect requires a secret assistant in the audience.

Usually "stooges" are frowned upon by most magicians, but this efiFect

is so strong that it becomes one of the exceptions.

Presentation: Take a slip of paper out of your pocket and tell the

audience that you are about to make a prediction. Write down a four-

digit number, for instance, 9569. Fold the paper, hand it to a spectator,

and tell him to place it in his pocket for future verification. Now ask an-

other spectator for the year in which he was bom. Let us say he says

1889. Write this on top of a large slate, or a piece of cardboard, so that

the audience may see what you are doing. Ask another spectator for a

year which he thinks has been most important in his lifetime. Say 1903.

Write this immediately below the first number. Now ask a third specta-

tor to mention any year which has been important historically, such as

1914. Write that down also.

Now say to the audience, **As you have seen, the numbers I have

listed, one under another, have been very fairly chosen and there is no

possible way in which I could have known what years would be named.

To make it even more difficult, I am going to add a fourth figure, written

by someone in the audience. Will you, sir [address your secret assist-

ant], kindly add a fourth four-digit number to the other three. Then add

the four numbers and announce the total." As you thus address your

assistant, hand him the slate, or board, upon which the other numbers

are written. Tell him to read aloud the sum he has arrived at. Now ask

the spectator, to whom you had given the folded paper, to read the pre-

dicted sum, and the audience will be immensely surprised to find that

the sums match.

Explanation: Your secret assistant must have knowledge of and

remember the predicted sum. When he is handed the slate, or board,

upon which the three dates are written, all he must do is add a fourth

number which would give the required sum of 9569.

Example below may clarify this:

Date of Birth

Important Personal Event

Important Historical Date

Assistant's Number

1st line 1889

2nd line 1903

3rd line 1914

4th line (3863)

TOTAL 9569
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5. Ring on the String

Effect: Under seemingly impossible conditions, a solid ring is placed

on the center of a string without apparently touching the string or

threading either of its ends through the ring.

Presentation: Take a piece of string, about two and a half to three

feet long, and stretch it out full length on a table covered with a table

cloth. Make a loop in the center of the string, and secure this loop by
placing a safety pin through both sides of it and pinning it to the table

cloth (Fig. 1). Take a borrowed ring, place it next to the loop and ask

the spectator whether he thinks it is possible to place the ring on the

loop without touching, or using, either end of the string. The spectator

should of course say no. And then you tell him that by means of magic

you are able to perform this remarkable feat.

FIG.

6
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Borrow his handkerchief and place it over the loop and ring, telling

him that it is necessary to hide the magic "secret" process. Also tell him
to watch both ends of the string carefully to make sure that they are not
used in the experiment. Place your hands under the handkerchief and
proceed to do the following. Open the safety pin and withdraw it from
the table cloth; now close it again, leaving only one side of the loop in

the pin (Fig. 2). Take the ring and thread it over the safety pin and
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string, forming a second loop (Fig. 3). Open the safety pin again, pin it

through the table cloth and enclose the other side of the original loop,

as in Fig. 1 (Fig. 4). Place your little finger through the new loop

(Fig. 5) formed by the ring. Take hold of the handkerchief with the

other fingers and casually but quickly move it way over to the right of

the string, as if getting rid of the handkerchief. Make sure that you hold

the ring with the other hand to retain the loop. This action will cause

your little finger to pull the right end of the string through the ring.

This will not be noticed, as the movement of the handkerchief to the

right covers the entire action, and that end of the string looks as if it has

not been disturbed. The ring is now looped on the string, as in Fig. 6.

Note: It is not necessary to work with a table cloth. This is just added

misdirection. However, always remember to hold the left end of the

sti'ing down to the table with the other hand when you move the hand-

kerchief.

6. The Magical Shirt

Effect: Though the performer's hands are securely tied together, never-

theless he removes his own shirt from under his buttoned vest and coat.

Preparation: In order for the trick to work, the shirt must be put on

as follows. Throw the shirt over your shoulders like a cloak. Bring

the collar around your neck in normal fashion and button it. Also but-

ton the top one or two buttons of the shirt. Place the cuffs of the shirt

around the wrists and button them. Put a tie on, then put your vest and

coat on over the shirt and button them. For all purposes you are ap-

parently well dressed. This is a swell party stunt, and takes only a few

minutes to get set.

Presentation: Announce to your audience that you are going to

demonstrate a feat, impossible according to the laws of science. You

will prove that you are able to pass a solid through a solid. Hand one

of the spectators a piece of strong rope, long enough to tie your wrists

together strongly and firmly. Tell the spectator to do this in any way he

wishes, but to make sure that it is impossible for you (the performer) to

loosen your hands in any way.

When the spectators are thoroughly satisfied that your wrists are so

tied, go into another room, closet, or behind a screen, so that the audi-

ence is unable to see you. You will find that though your wrists are

thoroughly tied together, you are still able to manipulate the fingers of

your hands so that you can do the following. Loosen your tie (do not

untie it) and take it off, bringing it over your head. Unbutton your col-
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lar and the remaining front buttons. Unbutton your cuffs, by means of

your teeth. This may sound difficult, but it is quite easy when you try

it. By taking a firm grip on the back of the collar of the shirty you are

able now to pull the shirt completely off. Replace the tie around your

neck. Put the shirt over your arms, and appear so before the audience.

They may examine your tied wrists as much as they wish, but they will

be completely baffled.

7. Chalk Penetration

Effect: The performer makes a chalk mark on the table top. He shows

that his hands are empty. Then he places his left hand under the table

and with his right hand he rubs out (erases) the chalk mark on the table
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top. The left hand is now brought above the table, and the chalk mark

is seen in the center of the palm of this hand.

Prepabation: Prepare in advance by covering the fingernail of the

third finger on the left hand with chalk. Rub as much as possible on

the nail so as to cover the complete nail (illustration). Have a piece of

chalk handy. You are now ready to perform the trick.

CHALK MARK

Presentation: Show both hands, palm up. Take the chalk with your

right hand and place your left hand under the table. When your left

hand goes under the table, you merely close the hand into a tight fist

so that the fingernail of the third finger goes next to the palm. This

leaves a chalk mark in the palm of the left hand. While your left hand

is still under the table, with your right hand make a chalk mark on the

table similar to the mark on your left hand. A little experimenting will

show you the type of mark to make on the table top. Erase this mark

by rubbing with your right hand, stating you are rubbing it through the

table top. After a bit of erasing, show the palm of your left hand, prov-

ing that the chalk did penetrate the table top.

You will discover that there is enough chalk on the fingernail so that

you can repeat the trick about five or six times. This repetition is what

makes the trick so mystifying, as after you work the trick a couple of

times, the spectators will want to examine the under side of the table.

Then they will want you to work it through another table or a board or

a book. You may work it through anything, as long as the item is large
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enough to cover up the fact that you are always closing your left hand
into a fist. If a pointed piece of chalk is used, you may make the letter X
penetrate the table, or even the initial of a spectator's name. If you want
to use a bit of patter with the above trick, the following will be found

suitable.

"Let me show you a piece of Spirit Chalk that was picked up in Eng-

land and mailed over to me. This Spirit Chalk has the same properties as

a real live spirit. That is, it can pass through solid w^alls or doors, without

leaving a trace behind. You will notice I have only a short piece left, and

I only use this in front of real special friends and celebrities. Once this is

gone, chances are I will never get any more.

"For example, I will place my examined left hand under this table, and
with the right hand I'll rub a bit of chalk on the table top, merely rub it,

thus, and it penetrates the solid table top—and here it is reposing right

in the center of my left hand. Don't ask me how it is done, as I do not

know myself. I merely follow the instructions sent me with the chalk.

"I will do it again, as I see you are all very interested. But before I re-

peat it, please examine the under side of the table. Now, for the third

time I will use any other solid surface you suggest. And, last, I will show
you that it will penetrate a solid door. I will place my left hand behind

this door and rub the chalk right here and rub it through, and as you can

see the chalk is now in the palm of the left hand. And as the saying goes,

'Seeing is believing.'

"

8. The Magic Calendar

Effect: The spectator marks out several days of the week on a calendar

page. The performer, without knowing the dates on which these days

fall, is able to give the sum total of the dates.

Presentation: Tear off from a calendar one of the monthly sheets, and
hand it to a spectator. (For simplification, make sure that there are five

Wednesdays in this month.) Tell him to mark off a day on each line of

the calendar, representing one day of each week. He may, if he wishes,

mark off duplicate days, such as two or three Mondays, etc. When he has

done this, ask him how many Sundays he has marked off, how many
Mondays, etc., down the line. When he has finished giving you this in-

formation, you immediately announce the result of the addition of the

marked-off dates.

Explanation: Let us suppose you gave the spectator the following cal-

endar page. You must note that the total of the five dates falling on
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AUGUST
SUN MON TUE WED THU FRI SAT

V 2 3 4

V 6 7 8 9 10 II

12 13 H^ 15 16 17 18

19 20 K 22 23 24 25

26 27 28 29 X^ 31

Wednesday is 75. Remember this total. Also remember the formula:

Sunday — 3

Monday — 2

Tuesday — 1

Wednesday
Thursday + 1

Friday + 2

Saturday + 3

As you can see, this is not too difficult to remember. When you ask the

spectator how many Sundays he marked out, if he says one, mentally note

— 3. If he says no Mondays, you repeat— 3. If he says one Tuesday, add
— 1 to— 3, result,— 4. If he says two Thursdays, add 1 + 1 (2) to — 4,

result, — 2. Continue this until you have exhausted all the days in the

week. You will arrive, by the addition and subtraction of the key num-

bers, at a final result. Add this final result, or subtract, as the case may
be, to or from 75 and you will get the result of the addition of the marked-

out dates. For example, taking the dates as marked out in the illustration:

One Sunday— 3

No Mondays— 3 + =— 3

No Friday or Saturday— 3 + + = — 3 (Total Key)

Two Tuesdays— 3— 2^=— 5

One Wednesday— 5 + = — 5

One Thursday— 5 + 1 = — 4

75 - 4 == 71 Total of Dates z= 71
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9. Name, Please!

Effect: The performer predicts the result of the addition of several num-
bers, as yet unknown to him. In addition, when the digits of the result

are translated into letters, according to a code previously set up, they

will spell out the name of the spectator who added the numbers.

Preparation: Find out the first name of a spectator in the audience. Try

to get one with five letters, though any number will do. Let us assume

the name is Peter. Make up a table, as follows (Fig. 1). Write this table

on the second page of a pad. Leave the first page blank. You will find,

when you translate the name Peter, substituting the digits in the table

for the letters, that you get the number 65058. Put a 2 in front of this

number, and memorize it, as this will be the result you vdll predict. By
putting a 2 in front of the first figure, you have a six-digit figure, 265058.

You now require a key number for the trick to work successfully. This is

obtained by adding 2 to your original number of 65058. This gives you a

key number of 65060. Remember your key number. You are now ready

to proceed.

FIG.!

A 1 J S 9

B 2 K 1 T

C 3 L 2 U 1

D 4 M 3 V 2

E 5 N 4 W 3

F 6 5 X 4

G 7 P 6 Y 5

H 8 Q 7 Z 6

1 9 R 8

FIG.

2

n^RltET—— 35602
( PERFORMER ) c c n R O

KEY-NO. 6 5 060
SPECTATOR A Q 7 ^1 ^

WRITES 6y r 4 i

PERFORMER ^'6 43 7
^^•^^^

"""'^3 02 5 6

265058 TOTAL

Presentation: Say to the audience that you will now attempt to do

some mysterious and lightning calculation. You will predict the result of

the addition of unknovm numbers. On a piece of paper write the predic-

tion, which in this case will be 265058. Fold the paper and hand it to a

spectator to hold, without looking at it On the top of the first page of
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the pad, have another spectator write any five-digit number, for example,

35692. After he has done this, write your key number, 65060, under it.

Have another spectator write any other five-digit number, such as 69743,

under this. Then you (the performer) add two more five-digit numbers

immediately under the other three. For this example, the numbers you

write at this time are 64307 and 30256.

Note: If you add the first of these numbers to the first number written

by the spectator, you get a five-digit number composed of all 9's. If you

add the latter of these numbers to the third item on the list, you also get

a five-digit number composed of 9's. So, when you choose your numbers,

make sure that they will lead to these results (Fig. 2).

Immediately upon writing the last two numbers, hand the pad to the

spectator whose name you are going to work with, and tell him to add the

figures. When he has written the result, ask the spectator to whom you

gave the paper on which the prediction was written, to read off the result

ot the addition and compare it with the predicted number. These are, of

course, the same.

You now tell the spectator, who did the addition, to tear off the first

page of the pad, and to note the formula of the letter-number code on

the second page. Tell him to substitute the corresponding letters for the

last five digits of the result. He and the audience will be extremely sur-

prised to find that it finally spells out his own name.

10. Cigarette from Nowhere

Effect: The performer removes an imaginary pack of cigarettes from

his pocket. He removes an imaginary cigarette from this imaginary pack,

and places it in his mouth. He then lights it with a real match. When he

removes his cupped hands, he is seen to be smoking a real cigarette.

Preparation: Take a match box, of the type that holds wooden matches,

and cut out one-third of the end of the drawer. Into this opening insert a

cigarette so that most of it is in the box, with only about three-quarters of

an inch protruding (see illustration). Fill the remaining part of the

box with matches and close. Place this in your right-hand pocket.

Presentation: The entire action is done in pantomime, as it is more im-

pressive that way. First, call the attention of the audience to yourself.

Place your left hand in your left pocket, take it out and cup it as if you

are holding a pack of cigarettes. Make all the motions that are necessary
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to remove one of the cigarettes. Replace the imaginary pack, and place

the imaginary cigarette in your mouth. All these motions must be done in

such manner that the audience knows what you are doing. Place your

right hand in your right pocket, and remove the prepared box of matches.

Make sure your hand covers the protruding end of the cigarette. Open
the drawer by pulling out the opposite end. Remove a match and close

the drawer. Strike the match against the box, and immediately after the

match lights, cup your hands, holding the box in the left hand and the

lighted match in the right hand. Make sure the protruding end of the

cigarette is toward you. Under cover of your cupped hands, have your

lips grasp the end of the cigarette and pull it out of the box. Then light

the cigarette. Bring your hands down and replace the box in your pocket.

The audience will be extremely surprised to see you actually smoking a

cigarette.

11. Find the Pellet

Effect: Three small screw-on bottie tops, the mouths of which are

closed by tape, are placed on the table. One of these has a metal pellet in

it which rattles when the top is shaken. The other two are empty. No
matter how many times the performer changes their positions on the

table, the spectator never is able to pick oul: the one that rattles.

Preparation: {For the smoker) Get three small screw-on bottle tops,

easily obtainable at a drugstore. In one of them place a small metal pellet

(buck-shot or steel bearing). Tape up the mouths of these bottle tops so
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that there are no openings. Now insert into a cigarette, or cigar (so that

it is not visible), a small medicinal capsule, or an empty .22 caliber shell

which is plugged up, into which you have put one of the small pellets.

Make sure that the pellet can move freely.

CAPSULE IN
CIGARETTE

Presentation: Place the three bottle caps on the table. Place the ciga-

rette, or cigar, in your mouth, lit or unlit. Allow the spectator to examine

the three bottle tops, and to make sure that only one of them rattles. Tell

him that you will mix them up, by changing their positions on the table.

Now ask him whether he is able to discern where you placed the top

that rattles. Undoubtedly he will be able to do this, since you have not

made it too difficult. Now tell him that you will use a bit of hypnotic

influence so that he will not be able to pick the right one hereafter. Mix

the cap tops again, and tell him to point to the one he thinks rattles. No
matter which one he points to, remove the cigarette, or cigar, from your

mouth, and with the same hand pick up one of the empty tops and shake

it. Hearing the rattle, he is convinced his choice was wrong. Of course,

what really happens is that when you shake the empty top, you are also

shaking the loaded capsule in the cigarette, or cigar, which simulates the

sound of the loaded bottle top. Repeat this once or twice and you will

certainly frustrate the spectator. You may show him your hands are

empty, except for the cigarette or cigar, at all times.

Preparation: (For the non-smoker) If you do not smoke, prepare a

fourth bottle top with a pellet enclosed. Tape this just above the wrist
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on the palm side of the hand. Use either cellophane tape or regular tape,

and make sure that your sleeve covers it at all times.

Thus, when you shake an empty top, the top on your wrist will rattle

as if the pellet were in the empty one.

12. Is He Alive?

Effectt: Each person in a group of people prints on a piece of paper the

name of a person unknown to the performer. One is chosen to print the

name of a dead person, and the others are to print the names of living

people. By studying the printed names, the performer immediately re-

veals the name of the dead person.

Presentation: Have several pencils in yoin: hand, one of which has a

sharp hard point, the rest having dull and fairly soft-lead points. Hand
out sheets of paper, all the same size, and then say, "It is a peculiar thing,

but it has been shown several times that the dead may influence the

living. To prove this, I am about to do the following experiment. It is

important that you follow my instructions. On the sheet of paper in front

of you, in the center, you will print the name of a person totally un-

known to me. However, you. Miss , will print the name of a dead

person. I have you print these names so that I will not recognize anyone's

handwriting. I also pick a female to print the name of the dead person,

because it has been found that females are more mediumistic than males."

(Picking the female on your part is a subterfuge, since a female rarely

carries a pencil on her person.) Now you say, "I notice. Miss
,
you

have no pencil, please take this one." (Hand her the pencil with the sharp

point.) Wind up your patter by saying, "Does anyone else need a pencil?

If you do, I have several here I can lend you."

When the participants announce that they have finished their part in

the experiment, ask one of them to collect all the sheets of papers and

mix them thoroughly. He is to hand them to you, and you proceed to

study each one. It is easy to locate the name of the dead person because

of the lightness and the sharpness of the printing. Reveal this name and

prove your point.

13. The Rope and Bracelet

Effect: The performer s wrists are tied with the ends of a rope or string.

A solid ring, the size of a bracelet, is handed to him. He turns his back

for a moment, and when he turns around, the ring in hanging on the

string.
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Preparation: Obtain two fairly large rings or bracelets, exactly alike.

These must be the solid type with no openings or means of opening.

They must be of such size that they can be slipped over your hand, and

held by friction fairly tight on the arm above the wrist. Take one bracelet,

slip it over one hand, and bring it up the arm as far as it will go. The fric-

tion will hold it there, and when your coat is on it will be hidden by the

sleeve. Have the other bracelet handy to give to a spectator.

RING
ON ARM

Presentation: Hand a spectator a piece of string or rope, and have him

tie your wrists snugly and tightly, using one end of the string or rope for

each wrist. There should be about a foot of string or rope between the

tied wrists. Hand the available bracelet to a spectator. Tell him to exam-

ine it thoroughly, and when he is perfectly satisfied that there are no

openings in it, have him hand it back to you. You turn your back and

place this ring, without the spectator being aware of it, into a pocket in

your vest or shirt, or some other hiding place, and allow the bracelet on

your arm to slip down over the string. You turn around and show that

you have accomplished a magical feat.

14. Key on a String

Effect: A key is threaded on a string. Two spectators hold the string,

one at each end. The key and the center of the string are covered by a

handkerchief. The performer, under cover of the handkerchief, then re-

moves the key from the string.

Preparation: The performer requires two identical keys, a string two or

three feet long, and a handkerchief.
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Presentation: Keep the duplicate key in your left-hand coat pocket.

The other key and the string may be passed around for examination. Now
request a spectator to thread the key on the string and hold both ends

of the string. Or he may hold one end and have another spectator hold

the other. You (performer) reach for a handkerchief and throw it over

the center of the string, thereby concealing the key from view; and, at

the same time, remove the duplicate key with your left hand and bring

this hand under the handkerchief. Now pretend that you are attempting

tc take the original key o£E the string, but, instead, push part of the string

through the hole in the duplicate key and loop it over the top part of the
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key (Fig. 1). The key, in this position, will hang by itself, and at a quick

glance will look as if it is threaded on the string.

Now, take hold of the key which is threaded on the string and cover

it with your left hand. Tell the spectators who are holding the string that

in order to remove the key from the string it is necessary to swing the

key back and forth, and you will show them how it should be done. With

your left hand, slide the key to the end of the string, which you now take

from the spectator for a moment (Fig. 2). Hand the end back to the

spectator and tell him to swing the key back and forth for a while. (Of

course, all these manuevers are done under cover of the handkerchief.)

Naturally, you have slipped the key oflF the string and have hidden it in

your pocket, while the spectators are swinging the duplicate key which

is looped on the string. After the spectators have swung the key several

times, remove the handkerchief and state that you will now remove the

key visibly (Fig. 3). Place your cupped left hand over the key, take the

loop off, and then, as though it were being done wdth a great deal of

effort, finally show the key (Fig. 4). If done properly, people will rarely

remember that you held the end of the string momentarily.

Note: If you are careful in your presentation, you can perform this trick

with only one key. Instead of putting the key in your pocket, bring it

back under the handkerchief and loop it on the string.

15. The Magic Toothpick

Effect No. 1: The end of a toothpick is rubbed on the sleeve and then

held close to a cigarette on the table. The cigarette moves away from

the toothpick, demonstrating the power of negative static electricity.

Presentation: Place a cigarette on the table in front of and horizontal



SCARNKS MAGIC TRICKS 27

to you. Take a toothpick and rub one end vigorously on your sleeve.

Then slowly bring this end close to the cigarette, in front of and toward

its horizontal side. The cigarette will start to roll away from it before

contact. This continues as the toothpick is moved toward it. What you

actually do, as the toothpick approaches the cigarette, is to blow gently

through a small opening in your mouth so that the cigarette is moved by

the draft (Fig. 1). This, of course, is done so that it is unnoticed by the

spectators.

Effect No. 2: The end of the same toothpick is brought to the end of

another toothpick and the latter jumps away, sometimes as much as sev-

eral feet.

Presentation: A toothpick is placed on the edge of the table so that less

than half of it juts out over the edge. Another toothpick is rubbed, as

described above, and its end is brought slowly up to the unsupported

end of the toothpick on the table, barely touching it. The toothpick (on

the table) jumps suddenly into the air for a distance of about two feet.

Actually, as you approach the end of the tabled toothpick with the "mag-

netized" end of the toothpick in your hand, the nail of the second or

third finger flicks the opposite end of the toothpick in your hand, sud-

denly and very slightly (Fig. 2) which motion causes the tabled toothpick

to jump on contact. The action of the flicking is hidden by the hand hold-

ing the other toothpick.

16. Releaso

Effect: The wrists of the performer's hands are tied tightly together

with a handkerchief. A rope is passed through the space between the

hands and behind the tied handkerchief. Both ends are held by the spec-

tator, and in front of the performer. The spectator now gives a sharp tug

of the rope, toward himself, and the rope passes through the handkerchief

which is still tied tightly around the wrists of the performer.

Presentation: Tell the audience that you are about to demonstrate the

magical process of passing a solid through a solid, contrary to all scien-

tific principles. Place the palms of your hands together, face to face, and

request a spectator to tie yoxu: wrists together with a handkerchief. Tell

him to make it good and tight, and to tie 4t with a double knot. During

the tying, hold your hands slightly cupped, and you will obtain the neces-

sary slight slack needed for this trick. Now have the spectator insert one

end of a soft rope, about ten feet long, betsveen the arms and behind the

handkerchief tying the wrists. After he has done this, he is to take both
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ends of the rope and stand directly in front of you, as far as the rope will

allow. Tell him to slacken the rope a bit so that you can move your arms

up and down, and demonstrate this action.

While this action is taking place, and the rope is slackened, bring the

fingers of one of the hands down between the wrists, engage the loop of

the rope with your fingers, pull it through and bring it over one of the

hands (Fig. 1). With a bit of practice, and the proper slackness, you will

find that this is not difficult at all. Of course, the spectator must not see

what is going on. After you have accomplished the above, hold the hand

steady, and out in front of you, and tell the spectator to pull on the ends

of the rope, suddenly and hard. He will be astonished to find the rope

loose in his hands (Fig. 2). The handkerchief and your wrists may now be

examined, and they are found tied as tightly as before.

17. Color by Sense of Touch

Effect No. 1: While the performer's back is ti.imed, one of three differ-

ently colored discs is placed in his hands, and by the mere sense of touch,

he announces the color.

Preparation: Prepare three differently colored cardboard discs, red,

green and blue, for instance. Through the center of each disc punch a

hole. Each of these holes must vary slightly in size. Get a small stub of a

pencil, making sure that it is well sharpened. Make the hole in the red

disc so that when the point of the pencil is placed through it, only about

two-thirds of the point penetrates; make the hole in the green disc so that

almost the entire point penetrates; make the hole in the blue disc so that
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the entire pencil goes through it (see illustration). Hide the pencil in your

back pocket.

Presentation: Tell the audience that you have developed the sensitivity

of your fingers to such an extent that by mere touch they can distinguish

colors. Hand the tliree discs to a spectator; turn your back to him and tell

BLUE

him to place any one of the discs in your hand. Face the audience again,

keeping the discs behind you, and assume an attitude of deep concentra-

tion. At this time, remove the pencil from your back pocket and insert the

point into the hole of the disc. Depending upon how far the pencil en-

ters, you can name the color. Hide the pencil again in your back pocket

so that you may repeat the effect.

Effect No. 2: Any one of four safety pins, to each of which is tied a dif-

ferently colored ribbon, is placed in the performer's hands while his back

is turned. The performer, by mere touch, names the color.

Preparation: Have four fairly large safety pins. Dull the pin points of

two of them by filing them down. To one of the sharp pins, on its solid

side, tie a small red ribbon. To the other sharp pin, on the pin side, tie a

small green ribbon. To one of the dull pins, on the solid side, tie a small

blue ribbon. To the other dull pin, on the pin side, tie a small yellow rib-

bon. All pins should be closed.

Presentation: Use patter, as in Effect No. 1, and give the four pins to a

spectator. Have him, while your back is turned, place any one of the pins

in your hands. Face the audience again, assuming a thoughtful attitude.

Open the pin behind your back, and by noting where ribbon is tied and

by feeling the point, you can name the color. Close pin before returning

it. Repeat once or twice.

Effect No. 3: Any one of several crayons, each of a different color, is

handed to the performer while his back is turned. By mere touch he

names the color.

Presentation: Hand a pack of crayons to a spectator, and tell him to
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place one of them in your hands, behind your back. Face the audience,

concentrate for a moment, and then name the color. This is done as fol-

lows. Using the nail of the thumb of the right hand, nick the crayon
slightly, leaving a slight amount of the crayon under the nail. Holding
the crayon in the left hand, behind your back, bring your right hand for-

ward, slowly, to your forehead as if you are concentrating. This will give

you ample opportunity to observe the color under your nail. Bring your
hand back and name the color.

It is advisable to use crayons of distinctive and solid colors. Gradations

may confuse you.

18. Swallowing a Goldfish

Effect: The performer dips his hand into an aquarium, takes out a

goldfish which he places in his mouth and swallows.

Presentation: This eflFect, actually not a trick in the true sense of the

word, is more or less a gag, which will produce consternation and plenty

of laughs. Of course, this may only be done where an aquarium is pres-

ent. Prepare yourself by cutting a piece of carrot to the shape of a small

goldfish, and hide this in your right hand. When you are ready, dip this

hand into the aquarium and move it about as if you are trying to catch a

goldfish. Remove your hand with the carrot dangling in it. With a slight

back and forth movement of the hand it will look like a real live fish.

Open your mouth and let it drop in, then swallow it. The look of amaze-

ment on the faces of the audience, and the general hilarity that will pre-

vail, is worth this little bit of mischief.

Now, if you do not mind exposing the modus operandi of this little bit

of chicanery, you may proceed as follows after doing the above, or tliis

may be done as a separate effect.

Effect: Explaining the use of a bit of carrot in simulating the swallow-

ing of a goldfish, the magician slices a small piece off a carrot, places it in

water, and it becomes a genuine live goldfish.

Preparation: In your right pocket place a wet blotter or a ball of wet

tissue paper. It may be advisable to line your pocket first with some

waxed paper, to prevent soaking your clothing. Into the same pocket

place a small live goldfish. Under these conditions the fish will live about

five or ten minutes. Also, place a small jackknife in the same pocket.

Have a glass of water and a carrot on the table.

Presentation: Pick up the carrot and explain the fraudulent method
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used by publicity seekers in the past in swallowing goldfish. Place your

hand in your pocket and remove the knife. Slice a small elongated piece

of the carrot, and replace the knife in your pocket. At this time, while you

are replacing the knife, conceal the goldfish in your hand and remove it

from the pocket. With the same hand pick up the piece of carrot, and

show how, even at fairly close range, it looks like a goldfish. Bring it to

the glass of water sls if to drop it in. However, at this point, you bring the

piece of carrot into your closed fist next to the fish, and allow the gold-

fish to drop into the glass instead, at the same time concealing the piece

of carrot. The fish naturally will begin swimming around and the audi-

ence will be nonplussed.

19. Extrasensory Perception

Effect: The performer lays several ordinary objects on the table. The
spectator "thinks" about one of the objects. The performer finally points

to the object mentally selected by the spectator, without a word ever

having been said.

Presentation: Put about eight or ten objects on a table, scattered so that

each can be seen separately. The objects are ordinary and not distinctive

in any way; but there is one important requirement: the spelling of the

names of the objects should vary in count by one letter, the shortest word
to be comprised of three letters. The following list of objects will explain

this.

Key (3 letters) Ashtray (7 letters)

Ring (4 letters) Bracelet (8 letters)

Watch (5 letters) Cigarette (9 letters)

Wallet (6 letters) Dictionary (10 letters)

The above list is just an example. Any other objects which follow this

rule may be used. After putting the objects on the table in haphazard

fashion, ask a spectator to note mentally one of the objects and concen-

trate on it. Tell him that you will point to one object at a time, and as

you do so he is to spell out in his mind the object he thought of. But he is

to use only one letter at a time—this to be used as you point to another

object, in other words, a letter for each action of pointing. When he

comes to the last letter of the word, he is to say, out loud, "Stop."

The performer starts pointing at any object, then points a second time

to any other object. However, the third time he points to the three-letter

object (Key), and then to the four-letter, five-letter, etc., up the line.

When the spectator says "stop," naturally your finger will be pointing to
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the object he has selected. If it happens that you do not have an object

with a certain number of letters, let us say one with eight letters (for ex-

ample, bracelet), when you point to the eighth object it may be any one

of those on the table. It will never occur to the spectator that the spelling

of the objects has anything to do with this eflFect, and so it becomes
quite mysterious.

20. The Magnetized Knife

Effect: A table knife is picked up by the clasped hands of the per-

former. When all visible means of support are eliminated, the knife still

clings to the hands as if it were magnetized.

Presentation: Tell the audience that because of your magical ability,

your hands have attained a peculiar magnetic power. Proceed to demon-

strate, as follows. Clasp the fingers of your hand in alternate positions,

except for the second finger of the right hand, which you curl in toward

the palm. When you show the backs of the hands in this position, the

missing finger cannot be seen and the fact that it is missing from the

clasped arrangement is not noticed (Fig. 1). With the hands in this posi-

tion pick up a table knife from the table, and hold it up behind the

hands in a vertical position. Hold the knife up by means of the curled-in

finger. (This, of course, cannot be seen by any spectator.) When you hold

the knife in this way, bring the thumbs down behind the hands. This

makes it appear as if you are holding the knife with your thumbs. When
anyone in the audience begins to heckle you because of this (and they

wHl), look surprised and bring one thumb up. The spectators will not be
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satisfied with this, so bring the thumb down again and bring the other

thumb up.

Repeat this several times, until the audience seems to be pretty much
disappointed with you. At this time slowly raise both thumbs, and the

hilarity of the audience will change to embarrassed consternation, be-

cause the knife will cling to the hands without any visible means of sup-

port (Fig. 2). Allow the knife to be dropped and unclasp your hands,

showing that they are empty. The knife may be examined, if anyone

wishes to satisfy himself that it is not "magnetized."

21. Houdini Escape Trick

Effect: One red-colored card and three green-colored cards are placed

in a hat. Two of the green cards and the red one are taken out of the hat

and placed in the performer's pocket. After a short magical pause, the hat

is turned over, and out falls only the red card. The hat is then shown to

be empty. The performer places his hand in his pocket and withdraws

three green cards, instead of the two green ones and the one red one

which he had placed there previously. A mysterious transposition has.

taken place.

FRONT VIEW BACK VIEW FRONT VIEW BACK VIEW

^^P^^
A «^^
Q t

-~7 / ^

%
toV
°ar i^^ ^

o 1
^ 1

^\ i

FIG.l FIG.

2

FIG.

3

FIG.4

Preparation: Prepare five blank cards, about the size of ordinary play-~

ing cards, as follows. Color three of the cards a sohd green on both sides,

with crayon or water color. Color one of the cards a solid red. Place the

fifth card on the table with the smaller edges horizontal to you, that is,

in the same position as you would place and look at a playing card. Start-

ing at about three-quarters of an inch to the left of the upper right-hand

comer, on the smaller edge, place a dot. Three-quarters of an inch to the

right of the lower left-hand corner, on the lower side, place another dot
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Connect these two dots with a straight Hne. Turn the card over and do

exactly the same with the opposite side. If the card were transparent and

were held toward the light, the two lines would look like a big X. (Note

Figs, land 2.)

(The sides of the cards in illustrations are lettered to help you under-

stand how they are to be colored. Letter A is the left side of the card, let-

ter B is the right side. Now, color (both back and front) in solid green the

portion of the card on the side of the diagonal line marked A. Color, in

solid red, the other side of the diagonal line. See Figs. 3 and 4.)

Place one of the green cards in the right-hand pocket of your coat.

Place an empty hat on the table. Place the specially prepared card be-

tween the other two green cards and have these cards lying on the table,

placed together in a stack.

Presentation: Pick up the hat on the table and show that it is quite

empty. Place it back on the table with the crown down. Take the red

card, show it on both sides, and say, "All of us remember Houdini, and

what a great escape artist he was. I am going to demonstrate his prowess

by means of these cards, the hat, and my pocket. The hat will represent

the stage on which he is performing. Into this hat (or the stage) I am go-

ing to place the red card, which will represent Houdini. Three people

from the audience challenge him. And they are invited on the stage."

The performer now picks up the packet of three cards and fans them

so that only the green part of the middle card shows. He shows this fan of

three green cards, back and front, and continues his patter. "These three

cards will represent the three challengers, and I will place them in the

hat, too. Houdini and the three challengers are momentarily hidden by a

curtain, and then with a shout of glee, two of the challengers bring Hou-

dini out between them and carry him into the audience." In order to

demonstrate this the performer removes from the hat the three fanned

cards he had placed therein, but in a reverse fan, showing only the red

part of the middle card. One green card is presumably left behind. How-
ever, actually the solid red card is the only card left in the hat.

Place the fanned cards, after showing them front and back, in your

right-hand pocket, saying, "My pocket will represent the audience of the

theatre. While this commotion is going on, the curtain on the stage is

suddenly raised, showing Houdini still on the stage." At this time the

performer turns the hat over, and out falls the red card representing

Houdini. The card and hat may be freely examined. Now place your

hand in your right-hand pocket, remove the three solid green cards and

leave the bi-colored card behind, saying, "When the two challengers, who
thought they had Houdini between them, looked again, they found that
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actually they had the third challenger between them, and not Houdini as

they thought, proving again the invincibility of Houdini." The performer

may now hand the three green cards out to be examined.

22. Solid Through Solid

Effect: Two ordinary safety pins are linked together by a spectator.

The performer is able to unlink these by pulHng them apart, without

opening the pins.

Presentation: Hand two pins to a spectator and have him link them to-

gether. It doesn't matter how he links them, provided he doesn't link

through the small openings in the head or at the bottom of the pin. Ex-

plain that by dint of your magical powers you are able to pass solid

through solid. Take the pins from the spectator. With thumb and fore-

finger of your left hand, take hold of one of the pins by the small end,

with the opening of the pin facing upward. With your right hand, take

hold of the other pin, and maneuver it around the pin held in the left

hand until both pins are in the position shown in Fig. 1.

Still holding the pin with your left hand, grasp the other pin by its

head with the thumb and forefinger of your right hand. If you have fol-

lowed the directions properly, you will be holding the pins in the same

FIG. 4
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manner as shown in Fig. 2. Take a firm hold on both pins and pull them
apart with a sudden jerk. The pins will come apart, as in Fig. 3. What
actually has happened is that the pin held in the left hand has opened
and closed instantaneously, and this cannot be seen by the eye. A bit of

practice may be required. After the pins are separated, hand them to

anyone in the audience to try it. Unless he knows the secret, he will not

be able to do it. Be sure to use fairly large safety pins that are undamaged
in any way.

Effect No. 2: Take one of the safety pins, pin it through the top edge of

a handkerchief. Move the pin from left to right along the border of the

handkerchief. This will simulate a tearing noise, but when the handker-

chief is examined, it is seen to be quite whole.

Presentation: Along the same lines of patter—of passing the solid

through a solid—borrow a handkerchief and insert one of the safety pins

near a comer and over the edge of the handkerchief (Fig. 4). Hold the

pin by the small end and place pin in position, as shown in illustration.

The pin side should face the right, and the solid side must be completely

over the border.

Have two spectators hold the two upper comers of the handkerchief.

Take hold of the small end of the pin and swing it up almost parallel to

the upper border. Pull the pin steadily but quickly to the right. It will

50und as if the handkerchief is being torn. But when the handkerchief is

examined it is found to be completely whole. The pin is still through the

handkerchief and still closed. Actually, what happens is that the pin

opens slightly, allowing the handkerchief to pass through; the pin auto-

matically closes again when the shding motion stops.

Better practice this with discarded pieces of cloth until you are adept

at it. Otherwise, an embarrassing accident may happen. Linen handker-

ohiefs of the heavier type are preferable. Very thin handkerchiefs, such

as silk, are dangerous.

23. The Rising Cigarette

Effect: The performer holds a pack of cigarettes in one hand. A.s he

waves his other hand over it, a cigarette mysteriously rises from the pack

without any obvious means of motivation.

Preparation: Open a pack of cigarettes by exposing one half or one

third of the end of the pack, leaving the rest of the wrapping and cello-

phane paper intact. Take a few cigarettes out of the pack. Take one of

these cigarettes and insert it between the cellophane and paper wrap-
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CIGARETTE RISING

TOP OF PACK

THUMB PUSHES
CIGARETTE UP

FIG. 2

ping in the open side of the pack (Fig. 1). Hold this side toward you; the

pack of cigarettes will look perfectly innocuous.

Presentation: If for any reason a cigarette is needed for an effect you

may wish to do, or if you or someone else wishes to smoke, remove the

"fixed" pack from your pocket. Hold it up with the inserted cigarette

toward you and casually engage the spectators' attention. In holding the

pack of cigarettes, place the tip of your thumb against the cellophane^

directly under the cigarette. Wave your other hand over the pack, and

by means of a slight pressure of the thumb under the cigarette, and a

slow, upward sliding motion, the cigarette will rise (Fig. 2). If done

slowly and smoothly, this will look very v/eird and mysterious to the

audience. If the pack is flattened slightly, it may be done at fairly close

range. Though simple, a bit of practice is advisable.

24. The Flame Prediction

Effect: The performer hands a spectator a number of cards, each of

which is blank except for a small spot of color in one comer. The per-
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former turns his back while the spectator selects one card and with a

match bums off the colored mark. The performer now takes the card and
examines the flame, almost immediately announcing the color with which

the card was marked.

Preparation: Take about ten blank cards (standard index cards are ex-

cellent for this purpose), about five by three, and place a colored mark

on one of the comers of each card. This can be done with crayons, and

each color should be different. About one third of the distance up from

this corner, and near the opposite comer on the same side of the card,

write the name of the color with lemon juice. On the other side of the

card, exactly opposite this writing, write it again with lemon juice (see

illustration).
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Presentation: Explain and show to the spectator that you have about

ten cards, each marked at the comer with a different color. Tell him to

take the cards and select any one he wishes, while your back is turned.

Place your hand behind you and tell him to place the card in your hand,

with the marked corner toward him. Then tell him to light the marked
comer with a match. When he is sure that the color is completely bumt
off, he is to give you a signal. This should not take more than a minute.

Bring the card forward and act as if you are studying the flame. At the

•name time, casually, direct the flame toward the invisible writing. You
will find that the heat of the flame makes the writing quite visible. After

the card is more than half bumt, drop it into an ashtray and announce

the color. Make sure that the interval between the time the spectator

lights the card and the time you look at it is short, otherwise too much
of the card will be bumed. The reason for writing on both sides of the

card is to prevent your having to turn the card in your hand while it is in

flames.
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25. The Disappearing Coin

Effect: The performer places a coin in a fold of his trousers. Then, by

means of a magical pass, the coin vanishes.

Preparation: Empty your right trouser pocket, and place a coin, either

a quarter or a half dollar, in it. Take another coin of similar denomina-

tion and attach it to an elastic about a foot long. This may be done by

boring a small hole through the coin near its edge, or by soldering a

small metal loop to its edge. Pin the other end of the elastic on the inside

lining of your right coat sleeve, high enough that when the coin hangs

loose it is two or three inches above the edge of the cuff.

Presentation: Take tlie coin out of the sleeve and hold it, w^ith the tips

of the thumb and first finger, so that the elastic cannot be seen. Engage

the attention of the spectator, and place the

coin on the trousers, immediately above the

coin in your pocket. With your left hand grasp

the cloth of the trousers, so that you also in-

clude the coin in the pocket, and fold com-

pletely over the coin on the elastic. Leaving

the fold as it is, release your right hand, v^hich

will automatically cause the coin on the elas-

tic to vanish up your sleeve (see illustration).

This action must be done smoothly and with-

out arousing suspicion.

In order to prove to the spectator that the

coin is still present, have him feel the fold of

the trousers. Of course, he will be satisfied

that the coin is still there, though he is ac-

tually feeling the coin in the pocket. Pass your

right hand over the fold in a magical sort of

way, slowly release the fold, and with your

hand brush the area, showing that the coin

has completely vanished. You must show your

empty hands immediately.

26. Initial in Fire

Effect: While a spectator holds a lighted match and concentrates on the

initial of his last name, this initial mysteriously appears on the burnt-out

match head.
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Pr'sparation: Secretly find out the initials of the name of a spectator,

pre^rably unknown to you. Print these initials, with a pencil, on the head
of a paper match, still attached to the packet; use heavy strokes.

Presentation: Say to the spectators, "I am going to demonstrate the

power that mental concentration sometimes has. You know the old say-

ing of *mind over matter'; I am going to prove this right now." Approach

the spectator, whose initials are on the match, and say to him. "We have

never met before, have we?" The spectator will, of course, say, "No." Then

tell him, "I am going to light a match. I want you to hold it for a mo-

ment and I want you to gaze into the flame and concentrate on the

initials of your name. Then blow the flame out."

Take the packet of matches out of your pocket, tear out the match
Avith the spectator s initials on it, light it and hand it to him. After he

blows the light out, tell him to look carefully at the head of the match,

and he will be greatly surprised to find his initials imprinted there.

27. Sensitive Fingers

Effect: Several dollar bills are borrowed from several spectators. The
number on one of them is recorded for identification. All the bills are



SCARNE'S MAGIC TRICKS 41

folded and placed in a hat, where they are mixed thoroughly. The per-

former now places his hand in the hat, and without looking, almost im-

mediately removes the recorded bill.

Preparation: All the performer needs is a small pellet of sticky wax
stuck tc the tip of his thumb. Use yellow wax, as this color is least

noticeable.

Presentation: Tell the audience that you have developed the sensitivity

of your fingers to such degree that with them you are able to read num-
bers on a bill even though the bill is folded. Have five or six spectators

lend you bills. Take one of the bills, look at it, and say, "I am going to

fold this bill, and I want you to fold yours the same way. However, be-

fore I do this I would like someone to write the number of this bill for

future identification." Read the number off and have someone check it.

Now proceed to fold the bill into eighths. However, before you actually

begin to fold, press the wax which is on your thumb tip onto the center

of the bill. After all the bills have been folded exactly alike, drop them

into a hat and have them thoroughly mixed. Have someone hold the hat

up high so that you cannot see inside it. Place your hand into the hat and

feel for the "marked" bill. Usually you can feel the pellet of wax without

unfolding the bill. If you cannot, unfold each bill until you find the wax.

Take the bill out of the hat, folded if possible, and have it checked for

identification.

Note: This effect may be performed with similar coins of different

dates. When you read the date of the coin for identification, press the wax
to its edge. When the coins are mixed in the hat, the proper coin is easily

identified by feeling for the one with the wax on it. In both cases, for the

bill and the coin, before you hand it out to check for identification, re-

move th^ wax wdth your thumbnail.

28. The Liquid Tells

El-TECr: Six glasses, each containing a differently colored liquid, are

placed on a table. A spectator places one of these glasses in the per-

former's hand, which is behind his back. By testing its weight, the per-

former announces the color of the liquid in this particular glass.

Preparation: Fill each of the six glasses about a third full with water.

Into each glass, drop some differently colored vegetable dye, or an^

other easily obtainable dye. On the bottom of each glass, in the center,

place a small smear with the same dye or with chalk of the same color.
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The color of the mark must be the same as the color of the liquid in the

glass.

Presentation: Tell the spectator that you have developed your senses to

such fine degree that you are able to tell color by weight. Place the six

glasses in a row on the table and turn your back. Ask the spectator to

place any glass he wishes in your hand, which you have placed behind

your back. Go through the motions of testing its weight; then ask him to

remove the glass and replace it in its previous position. While you are go-

ing through the "weighing" process, rub the center of the bottom of the

glass with one or two fingers, which will of course pick up the color of

the smear. After the glass has been replaced, turn around, and bring

your fingers toward your forehead, as if you were in deep thought. You
can now easily glimpse the color on your fingers. You say, "The weight of

that glass shows me that the liquid in it is
—

" and announce the color.

29. Drinking Smoke

Effect: Smoke is poured from one glass to another. The performer then

startles his audience by drinking a glassful of smoke. Smoke is then made
to appear in a glass, merely by a wave of the performer's hands.

Presentation: Fill your mouth with some smoke from a cigarette, and

by very gently blowing over the edge of a glass, fill the glass with smoke.

Make sure that there are no breezes in the room. Pick up the glassful of

smoke in one hand, and an empty glass in the other. Bring the mouth of
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the full glass to the mouth of the empty glass, and by gently and very

slowly tilting the full glass, the smoke from this glass will pour into the

empty glass. This looks quite weird when done correctly. Since smoke is

heavier than air, it will pour. Pick up the glass that is filled, and if neces-

sary add more smoke. Tell the audience you will drink it. Bring the

mouth of the glass to your own mouth, and simulate the drinking of a

glass of water. Remember that all these actions must be done very

slowly and gently, otherwise, you will lose the smoke before the effect.

When you are "drinking" the smoke, you actually (very gently) blow air

into the glass as you tilt it. You must do this in such fashion that the

audience is not aware of it. This action dissipates the smoke. You may
inhale some of the smoke through your nose so that when the glass is

empty, you can prove that you drank the smoke by slowly exhaling some.

You may wait a moment or two to do this, after you have placed the

empty glass down.

Now take an empty glass and place it, mouth down, in the center of a

saucer. Wave your hand over the glass—and it fills completely with

smoke. You must prepare the glass and saucer beforehand for this effect.

Place a few drops of ammonia in the glass and a few drops of hydro-

chloric or muriatic acid in the center of the saucer. When you invert the

glass over it, the vapors of the two chemicals combine to form a heavy

smoke.

30. Lightning Addition

Effect: A spectator adds any two numbers. He then adds the total to the

second of the numbers, after which he adds the new sum to the previous

total, and continues to do this until he has eight totals in addition to the

two original numbers. The spectator adds these figures, but before he

can announce the result, the performer predicts the currect total.

Presentation: Hand a pencil and a piece of paper to a spectator. Tell

him to write any two numbers, one imder another, at the top of the

paper. (You are not to see this.) Then instruct him to add these together

and place the result immediately under the numbers. He is now to add

this result to the number above it and place the answer underneath. He
is to continue in this way, adding each result to the number above it

until he has ten numbers written down. (It would be a good idea to tell

the spectator to itemize these numbers by jotting down the figures 1 to 10

at the side of the paper, so that he will know when he has acquired the

ten numbers. This also makes it easier for the performer to note the fig-

ures quickly.)

II
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When he has completed this computation, tell him to cover, with his

hands, all but the three middle items, the fifth, sixth and seventh. Ex-

plain that the reason for this is that you wish to see if he has understood

and followed your directions. You glance at the exposed numbers for a

moment, and say everything is all right. All you need do is notice the

seventh number. Multiply the seventh number by eleven, and mentally

note the result. Now ask the spectator to add all ten numbers together.

But before he can arrive at his answer, tell him what you think the result

should be. He will be surprised to find that you are correct. The follow-

ing is an example:

6 6 ... 33

3 7 ... 54

9 8 ... 87

12 9 ... 141

21 10 ... 228

Total . . . ... 594

You will notice that the first number is added to the second, resulting

in 9. The 9 is added to the 3, resulting in 12. The 12 is added to the 9, re-

sulting in 21, etc. The seventh number in the column is 54. This multi-

plied by 11 gives the total of all the numbers, 594.

31. The Spiritual Glass

Effect: A glass tumbler is made to pass through a solid table top.

Presentation: Put a coin on the table and place the mouth of a glass

tumbler directly over it. Now say, "When I have the coin in this position,

of course you are able to see it through the glass. You may also hear it

against the sides of the glass when I slide the glass from side to side."

Proceed to demonstrate this. "Let us take a sheet of paper and wrap it

around the glass so that the entire glass is covered and the coin cannot be

seen.*' When you wrap the glass, wrap it so that even if the glass were

not there the paper would stand up and make it appear as if it were.

"However, you still may hear the coin when I slide the glass back and

forth. You may even see it if I pick the wrapped glass up."

Pick the glass up, very inconspicuously bring it to the edge of the table,

and allow the glass to fall into your other hand, which is resting in your

lap. If you do this at the level of the table it cannot be seen. Meanwhile,

you are bringing the attention of the audience to the coin which is now
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visible on the table. Bring the \\Tapping (which appears as if it stfll has

the glass) forward to the coin, and cover it as before. Lift the paper two

or three times very slightly and bring it down on the table, always cover-

ing the coin. The effect is made even more convincing by simulating the

sound of a glass hitting the table. Just as the paper touches the table,

raise the glass—which is in your other hand under the table—so that its

edge hits the under side of the table. If the actions are thoroughly syn-

chronized, it seems to the spectator, and convinces him, that the glass is

still in the wrapper. Suddenly release the paper and bring the same hand

down hard on the wrapping paper, crushing it flat. Follow this action by

immediately bringing up the glass with the other hand, showing that it

must have penetrated the table top.

32. Crossed Digit

Effect: From a series of digits, composing a large number made up of

five or more digits, one is ehminated by the spectator. Learning the digits

that remain, the performer immediately tells him which digit was elimi-

nated.

Presentation: Hand out several slips of paper to some spectators in the

audience. Tell each of them to write on his slip of paper a number, com-

posed of five or more digits. They may use the serial number of any bill.

Then ask them to total the digits and subtract the sum so obtained from

the original large number. Tell them to cross out any one of the digits of

the result so obtained. Tell them now (one at a time, of course) to read off

slowly each digit of the result, except the one crossed out. They may
read these digits backward, forward, or in any order tliey wish. After
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they have done this, surprise them by telling them immediately which

number has been crossed out.

Explanation: When the spectator reads the numbers to you, add them

mentally. Subtract the result so obtained from the next larger multiple of

nine. For instance, if the result you arrived at mentally was thirty-seven,

the next larger multiple of nine would be forty-five. Subtract thirty-seven

from forty-five and the answer will be the number crossed out, or, in this

case, eight.

33. The Tricky Spoon

Effect: A spoon is apparently bent by the performer, but as soon as

it is thrown down on the table top, it is seen to be in perfect condition.

Then the spoon vanishes mysteriously.

Presentation: Hold the spoon by its handle with both hands, the handle

pointing at you, the belly of the spoon resting on the table as a fulcrum.

In holding the spoon, keep the backs of the hands up, one over the other.

Have the little finger of the lower hand, the hand adjacent to tlie spoon,

under the handle (Fig. 1). Make a motion as if bending the spoon handle

upward, using a bit of false efiFort to simulate the actual process. Of

course, you do not bend the spoon handle; you slowly bring the hands to

a vertical position to the spoon. Do not move the spoon upward at all. Re-

move the upper hand and lift the spoon off the table as if you are holding

the bent end with the other hand. The little finger under the spoon ac-

tually does the lifting. The remaining part of the hand hides the end of

the spoon. Immediately drop the spoon to the table, showing that it has

not been bent at all.

Place the spoon on the table, about six inches from the edge and

parallel to it. Interlocking the fingers of both hands and with the backs
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of the hands up, place hands over the spoon, covering it completely. At

this time you seemingly hft the spoon from the table, with the backs of

hands toward the audience, blow on your hands, turn them slowly around

and show that they are empty. The spoon has vanished! This is accom^

plished as follows : As you proceed to lift the spoon from the table, slowly

and imperceptibly bring it right over the edge of the table, at the same

level as the table top. At this time, since the action cannot be seen, drop

the spoon into your lap, and continue raising your hands (Fig. 2). This

must be done smoothly and without any hesitation.

34. The Talking Cards

Effect: Several people are given blank cards on which they write any-

thing they wish. When the cards are shuffled and thoroughly mixed, the

performer, by looking at the participants, can tell who wrote what. In

other words, the performer demonstrates his ability to identify hand-

writing by studying the individual's physical characteristics.

Preparation: The secret of this effect is that each card is marked to indi-

cate one to ten, but this mark, of course, is imperceptible to the spec-

tator. Index cards that have lines on one side and are blank on the other

are excellent for this experiment. Since the performer will probably re-

peat this effect several times, in different places, it is advisable to pre-

pare a few sets of cards, as shown below.

ONLY ONE OF THESE
LINES APPEARS ON
EACH STACK OF
TEN CARDS

12 3 4 5

FIG. I

THIS IS HOW A
COMPLETE STACK OF
TEN CARDS APPEARS

«2

\

FIG.

2

Make up ten stacks of ten cards each, keeping all the lined surfaces up.

Take a stack, square it, and hold the long edge toward you. With a sharp

pointed pen, draw a line on the edge, vertically and to the extreme left.

Take another stack, hold it the same way, and make the same mark at the

extreme right. A third stack, mark in the middle. Mark the remaining
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stacks by dividing the edges accordingly (Fig. 1). The mark on the ex-

treme left represents number one. The one on the extreme right repre-

sents number ten; the one in the middle, number five, etc. You now have

enough cards prepared to work this eflFect ten times. If you take any of

these cards and hold it with the lined surface up, you will see an inked

dot on one of the long edges, and according to its position you can tell

what number it represents. Stack the cards from one to ten in rotation,

from top to bottom, number one being on top (Fig. 2). With this stack

you are now ready for the experiment.

Presentation: Hand out the cards from top to bottom, one each to an

individual, "dealing" from left to right. In other words, the person at the

left will get card number one, the next one will get card number two, etc.

Now tell the audience that you have made a study of handwriting, in

reference to a person's physical characteristics, and that you are about to

test your ability. Tell them that you will turn your back, or leave the

room, while each of them selects any short sentence from any book or

periodical available, and writes it on the card. One of the participants is

to collect the cards and mix them thoroughly. When he has done this, you

turn around, or come back into the room, and take over the cards.

Choosing one, you act as though you were making a careful study of the

handwriting on it, and every once in a while, you look up and study some

individual in the room. While you are doing this, it is easy for you to find

the dot on one of the long edges of the card. This immediately tells you

which number it is and therefore identifies the person who wrote the

item. You then hand the card to that individual, who verifies his ov^n

handwriting.

If the audience is a stationary one, this is a fairly simple process. How-
ever, if this trick is performed at a party or some place where people

may move around a great deal, it becomes more difficult. In that case, it

would be necessary to connect something about the individual with the

number of the card you hand him, so that you will not make an error.

35. Scarnes Bank Night

Epfect: The performer states that he is going to play a game called Bank

Night, and that he is going to give a ten-dollar bill to some lucky con-

testant. He calls upon a spectator from the audience to act as his as-

sistant. The performer has the assistant put blank pieces of paper

into each of four pay envelopes and seal each envelope. Then a ten-dollar
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bill is placed by the assistant in the fifth pay envelope, which is also

sealed. Each of these envelopes is in turn put into a larger envelope,

and sealed. The assistant now holds five envelopes, one containing a ten-

dollar bill, and the other four containing blank pieces of paper. The as-

sistant is asked to mix these thoroughly and then to distribute four of

them to members of the audience. The last remaining envelope is given

to the performer. All those receiving an envelope are asked to step up
with the performer to see which one of them is going to win the ten-

dollar bill. The performer states that if anyone of the participants desires

to exchange envelopes with any other participant or with himself, he may
do so. A series of exchanges takes place. Finally, when all the partici-

pants are satisfied with the exchange, each participant is asked to open

his or her envelope. On doing so, they find they have all drawn blanks.

The performer hands his envelope to his assistant to open, and to the

surprise of everyone, his envelope also contains a blank. Now, the per-

former tears open a cigarette which he has been smoking and from it he

extracts the ten-dollar bill.

Preparation: To perform this trick you require: ten small envelopes;

five blank pieces of paper to fit inside the pay envelopes; five regular

letter-size envelopes; two ten-dollar bills or any two bills of the same de-

nomination that you prefer to use; a package of cigarettes. Take one of

the blank pieces of paper and seal it inside a pay envelope. On the face

of this envelope (the side used to write the address) write a large and

bold number 5, on or about the center. Place this envelope into one of the

larger envelopes (which has the open side facing you) with the number

5 facing upward. Close the flap but do not seal this envelope. Mark the

faces of the other pay envelopes from 1 to 9. When writing the number

5, take particular care to make it resemble the number 5 marked on the

pay envelope which you have placed into the large envelope.

Now arrange the envelopes and papers in your left hand as follows:

first, the pay envelopes, the pay envelope marked number 1 resting on

the palm of your hand, envelope marked number 2 on top of envelope

marked number 1, number 3 on top of number 2, etc. Next, on top of the

nine pay envelopes, place the large envelope which contains the hidden

pay envelope. This is placed so that the flap is facing upward and away

from your body. The four large unprepared envelopes, with their open-

ings facing, are placed on top of the large envelope containing the hidden

pay envelope. And on top of these are placed the four pieces of paper

(Fig. 1). A large rubber band is placed around the envelopes and paper

to hold them in position until the time arrives to perform the trick.
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Place one of the bills in your right trouser pocket. The other bill must

be inserted into a cigarette. This is done as follows: First, take the bill

and fold it in half the long way. Then fold it in half again the opposite

way. Roll this into a compact bundle. Take a cigarette and roll one end

of it between the fingers of both hands until enough tobacco loosens up

and falls out so that it will be easy for you to push the rolled bill into

the cigarette. After pushing the rolled bill into the cigarette, take a pair

of scissors and clip off any excess tobacco that may protrude from the

cigarette. Then place the cigarette back into the pack of cigarettes, but

let it remain about one-eighth of an inch above the rest of the cigarettes

so that you can get at it immediately without fumbling for it. Place the

pack in your pocket.

Presentataion; When ready to perform the trick, step forward with the

envelopes and papers in your left hand, papers uppermost. Remove the

rubber band from around the envelopes and state that you are going to

give away a ten-dollar bill, and the manner in which you intend to do

PAY ENVELOPE
WITH PAPER

NSIDE

FIG. 3

PAY ENVELOPE
WITH BILL
INSIDE IS PLACED
AT (A) UNDER
LEFT THUMB

FIG. 2

PAY ENVELOPE
WITH BILL INSIDE
SLIDES ON TO PAY
EMVELOPES HELD
IN LEFT HAND

this is by playing a game called Bank Night. To play this game you need

a member of the audience to assist you. So, you ask someone from the

audience to be your assistant. Hand him the pay envelope marked num-

ber 1, and a piece of paper. Ask him to seal the paper inside the envelope.

Th^n hand him a large envelope and have him insert the pay envelope
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into this and seal it, also. He may hold it in his hand or place it on the

table. Repeat the above with envelopes marked numbers 2, 3, and 4.

When this has been done, you will have four sealed envelopes, each con-

tainiQg a numbered pay envelope (1 to 4) in which there is a blank piece

of paper.

Hand the assistant the pay envelope marked number 5, and reach into

your right trouser pocket and extract the ten-dollar bill. This is also

handed to the assistant, with instructions to seal it in a pay envelope.

While your volunteer assistant is busy sealing the bill in the pay

envelope, you are also busy. With your right hand, open the flap of the

last large envelope held lq your left hand. Then, with the fingers of your

right hand, pull out the pay envelope (which you placed there before

the start of the trick) until the number 5 is in view. Remove your right

hand, and hold the large envelope, with the pay envelope protruding

from it, with the thumb and fingers of your left hand. Naturally, you must

not permit your audience to see this. Therefore, as you do this, hold the

open side of the envelope toward your body. The crucial part of the trick

is after your assistant has sealed the bill in the pay envelope. Here is

where the trickery comes iq.

You are holding the large envelope with the opening toward your

body. Take the pay envelope from your assistant and pretend to place

it IQ the large envelope, but, instead, place it under your left thumb out-

side the envelope (Fig. 2). The right hand releases this pay envelope; the

thumb of the right hand is placed on the prepared number 5 envelope,

with the four fingers behind the flap of the larger envelope (Fig. 3). The

large envelope is pulled away from the left hand, leaving the envelope

containing the bill on top of the few remaining pay envelopes in your

left hand. The right hand then holds up the large envelope, showing the

prepared envelope (containing the blank piece of paper and marked

number 5 on its face). After you have shown it, push it into the larger

envelope and hand it to the assistant to be sealed. The dirty work is now
finished. All the envelopes contain blank pieces of paper. The few pay

envelopes remaining in your hand (including the one containing the bill)

are placed in your pocket, since they are not needed any more.

No matter how the envelopes are mixed up and handed out, no one

will get the bill, so have the assistant shuffle them and pass four of them

out to the audience, leaving one envelope for you. After they are handed

out, invite those holding envelopes to step up in order to see which one

holds the lucky one. Ask them if they wish to exchange envelopes with

you. If they do, comply with their wishes until they are completely satis-
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fied—it doesn't make any difference to you which envelope anyone gets.

Then act a bit nervous, presumably because of the excitement..

Take out your pack of cigarettes. Offer it to the spectators, making

sure that no one gets the cigarette with the bill in it. Have each person

open up his envelope, and as the first person opens his, light your cigar-

ette. Once it is lit, don't puff or draw on it, since you must make certain

that it will not bum the bill before you are ready to expose it. Just hold

the cigarette between your fingers as each person opens up his envelope.

When all the envelopes have been opened, hand yours, with some

dramatic gesture, to the assistant to open. When he opens it, your enve-

lope also contains a blank—to everyone's surprise. The bill has disap-

peared. Remark that the cigarette you are smoking has something wrong

with it, it just doesn't smoke right. Tear open the cigarette and produce

the duplicate bill.

36. The Knotted Coin

Effect: A coin vanishes and then is found mysteriously in the knot of a

handkerchief, which was shown to be empty and tied visibly in full view

of the audience.

Presentation: Show a small coin to the audience. Place it on the back of

your left hand, and rub it from side to side with your right hand. "Ac-

cidentally" drop the coin to the floor, apologize, and bend over to pick it

up. As you come up with the coin, let your hand approach your trouser

leg just above the cuff, and allow the coin to drop into the cuff. Keep

bringing your hand up, seemingly still with the coin, and make as if you

were placing it, as before, on the back of your other (right) hand. Rub
again and show that the coin has vanished. The above moves must be

done smoothly and without hesitation, to make them appear spontaneous.

Now borrow a handkerchief from anyone in the audience. While some-

one is looking for a handkerchief to lend you, surreptitiously get another

coin, of the same denomination as the one in your cuff, into your hand

near the tips and behind the first and second fingers of the right hand,

holding it with your thumb. You may casually get this coin from your

pocket or any other convenient place. Take the handkerchief by two op-

posite comers, and place the coin at one of the comers, on the side away
from the audience, and hold it there with your thumb (Fig. 1). Holding

the handkerchief taut, by the two opposite comers, twirl it toward your-

self several times, until it becomes similar to a thin tube (make sure it is

loose) (Fig. 2). Bring the two corners together and hold by one hand. At
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the same time release the coin, which will roll into the folds of the hand-

kerchief and settle at the looped portion (Fig. 3). Shake it once or twice

to make sure the coin has dropped to the correct position. Tie a knot, en-

closing the coin. Hand the handkerchief to a spectator to hold by the

ends. Make a magical pass and then tell him to untie the knot—he will

be extremely surprised to find the vanished coin within it.

Always make sure that the coins you use are of the same date and

similar appearance.

37. It^s in the Ashes

Effect: When ashes are rubbed on the arm of the performer, the name
of a spectator, chosen at random, mysteriously appears, written or

printed, on the arm.

Presentation: Tell your audience that you are about to demonstrate the

power of mind over matter. Proceed to ask for about ten first names of

people in the audience. If your audience is composed of less than that

number, have them all call out their first names. As they do so you write

each name on a separate piece of paper. However, what you actually do

is write a name you have picked previously on each piece of paper. You

are of course actually writing the same name over and over, although

your audience believes you are writing a different one each time. Wheii

this phase is completed, fold the pieces of paper and throw them all intd

a hat. Mix them thoroughly, and have anyone in the audience pick one at

random.

Say to him, "I do not wish to see the name on the piece of paper; so^
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will you please unfold it, look at the name, remember it, and now bum
the piece of paper. Here is an ash tray because I wish you to save the

ashes." After the spectator has done this, tell him to concentrate on the

'ASHES

name. Roll up your sleeve and bare your arm. Approach the spectator

and tell him to take some of the ashes and rub them on your arm. Slowly

and mysteriously the name he is concentrating on appears, written or

printed, on the surface of the arm.

Explanation: Prepare your arm previously by taking a thin piece of soap

and writing or printing, as you wish, the name of the individual whom
you have selected before the experiment. Rubbing the ashes on this will

bring the name out very clearly.

38. The United Shreds

Effect: A piece of cigarette paper is torn into bits and then completely

restored.

Presentation: Show a piece of ordinary cigarette paper, or a piece of

ordinary tissue paper of that size. Tear it openly into small bits and roll

them into a small ball. On it drop some ash, which you represent as be-

ing magical, from a cigarette or cigar, whichever you are smoking. Now
spread open the balled-up paper, and show that it is completely restored.

Method: Prepare, beforehand, a cigarette paper or a piece of tissue, simi-

lar to the one you are going to tear, as follows. Roll it into a small ball

and place it between the first and second finger of the right hand, so that

it is completely hidden. When you roll the torn pieces of paper into a
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ball, at the same time substitute the balled-up paper, which is hidden

between the fingers, for the torn one, and secretly place the torn batch

between the fingers. Lift up your hand for the cigarette or cigar, which

all this time is in your mouth, and allow the secreted ball of torn paper

to drop into your mouth. Then proceed, as mentioned above, to throw

some ash on the paper in your hand, after which take it apart and show

that it is restored. You can at this time casually show that your hands are

empty.

The following is a version for non-smokers. The preparation and switch

is the same, except that in order to better roll the torn pieces into a ball,

you come to your mouth with the index finger of your right hand and

wet it with your tongue. You do this several times, and during one of

these actions you drop the torn pieces into your mouth. After which you

make your magical pass, and show the paper completely restored.

In dropping the ball of paper into your mouth, make sure you place it

somewhere in the mouth—such as under the tongue—so as not to inter-

fere with your talking.

39. Three to One

Effect: Two pennies are picked up by the performer, one in each hand,

and the hands are closed over them, forming fists. Two more pennies are

placed on the hands, one on each fist, at the fingertips. The performer

quickly turns his fists over, and a mysterious transference is found to have

taken place. When the hands are opened, three pennies are found in one,

and only one penny in the other.
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Presentation: Place four pennies on the table. Pick up one penny in

each hand, and keeping the palms up, close the fingers over the pennies

so as to forni fists. Ask the spectator to place a penny on each closed fist,

right at the juncture of the fingertips and the palms (see illustration).

Rapidly turn your fists over. At the moment of turning, have the fingers

of the left hand grasp the penny the spectator placed on it and enclose

it in the fist. This is easily accomplished by opening your left fist ap-

proximately half an inch, and rapidly closing it again. At the same time,

let both the penny that the spectator placed on your right hand and

the penny enclosed in that hand drop to the table. This should be done

with no perceptible opening of the right fist, for the spectators are

not to know that both pennies come from the same hand. You should

create the illusion that the pennies the spectator placed on your fists fell

to the table when you turned your hands. This illusion can be strength-

ened by keeping the fists fairly close together, and by permitting the

penny which was on your right hand to fall under your left hand.

At this time excuse yourself^ saying that the pennies dropped oflF pre-

maturely. Turn your closed fists palms up again, and ask the spectator to

replace the pennies on your fists, as before. Quickly turn the fists over

again, drawing these pennies into both fists in the same manner as you

drew the penny into your left hand before. Turn your fists palms up
again, open your hands slowly, and show one penny in the right hand

and three in the left. Apparently one penny traveled from your right

hand to your left.

40. The Dollar That Wouldnt Burn

Effect: A dollar bill is, apparently, burned up. It reappears, totally re-

stored, between the pages of a magazine selected by a spectator.

Preparation: Memorize the numbers on a dollar bill. If you can't memo-

rize the numbers, write them in ink on one of your thumb nails. Add the

digits of this number together. Take any magazine and open to the page

number which corresponds to this sum. Fold the dollar bill into eighths;

spread it out again and then insert it at that page. Close the magazine

and place it with two others on a table or any place which is rather in-

conspicuous but convenient.

Take an ordinary-sized envelope, and on its address surface make a

horizontal slit about an inch and a half or two inches long. Place this slit

at about the center of the envelope (Fig. 1). Have this envelope handy.

Presentation: Borrow a dollar bill from someone in the audience. Be-
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gin folding the bill two or three times, but suddenly remind yourself of

something. Say to the audience, "I would like to identify this bill for

checking purposes later. Will someone please write down on a piece of

paper the number of the bill, as follows." You now repeat the number of

the hidden bill, which you have memorized or written on your thumb
nail. The audience, of course, thinks you are reading the number of the

bill that is in your hand. Good presentation can make this very con-

vincing.

FIG. I FJG.2

"">P]<"""

After you have made sure that someone has written the number down,

proceed to fold the bill into eighths. Pick the prepared envelope up with

the flap-side toward the audience. Insert the folded dollar bill into the

envelope, but as you insert it you allow it to sHp halfway through the slit

on the other side of the envelope. Of course, the audience does not see

you do this. They see it actually going into the envelope (Fig. 2). Seal the

envelope, but keep the face of it covered with your hand. Reach into your

pocket for a packet of matches, but at the same time take the dollar bill,

from the envelope and slip it into your pocket in order to get rid of it.

Since the bill is partially out of the envelope it is easy to steal it out. Take

the matches out, light one and bum the envelope.

Now turn to the spectator who had written down the number of the

bill, and ask him to add together the individual digits of that number, but

not to announce the total as yet. Pick up the three magazines, approach

another spectator, and ask him to point to two of them. If neither of

these is the one that contains the dollar bill, you say you will use the one

that is left. If one of the two magazines the spectator points to is the one

that has the dollar bill, you ask him to keep one and give the other one to

you. If the one he keeps is the one with the doUar bill, tell him, "All right,

we will use the one you have selected." If the magazine that he has given

to you is the one with the dollar bill, pick it up and use the same state-

ment. Turn to the person who has totaled up the digits of the number
and tell him to announce the result. Hand the magazine to another spec-
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tator and ask him to turn to the page number which corresponds to that

sum. He does this, and surprisingly finds the dollar bill at that page. The
bill can now be checked against the number which had been recorded.

41. Divination of Age

Effect: The performer tells an individual his correct age by means of

some arithmetical maneuvers with the individual's personal telephone

number, which is unknown to the performer.

Presentation: This is a good stunt when a group of people is present.

Have someone, preferably unknown to the performer, volunteer for this

experiment. Begin your patter with, "It is a peculiar thing how fate

takes a hand in our daily lives. For instance, no one here, I am sure, is

aware of the fact that the telephone number which has been assigned to

him by the telephone company has fataHstic characteristics, since by

means of that number his age can be arrived at.*'

Addressing the spectator who has volunteered, say, 'Will you please

place on paper the four basic numbers of your telephone number. For in-

stance, if it is WA 8-5847—the basic numbers will be 5847. Now% under

this write the number with the digits in any position you wish. For in-

stance, if your number were 5847, you may change their order to 4587, or

any order you wish. Have you got that down? Now subtract the smaller

of these numbers from the larger. Add the individual digits of this result

together. You should have a single digit left. If not, keep adding the digits

of the results until you do. When you have finally arrived at the single

digit, please add to it the number of days in the week which, of course, is

seven. To this result add the number equivalent to the last two digits of

the year in which you were bom. For instance, if you were bom in 1923,

add 23. Will you please now state the result." Of course, you immediately

tell him his age.

Method: The manipulation of the numbers in the telephone number, as

above, will always give the result of nine. To this nine you add seven,

which gives sixteen. This is your key number, which you subtract from

the result the spectator gives you. The result is the number forming the

last two digits of the year he was bom in. This easily gives you his age.

42. Tricks with Sugar

Effect: A lump of sugar is made to pass mysteriously through a table

top.

Presentation: Secretly and carefully remove the wrapping from a lump
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of sugar, taken from a bowl on the table. Rewrap the empty paper so

that it looks as if the sugar is still in it, and place it back on top of the

other lumps in the bowl. Make sure you know which one it is. Conceal

the lump of sugar in your left hand.

Now call the attention of your audience to the fact that you are going

to do a trick, and remove the empty wrapper from the bowl. Place it be-

fore you on the table and slam the palm of your right hand down, flat-

tening the paper completely. Meanwhile, bring up your left hand, which

has been under the table, and show the lump of sugar. Now you may
proceed with another trick, as shown below.

Effect: The initials of a spectator are printed on the surface of a piece

of sugar. The sugar is dropped into a glass of water, and after a moment

the initials disappear from the sugar and appear on the surface of the

spectator's hand, which is held, during the experiment, over the mouth

of the glass.

Presentation and Method: Across the wide surface of a piece of sugar

print the initials of a spectator, using a pencil with soft lead. While talk-

ing to the spectator, secretly press down hard, with the end of the

thumb of your left hand, on the initials, picking up an imprint of them

on the thumb. Say to the spectator, "It is a very peculiar thing, but if I
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were to drop this lump of sugar into this glass of water, with the initial

side up, a very mysterious and magical thing would occur. If you were

to rest your hand palm down on the mouth of the glass, the initials would
vanish from the sugar and appear on your hand." Now proceed to drop

the sugar into the glass of water.

Take the spectator's right hand with your left hand, and place the

thumb, on which the initials are imprinted, on the back of the spectator s

hand. A slight pressure of the thumb will mark the initials on his hand.

At the same time, with your other hand, take the spectator's left hand.

Now place spectator's right hand over the mouth of the glass and cover

it with the left hand. Do not release your thumb on the spectator s right

hand before covering with his left hand, or the initials might be ex-

posed prematurely.

Tell the spectator to watch the sugar in the glass as the initials gradu-

ally disappear, and to note the bubbles as they rise, which is part of the

magical process. When the initials have disappeared from tlie sugar,

raise both his hands from the glass, quickly turning them palms up. Act

very surprised at not seeing the initials on the palm of the spectator's

right hand. With a puzzled expression, casually turn the hand over, and

add surprise to surprise by finding the initials on the back of the hand.

Explain that the magical force, at this time, must have been so powerful

that the initials penetrated the hand, and came to rest on its back.

43. The Reappearing Match Heads

Effect: The heads of two paper matches are dropped into the left hand

of the performer. A third is put in the performer's right-hand coat pocket.

When the left hand is opened, the heads of three matches are found. This

is repeated, with the same effect. At the climax, the performer throws

away the three match heads, and in their stead, the three headless

matches mysteriously appear.

Preparation: Tear the heads from three paper matches. Place the three

headless matches in the right-hand coat pocket. Take one of the heads

that was torn from the matches and place it in the small change compart-

ment of your right-hand coat pocket. The other two match heads are dis-

carded. You are now ready to perform the trick.

Presentation: Remove a packet of matches from your pocket. This

packet must have matches of the same color and size as those secretly

placed in your pocket before the start of the trick. Tear out three

matches. Then tear the heads off, and place them on the table. Throw the
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three headless match stems out the window, or some other place where
they cannot be retrieved. While you are moving the three match heads

about the table with your left hand, casually place your right hand in

the small change pocket of your right-hand coat pocket and pick up the

match head you placed there before the start of the trick. The match
head is picked up and held between the first and second fingers of the

right hand so that the match head cannot be seen from the back of the

hand. Holding the match head in this manner, pick up a match head from

the table by using the tips of the forefinger and thumb of the right hand.

Drop this match head into the left palm, counting "One" as you do. Re-

peat the same procedure; pick up the second match head with the right

hand and drop it into the left palm, coimting "Two," but as you drop this

match head, drop the one concealed between your first and second

fingers as well, and immediately close the left hand over the match heads.

Spread the fingers of the right hand and pick up the third match head,

between the thumb and forefinger. Then say, "I will place the third match

head in my pocket." As you do this, and while your hand is in the pocket,

conceal the match head between the first and second fingers and with-

draw your hand, then slowly and casually place your right hand on the

table. Open the left hand and show the three match heads in it. Now, re-

peat the above once more, but when you say, "I will place the third

match head in the pocket," actually drop the match head in the pocket

with the right hand and take hold of the three headless match stems you

had placed in the pocket before the start of the trick. This is done as you
are showing the three match heads in the left hand and placing them on

the table.
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Withdraw the right hand from the coat pocket with the three match
stems concealed in it. With the left hand, pick up the three match heads

from the table and throw them away, preferably in the same spot as the

original match heads were thrown. After this has been done, cup your

hands together and tell the spectator that you are going to make the

heads of the matches reappear in your left hand. You repeat the magic

words, "Matches, matches," then open your left hand, and there are the

three headless matches instead of the three heads. Say to the spectator

that you should have used the magical words, "Heads, heads," instead of

**Matches." Really a startling trick.

44. Magic Dates and Days

Effect: The sheets of a calendar are distributed, one to an individual,

throughout the audience. The calendar may be of any year. Any one of

the spectators is asked to add any three, four or nine dates together. The
spectator announces the result; the performer unscrambles the sum and

tells the spectator which dates were added. One of these spectators is

then asked to name the day on which any date falls. The performer then

tells him on which days the month starts and ends.

Presentation: Have the first spectator circle any three contiguous dates,

either vertically or horizontally. Instruct the second spectator to circle

any four dates by forming a square (two dates by two dates). Instruct the

third spectator to circle any nine dates forming a square (three dates by

three dates). For clarification, see diagrams below.
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The performer now addresses the spectator who has circled three con-

tiguous dates, and asks him for the total sum of these dates. The per-

former must find out if the three contiguous dates fall on the same day or

on three different days in order to ascertain the dates circled. The per-

former merely asks that spectator, "Do the circled dates fall on the same

day?" If the answer is "Yes," the performer divides the sum of the three

dates by three. The result is the middle date. By subtracting seven, then

adding seven to that number (the middle date), he determines the other
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two circled dates. If the spectator answers "No," the performer divides

the sum of the three dates by three to ascertain the middle date. He sub-

tracts or adds one to determine the other two dates. The performer now
addresses the spectator who has circled four dates, and asks for the sum
of these dates. He mentally divides the sum by four, and subtracts four

from this total. This gives the performer an answer, which is the lowest

date in the circled figures. By adding seven to this answer, and seven to

the answer plus one, he arrives at the four dates.

The performer now follows through with the spectator who has cir-

cled nine dates, except that this spectator does not have to add all the

dates, only the highest and the lowest. When performer is told this total,

he mentally divides by two, which gives him the center date of the group.

Add seven and you get the eighth date, subtract seven and you get the

second date, subtract one and you arrive at the fourth date, add one and

you aiTive at the sixth date. The mathematics of the rest is obvious. You

arrive at the remaining dates by adding or subtracting ones and sevens

where necessary.

After you have completed this routine, turn to another spectator with

a sheet and ask him to call off the day on which any date falls. Almost

immediately, you announce the days on which the month begins and

ends.

The explanation for this is that the fifteenth of the month always falls

on the same day as the first of the month. All the performer has to do is to

figure forward or backward, from the date and day the spectator has

called out, to the fifteenth. This gives him the first day of the month. If

the month has thirty days, the month will end one day after the day it

starts. If it has thirty-one days, two days are added. In the case of Febru-

ary, if twenty-eight days, the month ends one day before the day it

starts. If it has twenty-nine days, it ends at the same day it starts.

For clarification, let us take an example. Let us suppose the spectator

announces that Tuesday falls on the twentieth. Going back to the fif-

teenth, we find that this latter date falls on Thursday. Therefore, the

month begins on Thursday. If there are thirty days in this month, the

month ends on Friday; if thirty-one, it ends on Saturday; if twenty-eight,

it ends on Wednesday; if twenty-nine, it ends on Thursday.

45. The Six-Cent Trick

Effect: While the performer's back is turned, he requests a spectator to

hold a nickel in one hand, a penny in the other. By indulging in a bit of
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mathematics, the performer correctly tells which hand holds the penny
and which hand holds the nickel.

Presentation: Ask a spectator to remove a nickel and a penny from his

pocket, and tell him that while your back is turned he is to place the

nickel in one of his hands and the penny in the other. Now, tell the spec-

tator to multiply by 13 the value of the coin he holds in his left hand;

then, to multiply by 13 the value of the coin in his right hand. Then re-

quest him to give you the total of the two answers. This total really has

nothing to do with the trick. You merely must be observant while asking

the spectator to multiply. If the spectator hesitates on the multiplying of

the coin in the left hand, you will know that is the hand which holds the

nickel, as it takes longer to multiply 5 times 13 than 1 times 13. The spec-

tator will think the trick is based on a mathematical formula. But let him

try to figure it out by mathematics, the total will always be 78, no matter

which coin is in either hand. Should you desire to perform this trick some

other time for the same audience, it is suggested that you use another

number, instead of 13; for example, any one of the following numbers:

9, 15, 14, 11, 12, etc. And if you desire, a bit of patter may be used when
performing this trick. The following is very appropriate:

"Einstein is famous for his many theories and in proving what mathe-

matics can do. Here is one he worked that really never did have an

explanation. It has to do with items we all know about, and it is so simple

one wonders why it has amazed people for so many years. I am pleased

to say I was one of the first to have it explained to me, by an old-time

magician who put on a show for Einstein several years ago. In return

for this favor Einstein taught him this. Here are a common nickel and a

penny. You, sir, take them, and while my head is turned place a penny

in one hand and the nickel in the other

—

but—so I cannot know which is

in which hand. You are set? Very well. Multiply the coin you have in

your left hand by thirteen. You have it? Now multiply the coin in your

right hand by thirteen. You have it? Fine. Now give me the total of the

two answers. That, my friend, tells me you have the nickel in your left

hand and the penny in your right hand. Is that correct? Do it again?

Sure, I will do it again and again. As you will see, the answer is always

the same. So how can I tell which is which? That is the sixty-four dollar

question!"

46. The Famous Penny

Effectt: Some coins are picked up by both hands, seemingly in equal
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imounts, but when the hands are finally opened, the number of coins in

the right hand is obviously out of proportion to those in the left hand.

Presentation and Method: Have a spectator place six pennies in a row
)n the table and then two more pennies below them, one on each side,

rhen tell your story, as follows.

"There were three thieves who had stolen six bags of gold, and ended
ip with the gold in their hideout. The six pennies in a row represent the
;ix bags of gold. The two pennies below them represent two of the
crooks. At the present time the third crook is away on a trip. The two
Tooks who have remained behind have, after some discussion, decided
o double-cross the third crook, by dividing the gold and deserting the
udeout."

While you are talking, pick up the coins representing the crooks and
>lace one in each hand. Then, starting with the right hand and altemat-
ng with the left, pick up a coin at a time until one is left. At this time
top and say, "Just as the crooks were dividing the gold and one bag was
dit they heard footsteps outside, became panicky and immediately re-

>laced the gold." Now replace the coins that are in the hands, one at a
ime, but be sure you start replacing them with the left hand. This will

ctually leave you with nothing in the left hand and two coins in the
ight hand, but, of course, do not reveal this to the spectator. Now say.

The crooks immediately investigated and found that the footsteps they
card were made by a stray cow that passed the hideout. So they began
D divide the loot again."

Now start picking the pennies up again, first with the right hand, al-

3mating with the left, and one at a time. Do this again until one penny
; left. At this time, say to the spectator, "Just as they were about to reach
:>T the last bag of gold, this time they heard unmistakable sounds of the
lird crook returning. They knew that their lives were not worth any-
ling if they were caught in the position they were in. So, making a grab
Dr the last bag of gold [the right hand picks up the remaining penny],
ley quickly maneuvered into position [make phony and quick move-
lents with both hands], just as the door was flung open by the third
rook, who demanded an explanation of what was going on. The two
rooks nonchalantly said, ^Vhy, nothing.' [At this time open the left hand
Qd throw the two pennies that are there on the table, signifying that
ley are the two crooks.] "We have just placed the bags of gold in the
ioset for safekeeping." This time you open your right hand and throw
le six pennies on the table.

1h
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47. Mathematics Plus

Effect: By the number of people in a room, the performer mysteriously

is able to tell the result of the addition of several quantities unknown to

him.

Presentation: Have any of the spectators volunteer, and give him a

piece of paper upon v^hich he is to write the following items, one under

another as for adding. The year of his birth, the year in which a great

event happened in his lifetime, the number of people in the room (the

only number the performer knows), the spectator's age, and finally the

number of years ago the great event took place. The spectator adds this,

and to his surprise you announce the answer before he is finished.

Explanation: Actually, this is what is done: you multiply the present

year by two and add the number of people in the room. The year of birth

plus the age equals the present year. The year of a great event plus the

number of years ago it took place equals the present year. The only other

number used in the addition is the number of people in the room.

48. Cut and Tied

Effect: A piece of string or rope is visibly cut in two and then mysteri-

ously restored.

Presentation and Method: Cut off about three or four inches from the

«nd of a piece of string about two or three feet long. Loop this small

piece and place it between the first and second fingers of the left hand,

loop toward the fingertips. Hold the two fingers together so that this piece

of string cannot be seen. This is to be prepared before the start of the

trick. Now take the large piece of string, show it to the spectators or hand

it out for examination. Now take it and hold it up by the center, in the

left hand, letting tlie ends hang loose. Good comedy patter is useful at

this time. With the other hand make as if to pull up the center of the

string so that the loop can be seen, but instead pull the small loop from

betw'een the fingers and hold as if it were a continuation of the large

string (see illustration). Hand someone a pair of scissors and have him

cut through the center of this loop. This seems as if the large string has

been cut in two. Of course, it is only the small loop which has been cut.

Take the scissors and snip off these ends, meanwhile getting rid of the

pieces of the small loop. Make some magical passes and grab the string

by its ends and show that it is completely restored.
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If you wish to do this trick with a rope, have a short loop of rope tied

to an elastic which is attached to the inside of your sleeve. The looped

end of this piece is toward the hand. The elastic is just long enough so

-^FAKE LOOP

that the loop is hidden when not in use. Show large piece of rope, as

above, presumably with its loop on top and ends hanging free. However,

you are actually holding the false loop and the center of the rope together

in the hand making it look like one piece. Cut the loop in the cent^. Re-

lease your hand from the rope quickly, grabbing it by an end with the

other hand and show that it is completely restored. The cut loop springs

up the sleeve so rapidly that it cannot be seen.

49. Two Minus Two Equals Two

Effect: Fifteen coins are placed in a hat by the performer. They are

counted by the spectator, and the number is verified. Two of these coins

are borrowed by the performer, who makes them vanish. Yet, when the

spectator again counts the coins in the hat, lie finds tliat there are still fif-

teen there.

Preparation: Sew a pocket in one of the comers of a man's handker-

chief, and place in it two twent>^-five cent pieces, or any two coins of

like denomination. The pocket is formed by a piece of material of the

same texture and color of the handkerchief. This pocket is then sewed

completely around the coins (Fig. 1). Place this handkerchief in your

breast pocket. Have a small flat plate ready.
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Presentation: With your right hand hold the small plate, fingers on the

bottom and thumb on top. Hidden by the fingers, and held against the

bottom of the plate, are two twenty-five cent pieces. These must not be

seen by the audience (Fig. 2). Have fifteen other twenty-five cent pieces

COINS SEWN IN

HANDKERCHIEF

FIG.2

ready, and drop them one at a time on the plate, counting them as they

drop. Now ask a spectator to come up to assist you. Tell him to take one

of the men's hats, and hold it up with the crown down. Tip the plate so

that the money falls into the hat, and tell the audience that now the fif-

teen coins are in the hat. However, to satisfy any skeptics in the audi-

ence, have the spectator recount the coins onto the plate. When everyone

is satisfied, tip the coins into the hat again, but this time release the two

hidden coins with them. Be sure that you tip the plate toward the audi-

ence so that they cannot see the back. Though the audience at this time

is siu-e that there are fifteen coins in the hat, there are actually seventeen.

Put the plate down and ask the spectator to give you two of the coins

from the hat. Take the coins in the right hand, and at the same time, with

your left hand, remove the handkerchief from your breast pocket. Hold

the handkerchief by the center, allowing the comers to drape down, with

the loaded comer toward you. With the right hand bring the coins under

the handkerchief, but as you pass the loaded comer grasp this corner

with your fingers, and bring it up to the center of the handkerchief, un-

derneath, of course. With the fingers of the left hand, and through the

handkerchief, grasp the loaded coins, drop your right hand to your sides

with the two borrowed coins still in it but concealed. Hand the handker-

chief to a spectator to hold up exactly as you are holding it. The feel of

the faked comer with the two coins therein convinces everyone that the

borrowed coins are in the handkerchief. Casually place your hand in your

pocket, getting rid of the coins in your hand. Tum to the spectator, who

Is holding the hat with the coins in them, and ask him how many coins

should be left in the hat. His reply will, of course, be "Thirteen." Wave
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your hand toward the hat, and say to the audience that you have magi-

caUy transported the coins from the handkerchief back to the hat. Tlie

spectator holding the handkerchief will deny this, since he still feels the

coins.

Joke a bit and tell him that he is not feeling too well, and at the same

time grasp the handkerchief by one of its corners and jerk it out of the

spectator's hands. Hold it up with the tips of the fingers at the comers,

showing both sides of the handkerchief and your empty hands, proving

that the coins have really vanished. TeU the spectator with the hat to

take the coins out, one by one, dropping them on the plate and counting

them at the same time. To the surprise of everyone he counts fifteen

coins.

50. Up in Flames

Effect: A borrowed coin is wrapped in a piece of paper. The entire

packet is burnt into ashes and the coin vanishes. The same coin is then

mysteriously reproduced.

Presentation: Have a square piece of paper ready. This should be

about four by four. Borrow a half dollar from a spectator, and place it on

the paper with its lower edge a little below the center line. The coin is

centered from the sides. At the coin's lower edge, fold the lower part of

the paper up over the coin (Fig. 1). This will leave a free edge formed by

the upper edge of the paper. Hold the coin tiirough the paper, with the

FIG.

I

FIG.3 FIG. 4
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thumb and first finger of the left hand. Now fold the paper to your right,

at or near the coin's edge, completely over and away from you (Fig. 2).

Place the packet so formed in the right hand, held by the thumb and first

finger. Now repeat the same fold with the left side of the paper (Fig. 3).

As you fold with the left hand, retain packet in that hand, held by the

fingers, the free flap pointing upward. With the right hand, fold this flap

downward and away from you. To the audience this looks exactly as if

the coin is fully enclosed. However, the upper edge is really open (Fig. 4).

Transfer the packet to the fingers of the right hand, but reverse it so that

the flap is dov^ni and facing the palm of the right hand. Have a few spec-

tators feel the packet to make sure that the coin is still there.

When they have been fully satisfied, release the pressure of your

fingers from tfie coin (through the paper). This will cause the coin to

drop into your hand. If the packet is held wdth the back of the hand
toward the audience, this action will not be seen. Have a spectator light

a match, and with it light the comer of the packet. Hold it, flaming thus,

untfl it is almost all consumed. Then drop the ashes and the remains into

an ash tray. Pass the ash tray out to the spectators so that they may verify

that the coin has vanished. You may reproduce the coin in any way you

please. A simple way would be to walk across the room and lift up any

flat object and pretend to find the coin under it.

51. The Knife That Doesnt Cut

Effect: Two spectators hold a borrowed handkerchief between them

and spread out in full view of the audience. A sheet of paper is placed

over the center of the handkerchief. The performer penetrates both the

handkerchief and paper with an open pocket knife. Blade and handle go

completely through without any harm being done to the handkerchief.

pRESENTA'noN: Couccal a small nail in your right hand. Borrow a large

handkerchief from a spectator, and have two spectators hold the hand-

kerchief, spread out, one hand at each comer. One spectator stands to the

left and one to the right. The surface of the handkerchief should be at

about a forty-five degree angle toward the audience. The front edge of

the handkerchief, that is, the edge toward the audience, must be in the

lowest position. In this way, everything that goes on on the upper sur-

face can be seen readily, but any action below the handkerchief cannot

be seen. Borrow a pocket knife and open one of its blades. Hold this

knife, with blade upward, in the right hand (together with the concealed

small nail). In the left hand hold a square sheet of paper, about one third
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the size of the handkerchief. Bring the left hand to the edge of the hand-

kerchief closest to your body, so that the paper rests on this edge, half on

and half off. This looks as if you are just steadying the handkerchief.

Now explain to the audience what you are going to do, and place the

right hand, with the knife, under the handkerchief. Raise the center of

the handkerchief with the point of the blade of the knife, and tell the

audience that you are going to penetrate the handkerchief with the en-

tire knife, and yet the handkerchief will remain unharmed (Fig. 1). Bring,

FIG I

FIG

the knife out from under the handkerchief. Then tell them that you must

cover this spot, since the magical process will not work unless it is kept

secret. Put your right hand again under the handkerchief, but this time,

as the hand moves under the paper, grasp the knife with the fingers of the

left hand, which is under the paper. This must be done smoothly and

with no hesitation, and, of course, this action must not be seen by the

audience. Continue moving your right hand to the center of the handker-

chief, and with the point of the concealed nail, which is hidden in your

right hand, raise the center of the handkerchief (Fig. 2). Immediately

bring the paper over the center of the handkerchief, and through the

handkerchief grasp the handle of the knife. Force the blade through the
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paper, as if it were difficult going; force the handle through likewise. Re-

move the paper and the knife, and show that the handkerchief is com-

pletely unharmed. Then secretiy put the hidden nail into your pocket.

52. Stringing a Ring

Effect: A string is cut into two pieces and then completely restored

with the aid of a borrowed ring.

Preparation: For this effect the best type of string is the fairly thick

kind, which is made up of several thin strands. Take about three feet of

5uch string and lay it flat on the table. Separate the strands in the middle

of the string, just about equally, as shown in Fig. 1.

Pull these separated strands taut in a direction perpendicular to the

string, and twist them so that they look like ends (Fig. 2).

Now pick up the string by the middle and pull the twisted ends taut,

until they look like two ends which are a continuation of two strings

(Fig. 3).

FIG. I FIG.2 FIG.5 FIG.4 FIG.
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Now, wax the two real ends together with a small piece of white wax, so

that they look like a continuation of one string (Fig. 4).

Now you are ready to proceed with the effect.

Presentation: Hold the string by the faked ends, in your left hand (Fig.

5). Do not be afraid that the twisted ends will give themselves away.

They look just like the ends of the string. (Try it beforehand and you will
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see.) Hand someone a pair of scissors and have him cut the looped end

(waxed end) off, apparentiy cutting the string into two pieces. Non-

chalantly put the cut end piece into your pocket, with the scissors, as you

do not want it to be examined. Now borrow a ring from any one of the

spectators, and ask him which pair of ends he wishes you to use. No
matter which end he selects (since you are going to use both pairs), pro-

ceed as follows.

Thread the ring over one of the cut ends, and when the ring is close

enough to the twisted ends, lay the ring and the twisted ends on your

left palm; close the left hand, hiding both the ring and the twisted ends.

Now have two spectators hold the cut ends, one at each side. Tell them

that if you released your hand the ring would drop; however, as you say

the magic word, they are to pull their ends gently but firmly. As they do

this, run your hand, holding the ring, back and forth along the string to

flatten the strands. Remove your hand, show that it is empty—and the

string is seen to be completely restored with the ring hanging safely.

(When the string is pulled by the spectators, the twisted ends straighten

out and resume their original positions in the string.)

53. Change for a Five-Dollar Bill

Effect: A one-dollar bill is held in the right hand, and is freely shown.

A five-dollar bill is held in the left hand, and is also freely shown. The
bills are folded into eighths. The five-dollar bill is enclosed in the right

fist. The one-dollar bill is enclosed in the left fist. After a magical pause

—

when the hands are opened the situation is found to be reversed. The
dollar bill is in the right hand, and the five-dollar bill is in the left.

Preparation: Cut out the circled number five on the green side of a five-

dollar bill. Carefully cut the numeral five, including the circle, so that you

have what is pictured in the illustration. Stick this to the right-hand

upper comer of the green side of a one-dollar bill, covering the numeral

one completely. Stick it to the bill by means of a very small piece of wax.

Hold this dollar bill in the right hand with the thumb covering this faked

five-spot. Have a five-dollar bill handy.
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Presentation: Holding the dollar bill (as described above) in the right

hand, casually show both sides. Then wave about a five-dollar bill, which

you hold in the left hand, also showing both sides. Fold the dollar bill

into eighths. Keep the green side on the outside, and end up with the

faked five-spot facing upward. Fold the five-dollar bill into eighths, also

keeping the green side outward, and ending up with tlie circled number
five upward. In folding the dollar bill make sure your thumb is continu-

ally hiding the faked five-spot. Place the one-dollar bill on top of the five-

dollar bill, both numerals facing you. Turn the bills completely over so

that the five-dollar bill is now toward you, and the faked five-spot on the

one-dollar bill is facing away from you, toward the spectator. Do this

during a pause, while moving the hands so that the spectator cannot see

this reversing action. He now sees the one-dollar bill, which, of course,

he thinks is the five-dollar bill, since he sees the faked five-spot.

Slide the upper bill (actually the five-dollar bill) into the left palm.

You may show this movement quite freely, as there is no numeral on the

upturned surface. At the same time, say, "I am placing the one-dollar bill

in my left hand and the five-dollar bill in my right hand." Close your

fingers over the bill which you have slid into your left palm, and hold up
the other bill (with the faked five-spot) so that the spectator is sure to see

the number five. Let it fall into the right palm, five-spot down, and close

the fingers over it. Now say, "Unless your senses were false to you, you

actually saw the five-dollar bill go into the right hand and the one-dollar

bill into the left hand." The spectator will confirm this statement since he

actually saw the number five on the bill in the right hand. Continue the

patter: "However, your senses were actually lying to you, because, as

you see, I now have the five-dollar bill in my left hand and the one-dollar

bill in my right hand!" Open the left hand and unfold the bill therein. It

is easy to do this with the left hand only. Show the five-dollar bill, both

sides, and lay it on tlie table or hand it to the spectator. Now open the

right hand, unfold the one-dollar bill—covering the faked five-spot with

the thumb or first and second fingers of the right hand—and show both

sides. If you wish, you may secretly remove the faked five-spot from the

bill with a finger nail, conceal it in your hand, and then give the one-

dollar bill to the spectator for him to examine.

54. Ghost Match

Effect: A book of matches is opened and the matches are counted by a

spectator. The performer removes one of the matches, Hghts it, blows out
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the flame, and then makes the used match vanish. While this occurs, the

spectator s hand is tightly closed over the book of matches. He is now
told to open the book of matches. To his surprise, he finds not only the

same number as was originally placed there, but one of them is burnt.

Preparation: Take a packet of matches which contains two or more

matches. Take one of the top surface matches and bend it outward from

the pack (do not tear off) and close the cover. Light this match by striking

it on another packet. Blow out the lighted match and place the packet

in the left-hand coat pocket of your jacket. You are now ready to perform

the trick. (Fig. 1 shows how the packet of matches looks in the pocket.)

Presentation: When the opportune time arrives to light a cigarette,

reach into your left-hand coat pocket and take hold of the prepared

packet of matches (the thumb of the same hand hides the used match, see

Fig. 2). A bit of practice is required to place the packet of matches in

FIG.2

this position without any fumbling. Open the packet with your right'

b^nd. Have a spectator count the matches in the book (except, of course,

the one you are hiding, which he must not see). When you have done

this, tear a match from the packet with the right hand (Fig. 3). While

holding the loose match in the right hand, bend the matches over to the

level of the hidden match so that the hidden (used) match is back in the

book. Then close the match book cover. Light the match you are holding

in your right hand by striking it on the space on the match cover pro-

vided for this purpose. Hand the match book to the spectator, instructing

him to hold it in his closed fist.

Now shake the lighted match back and forth briskly to put it out. On
one of the back strokes, get rid of this match by releasing it and letting it
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fall behind you. Immediately and without hesitation, place your hand

—

in which, to all appearances, the used match is still present—palm down
on the back of the spectator's closed fist, and rub his hand briskly. Turn
your hand, palm up, and show that the used match has vanished. Tell

tlie spectator to open the packet and count the matches. If he had twelve

originally, he will count eleven unused matches and one used one, show-

ing that the used match which disappeared has found its way mysteri-

ously back into the closed book of matches.

55. A Life-Saving Dollar

Effect: The performer borrows a dollar bill from a spectator. The
number is recorded by the spectator for identification. The bill is made
to vanish by the performer, and is then found in a new and unopened

package of Life Savers. The bill is identified as the original one.

Preparation: Obtain a new package of Life Savers and a piece of

elastic about eighteen inches long. Tie one end of the elastic around

the package of Life Savers, near one of its ends, and carefully open the

tin foil at the other end of the package. Now pin the opposite end of

the elastic to the back of your vest, or shirt, so that even when the

package of Life Savers hangs loose, it does not show when your coat

is on. If it does, shorten the elastic accordingly. Place the package in

your left pants pocket.

Presentation: Borrow a dollar bill from a spectator, and ask him to

record its number so that he can identify it later. He may even put

another identifying mark on it, such as his signature. Tell him to fold

the bill into eighths, and then to roll it up tightly. While the spectator

is doing this, secredy remove the package of Life Savers from your left

pocket. Take the rolled bill from the spectator by one of its ends. Bring

your left hand up, closed into a fist around the package of Life Savers,

and insert the bill through the open end into the space formed by the

holes of the candy. This should look as if you are inserting the bill into

an empty left fist.

When you have fully inserted the dollar bill, release your hold on the

package. The package will fly behind your coat and hang there. With a

little practice this can be done so that it is not discerned by the spectator.

Now bring your hands together in a brushing motion, and then show that

your hands are empty, proving that the dollar bill has vanished. Bring

your right hand under the back of your coat, as if reaching into your hip

picket. It will take only a moment to fold down the opened end of the
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package, and to push off the elastic from the other end. Take the package,

so released, as if it were coming from your hip pocket, break it in the

middle, and act surprised when you find the dollar bill. When the spec-

tator checks the number and his signature, he finds, of course, that it is

the same dollar bill he originally loaned to the performer.

56. Mind Over Matter

Effect: The performer suggests to one or more spectators that they have
temporarily lost their strength. To demonstrate this, the performer holds

a cane in front of himself with both hands, and the spectators push

against the cane, using all their strength to attempt to throw the per-

former off balance. They are unable to make him budge.

Presentation: To be most effective, it is suggested that you treat the

entire procedure with real seriousness, in order to impress your audience

with your ability to hypnotize and your achievement of remarkable

strength. Discourse a few moments on the powers of suggestion and the

science of hypnosis. Also, touch indirectly upon your attainment of re-

markable strength, due to your magical prowess. Proceed to demonstrate,

as follows.
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Hold a cane in front of you in a horizontal position, one hand near each

-end of the cane. Bend your elbows at almost right angles, so that your

forearms are almost parallel to each other (see illustration). Get several

strong-looking spectators from the audience to assist you with the experi-

ment. Tell them that during this performance not only will they lose

some of their strength, but you, due to your peculiar powers, will gain in

strength. Then have one of the spectators stand directly in front of, and
facing, you. He is to grasp firmly the ends of the cane, outside your hands.

He is to brace himself with his feet solidly on the floor, and to push his en-

tire weight with all his strength against the cane, toward you in a horizon-

tal direction only (picture). He must not use any sudden or jerky moves,

but the pressure must start and continue very smoothly. He will find that

even by using all his strength he cannot throw you off balance. Ask one

or two of the other spectators tc help him—it will avail them nothing.

The secret of this demonstration lies in the fact that in the above posi-

tions, the force of the spectator is dissipated. As he presses against you,

all you must do is to exert enough upward pressure against the cane to

keep it in position. This deflects almost all of the spectators' pressure into

space, rather than against you. It may be necessary to practice this sev-

eral times in order to perfect it.

57. The Coin Vanishes

Effect: A handkerchief is folded over a borrowed coin. When the

handkerchief is lifted suddenly by its edge, the coin has vanished.

Presentation: Under the nail of the thumb of your right hand conceal a

small piece of soft sticky wax. Borrow a handkerchief from a spectator

and spread it out flat on the table. Borrow a coin, preferably a dime,

from another spectator, and place it in the center of the handkerchief.

Grasp the comer nearest your right hand. Press the wax onto the surface

of this comer, and then fold it down so that the comer rests on the coin.

Press this corner with your thumb, so that the coin will stick to the wax.

Do not make this move too obvious (Fig. 1). Now take the other three

comers of the handkerchief and fold them down over the first comer.

The handkerchief is now folded so that the four corners are resting on

the coin (Fig. 2).

To convince the more skeptical individuals in the audience, have sev-

eral spectators feel the coin through the handkerchief, to make sure it is

still there. After they are thoroughly satisfied, place the fingers of each

hand under the folded edge of the handkerchief, toward you (Fig. 3).
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FIG.3

FIG.

4

Wi\h a quick outward movement, straighten this edge and grasp the

comers, lifting up the handkerchief and showing that the coin has van-

ished. What has really happened is that the coin, being stuck to the

comer of the handkerchief, is carried into the right hand (Fig. 4). You
may now make the coin reappear any way you wish.

58. The"Cut'Vp''Tie

Effect: The performer cuts up his own tie, right up to the knot. Passing

his hand from the knot downward, the tie is seen to be miraculously re-

stored.

Preparation: Get two identical inexpensive ties. Put one on in the nor-

mal manner, but tuck the entire tie up to knot into the shirt, so that only

the knot is visible. From the other tie cut the wide end off, which piece

should be the same length as the portion of the tie tucked into the shirt.

Tuck the cut end of this piece into the forepart of the knot, so that it looks

like a complete tie. You are now ready to cut and restore your own tie.

Presentation: Tell the audience that inasmuch as you are a magician^

no matter what you destroy you are able to restore magically. For in-

stance, if you were to cut your own tie to pieces, you could, by magic^

restore it to its former condition. You now proceed to prove this. Begin

cutting pieces off your own tie from the bottom up. When you get to the
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top, pull out the tucked-in piece in the knot. (What you have actually

done, of course, is cut to pieces the false portion of the tie which was
tucked into the knot.) When you have completed the cutting, it looks to

the audience as if all that is left of the tie is the knot. Bring your right

hand up, fingers over the knot and thumb under it. In this way, with a

quick downward and forward motion, you are able to pull the hidden

portion of the tie from behind the shirt. This appears to the audience like

a miraculous restoration.

Before you restore the tie, get rid of the pieces you have cut oflF. You
may make them disappear by placing them in a false pocket in an empty

paper bag. You may prepare this bag, as follows: Get two duplicate

grocery bags (paper). Cut the side completely away from one. Paste this

side into the other bag, pasting the sides and bottom only. This will pro-

duce two pockets (see illustration), one narrow, one wide. Show that the

bag is empty by pressing the false piece to the side of the bag. Place the

pieces into the bag as they are cut off, but place them in the narrow

side. When you are again ready to show the bag, press the false side to

the side of the bag, then show the empty bag. The pieces cannot be seen

because they are enclosed by the false side against the side of the bag.

59. In Your Hat

Effect: The performer borrows a spectator's hat. Presumably meaning

to pour some water into a paper cup, he pours it into the hat instead, to
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the consternation of the hat's owner. Eventually, to his relieved sur-

prise, he finds everything to be all right.

Preparation: Get two medium-sized paper cups. Do not use those made

of soft paper; they should be fairly hard and firm. Cut off the top rolled

edge of one of the cups. Make this edge even all around (Fig. 1). Cut the

bottom completely off the other cup (Fig. 2). Place this second cup within

the first cup. This should now look like one complete cup (Fig. 3). Place

this cup next to a glass about half full of water.

^TOP EDGE
CUT OFF

BOTTOM
CUT OUT

PREPARED
CUP INSIDE

CUP

FIG.I FIG.

2

FIG.4 FIG.

5

Presentation: Borrow a spectators hat and place it on the table, mouth

up. Now say to the audience, *1 am going to show you a little magical

effect with water. If I were to take this cup and place it in the hat [do

this], and then if I were to pour water into the hat, of course, it would go

into the cup [Fig. 4]. If I were to remove the cup from the hat [do this],

and then pour the water in, I don't think the owner would like it."

At this time, when you remove the paper cup from the hat, remove
only the cup which has its bottom cut, out. Thus, unbeknownst to the

audience, you still have the other cup in the hat (Fig. 5). You may at this

time patter a bit about practically anything, after which you pick up the

glass of water and pour it into the hat.

Naturally, the audience does not know that the water is going into the

cup, which is secretly in the hat. The discomfort of the hat's owner at this

time will cause some laughs. After you have poured the water, do a

double-take, scratch your head, and dismally say, "Gee but Tm sorry. I

forgot to put the cup back in." This will get another laugh. Keep looking



82 SCARNE'S MAGIC TRICKS

into the hat, at the owner, back and forth. You must do a bit of good act-

ing here. Suddenly brighten up, and say, "Well, since I am a magician,

let us see what I can do by means of a bit of magic." Take the bottom-

less cup and place it in the hat; actually, of course, you insert it into the

cup full of water. If you wish to make it funny at this time, recite several

funny Hues of magical patter, the more nonsensical, the better. Reach

into the hat, take the combined cups out, pour the water into the glass,

return the dry hat to the owner, and heave a sigh of reHef

.

60. The Animated Match Box

Effect: The performer places a match box on the palm of his hand. At a

command from him, it rises and stands on one end. At another command,

it falls back to its original position.

Presentation: Open the drawer of a match box slightly. Place the open

end on the palm of your hand, and bend the fingers slightly toward the

palm. The greater part of the box should rest against the fingers; the

open end rests on the palm (Fig. 1). The sHght bending of the fingers

loosens the skin on the palm. Now close the box with the other hand, and

in so doing apply sufficient pressure so that the box will pinch a bit of the

skin between the drawer and cover of the box. Then slowly straighten

out the fingers of your hand and the box will rise (Fig. 2).

FIG.

I

It is suggested that you wave the forefinger of your other hand, in a

beckoning motion, as the box is rising. Or merely command it to rise, by

saying, "Up, up." When the box has risen to its full height, command it

to fall. This is done merely by bringing your hand back to its original po-

sition. To release the skin from the box, straighten the hand out to its

fullest extent, and you will feel the skin slowly extricating itself from the

box. The box can then be handed around for examination.
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61. Magnetic Hands

Effect; A half dollar is balanced on its edge on the finger tips of the

performer's left hand. Apparently the magnetic power of the tips of the

fingers of the right hand keep the coin upright. When these finger tips are

moved down toward the palm of the left hand, the upper edge of the

coin follows them slowly, and ends up lying on the fingers.

Presentation: Pick up a half dollar with the right hand. (You may hand
it around for examination.) In the left hand, between the first and second

fingers, an ordinary straight pin is hidden. This pin should lie in the crev'

ice formed by the fingers when they are close together, the head of the

pin facing the tips of the fingers, the point resting on the palm side of the

hand. Take the coin by its edge and balance it on these two finger tips

(first and second fingers). With the thumb of the right hand, raise the

PIN HELD BETWEEN
FINGERS-

point of the pin to a vertical position against the coin. This action will not

be seen by the spectator, since it takes place behind the coin. Press the

two fingers of the left hand tightly together, grasping the head of the

pin. The coin, leaning against the pin so held, will appear to the audi-

ence as if it is resting on its edge. Raise the fingers of the right hand
about an inch above the coin and hold them there for a short interval,

explaining that the magnetism in your finger tips is keeping the coin up-

right. Slowly move the finger tips toward the palm of the left hand, and
slowly release the pressure of the fingers holdiag the head of the pin.

The coin will slowly describe a backward arc, and finally lie flat on the

fingers, as shown in illustration.

This is an excellent illusion if done correctly. At the finish, throw the
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coin to a spectator to be examined, and at the same time release the pin

to fall where it may.

62. Scarnes Cellophane Tear

Effect: The performer takes off the cellophane wrapping of a cigar,

flattens it, and very easily tears it in half. He gives one half to a spectator,

and holds the other half. The performer tears his portion quite easily.

The spectator cannot, no matter how hard he tries, tear his piece of cel-

lophane.

Preparation: Remove the cellophane wrapping from a cigar. Flatten it,

and with the fingernail of one of your thumbs tear two notches on the

edge of the cellophane, one in the middle and the other dividing one of

the halves (Fig. 1).

Presentation: Up to this time you have not said a word to the spectators

about doing a trick. Now you announce that because of your magical

TORN NOTCHES IN CELLOPHANE

prowess you have strengthened your fingers to such an extent that you

are able to perform feats of strength which the ordinary person cannot.

Hold the cellophane with the notches facing downward (Fig. 2). Pre-

tend to tear the cellophane from the top down, but instead, with a slight

downward move, start tearing upward at the middle notch. You will find

that this is easy to do, since you have a start with the notch. Hand the

un-notched half to a spectator and tell him to try to tear it as you are

tearing the other half. You will tear your part without any effort whatso-

ever, because of the notched edge. The spectator will try and try, but he

will probably hurt his fingers before he is able to tear it, if he can tear it

at all.
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63. Dry Water

Effect: The performer shows a bowl of water. He drops a coin into it

and then dips his hand in to retrieve the coin. When his hand is exam-

ined, it is found to be thoroughly dry.

Presentation: Fill a fairly deep bowl with water, almost to the top. Have

a spectator drop a coin into it. Challenge any spectator to remove the

coin with his bare hand and keep his hand dry. No one, of course, is able

to do it. However, you say that you are able to do it by using a bit of

magical powder. Dust the surface of the water with some Lycopodium

powder (obtained at any drug store). Insert your hand, remove the coin,

and then show that your hand is perfectly dry.

Lycopodium has no adhesive powers for water, so that when your

hand goes into the water through this powder, it keeps the water away.

The water will flow off your hand as off a duck's back, which is protected

in the same way by an oily secretion. If you wish to make the effect more

unbeHevable, use very hot water. The feeling of heat will remain, but

scalding or burning will be prevented by the powder. However, if you

use very hot water, be careful.

64. Multiplying Dimes

Effect: The performer rubs a dime along the edge of a table. He re-

moves the dime, and two coins are found in his hand.

Preparation: On the underside of the table, near its edge and about a

foot apart, stick two dimes by means of bits of wax.

Presentation: Tell the audience that magic, at times, is very handy. If a

magician is in need of a bit more change, all he needs to do is— Place a

dime near the edge of the table, right over one of the hidden dimes. Show

that your hand is empty, and then place your thumb over the dime on

the table. The fingers of the same hand are curled under the table edge

in reach of the hidden dime. Rub the dime against the table top, by mov-

ing the thumb briskly back and forth. During this action your fingers

have loosened the hidden dime and allowed it to fall into the palm. Re-

move the dime from the table top with a sudden movement, so that it

also faUs into the palm. Bring your open hand up and show two dimes.

You may repeat tliis effect again with the second hidden dime.
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65. Scarries Coin Vanish

The author has mystified many of the nation's top magicians with this

trick.

Effect: The performer indulges in a Httle game with a coin, requesting

the spectators to guess whether it will fall heads or tails. The climax is

quite surprising. The coin disappears from under the performer's hand.

Presentation: Seat yourself at a table. Rest your left elbow on the table

and lean your head sideways on the palm of your left hand. Now rest

your right elbow on the table, at such a distance that without Ufting

your right elbow from the table, your right hand can swing to the left

and touch the edge of your left sleeve which is near the left side of your

face. This is done merely to get the range, prior to performing the trick.

Swing your right hand back to the table, pick up the coin and don't say a

word about making it vanish. Merely slap the coin on the table with

your right hand and ask a spectator if it is heads or tails. Do this once or

twice more; if the spectator guesses correctly, tell him he is lucky; if not,

he is unlucky.

The third time pick up the coin by the edge with your right hand, and

turning to a spectator, say, "What do you guess this time, heads or tails?"

At the same time, the right hand pivots up to the left sleeve (see illustra-
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tion), drops the coin into the sleeve. Now, immediately bring your right

hand palm down onto the table, pretending you still have the coin there.

Drop your left hand onto the table, look the spectator in the eye and ask

him if the coin is heads or tails. After the spectator has called, slowly

turn the palm of your right hand over, and the spectator will be amazed

to see that the coin has vanished.

Note: There should be no hesitation when dropping the coin into the

sleeve.

66. Time Machine

Effect: A spectator calls out any date in history, and the performer, in a

very short time, tells him the day of the week upon which the date fell.

Method: Let us say the date called is July 4, 1778. Take the last two

digits of the year and divide that number by 4. In this case the last two

digits are 78. Divide this by 4. The result is 19^2. Disregarding any frac-

tions, add the whole number, which in this case is 19, to the last two

digits of the year, 78. Now, using Table No. 1, look up the month, in this

case July, and add the number designated, which happens to be 0. To
the total add the day of the date, which is 4. Look up Table No. 2, and

add the number designated by the period in which the year falls, which

in this case is 4. Add together all the numbers so obtained. The result in

TABLE I TABtE 2 TABLE 3

MONTH KEY NO.

JAN I

FEB 4
MAR . . 4
APRII

MAY ?

LEAP
YEAR

3

JUNE 5

JULY
AUG 3

SEPT 6
OCT 1

NOV 4

DEC 6

YEAR KEY NO

1900 to 2000 --

1800 to 1900--2
1752 to 1800--4
1700 to 1752-— 1

1600 to 1700 -2

ADD i FOR EACH
CENTURY FURTHER

BACK

DAY KEY NO.

SUN 1

MON ?

TUE ^

WED 4

THUR ^

FRI . 6

SAT

this case will be 105. Divide this result by 7. You get a result of exactly

15. In this instance you have no remainder left over, therefore you make
use of a "zero." Look up in Table No. 3 the day of the week designated

by the remainder in this result. The remainder being 0, the day so desig-

nated is Saturday. For example, should the result be 107, you divide this
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amount by 7. You get a result of 15 plus a remainder of 2. In this in-

stance, the day designated in Table No. 3 would be Monday.

67. Through Stick and Pin

Effect: A small stick is stuck on a safety pin, and appears to go through

the opposite bar of the pin.

Presentation: Through the center of a small stick of soft wood, slightly

thicker than a match stick, insert the point of a safety pin. Bring it all the

way through and lock the pin. (If you are careful, you may use a head-

less wooden match stick.) Place the stick in the center of the pin. Hold

the pin tightly by either end with the fingers of one hand (Fig. 1). Swing

the stick around so that its free end is resting on the opposite bar of the

pin, away from you, as in Fig. 1. Bring the forefinger of the other hand

under the lower tip of the stick, and snap it toward you with a sudden

movement of the finger (Fig. 2). If this is done properly, the upper end

of tlie match will now be on the other side of the safety pin. Swing the

stick back to its original position and repeat. The movement is so fast

that tlie illusion of the stick going tlirough the pin is perfect.

68. Cross Your Palm

Effect: A line is drawn on the palm of the hand with the end of a burnt

match. The hand is closed into a fist, and another line is drawn on tlie

back of the hand, in another direction. After a bit of hocus-pocus, the

line on tlie back of the hand is erased. When the hand is opened, it is

found tliat tlie line which was drawn on the back of the hand has mys-

teriously penetrated the hand and crossed the line on the palm.

Presentation: With the burnt end of a match, draw a short line so that

it crosses the natiual line in your palm (see illustration). Close your hand

into a tight fist (do not curl the fingers in, but lay them flat in the palm)

and turn it, back up. On the back of the hand, draw another line of simi-
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lar length, directly over the line on the palm.

Draw this line in an opposite direction from

the line on the palm. Place the fingers of your

other hand on this mark and rub it in a

rotary motion, making some sort of magical

incantation. Pick up your hand and show

that the mark has been erased. Open the

hand and turn it palm up. It will be found

that the original line on the palm is now
crossed by a similar line, which, apparently,

was the line drawn on the back of the hand.

The explanation, of course, is that the line is crossed automatically by

itself when the fist is closed.

MARK

69. Telepathic Coins

Effect: Five coins are placed on the table. A spectator touches one of

them. The performer's assistant names the coin, though he is out of

the room.

Preparation: Place five pen-

cils in your upper vest or shirt

pocket. Four of these pencils

should be of one color. These

pencils should be of gradu-

ated sizes: the smallest a half

inch shorter than the second,

the second a half inch shorter

than the third, and the third

a half inch shorter than the

fourth. On the edge of a pad,

mark off from the bottom of

the pad the sizes of these pen-

cils, as shown in illustration.

Place this pad in your side pocket. Along with these four pencils put

a pencil of another color, and of any size, into the same pocket.

Presentation: Ask several spectators to place five different coins on the

table, so that you have one penny, one nickel, one dime, one quarter, and
one half dollar. Tell the audience that you are going to demonstrate an

experiment in telepathy. Hand the pad to your assistant and tell her, or

him, to go into another room. When the assistant has gone, ask anyone
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in the audience to touch one of the coins. Then tell the audience to con-

centrate mentally on that coin. Now say in a loud voice, so that your as-

sistant may hear, "Will you please write down the denomination of the

coin we are thinking of."

After a slight hesitation the assistant comes in to borrow a pencil.

Hand her, or him, the appropriate pencil: the smallest designating the

penny, the next the nickel, the third the dime and the largest the quarter.

The fifth and odd pencil designates the half dollar. The assistant leaves

the room with the pencil, and all that she, or he, has to do is measure the

pencil according to the mark on the edge of the pad. This will tell her, or

him, what coin has been selected. Of course, the fifth indifferent pencil

does not have to be measured, but always designates the half dollar.

70. Breaking a Pencil with a Dollar Bill

Effect: The performer folds a dollar bill in half. With it he hits the cen-

ter of a pencil, which is held in the spectator's hands, and the pencil

breaks in two.

Presentation: Give a long pencil to a spectator and ask him to hold it

tighdy with both hands out in front of him, and in a horizontal position.

Borrow a dollar bill from another spectator, and fold it in half length-

wise; rub the finger of the other hand over its edge as if you are testing
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its sharpness. Grasp the end of the dollar bill with the thumb and fore-

finger (Fig. 1). Raise it up high over the pencil and bring it down on the

center of the pencil with a sharp blow. The pencil will easily break in

two. What really happens is that when you come down on the pencil

with the bill, you quickly extend your forefinger under cover of the bill.

Though it seems to the audience as if the bill itself broke the pencil, the

finger does the actual work (Fig. 2).

Challenge any spectator to do this. His frustration and exasperation

will increase with each effort.

71. Replacing a Button without a Needle

Effect: The performer tears off a button from a spectator s vest, and by

a mere wave of the hand restores the button to its original position.

Presentation: The buttons on men's vests are usually of three colors,

black, brown, or gray. They are of uniform sizes. Prepare yourself by

placing three such buttons in your side change pocket. Having noticed a

spectator in the audience who is wearing a vest, observe the color of the

buttons, and secrete the proper button in your left hand.

Now call up the spectator as a volunteer. Unbutton the lowest button

on his vest and place the thumb of your left hand over the lower edge of

the button, at the same time secreting the loose button under the tip of

the thumb (Fig. 1). The loose button should overlap the real button

slightly. With your right hand, pick on the sewed button a few times, and

during one of these motions cover the button with the hand. Under cover

of this hand, slide the loose button upward, making it visible, and cover-

ing the actual button with the tip of your thumb (Fig. 2). Remove youa

SEWED BUTTON

LOOSE
BUTTO
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right hand and everything appears to be all right. Take hold of the loose

button with the fingers of your right hand, and with a sudden snap, re-

move it from the vest. This should look as if you have actually torn the

button off. Before the spectator is able to regain his composure, wave
your right hand toward the vest, remove the thumb of the left hand, and

show that the button has been magically replaced.

72. Spots Before the Eyes

Effect: The blade of a knife is shown on both sides, several times.

Sometimes two spots are seen on each side, sometimes one, and some-

times they completely vanish, after which they are magically restored.

Preparation: For this effect you need a small butter knife, the blade of

which is uniformly shaped (Fig. 1). However, if this is not available, cut

a paddle out of a piece of soft wood. A doctor's tongue depressor is ideal

for this (Fig. 2). Cut out two circular dots from a piece of black tissue or

crepe paper. Affix them with a bit of moisture to the blade of the knife,

or paddle, on one surface (Figs. 1 or 2).

FIG. I FIG.

2

FIG.

3

THUMB AND
FOREFINGER TURN

KNIFE OVER

FIG.

4

Presentation: Hold the handle of the knife, or paddle, with the thumb

and forefinger of the right hand. The tip of the thumb should be on the

right edge of the handle, and the tip of the forefinger on the left edge of

the handle. Hold the blade horizontally, pointing away from you, with

the surface showing the two spots facing up (Fig. 3).

Now say, "As you see, I have a paddle [or knife] in my hand, and

there are two spots on it. As a matter of fact, there are also two spots on

the other side." As you say this, turn the paddle over, following an arc

toward you, but as you do this move the tips of the thumb and fore-

fingers, the thumb forward and the first finger backward, rotating the
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paddle so that when you apparently show the other side you actually

show the same side. If done correctly, the rotation of the paddle cannot

be seen, and it should look as if you are showing the other side. This may
require a bit of practice (Fig. 4). Bring the paddle down to its original

position, reversing the movement of the fingers. This will show the same

side with the spots again.

Now say, "You have seen two spots on each side of the blade. How-
ever, if I pass my hand over it you will notice that the spots disappear."

Under cover of the hand, as you bring it over the paddle, rotate the pad-

dle, bringing the empty surface of the blade up. Remove your hand and

show the empt>^ blade. Repeat the move, as above (Fig. 4), showing the

other side, which is also empty. Bring the paddle down again, pass your

hand over it, restoring the spots with the same undercover move. You
may, if you wish at this time, scrape off one of the spots and tell the spec-

tator that if you scrape the spots off one side, the corresponding spots on

the other side will also vanish. Demonstrate this with the above moves.

73. The Match Box Coin Vanish

Effect: A borrowed and marked coin is openly placed in a match box.

After a magical wave of the performer's hand, the box is opened and

the coin is found to have vanished.

Preparation: Get a match box that holds wooden matches. Take the

drawer out, and in the bottom of one of its ends, cut a slit through

which a coin may pass easily (Fig. 1). Fill the drawer with loose matches

and insert it back into its cover. Place this box in your pocket.

SLIT

Presentation: Borrow a coin from a spectator and have him mark it for

future identification. Do not handle this coin, but let the spectator hold

it. Tell tlie audience that the coin will be put some place where you are
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unable to touch it. Place your hands in your pocket as if you are looking

for something. Remove the match box from your pocket, and say, "This

is just the thing."

Open the unslotted end of the box and dump out all the matches. Hold

the box with thumb on top and fingers on bottom. Tell the spectator to

drop the coin into the empty box. Close the box, shake it a few times to

prove that the coin is still there, but at the end of this action, hold the

box vertically in your hand and allow the coin to slide through the slot

into your hand (Fig. 2). This will not be seen by the audience. Place the

box on the floor or on a table. Wave your hand over the box in a magical

way, and then tell the spectator to open the box. He will be surprised to

see that the coin has vanished. You may make the coin reappear any way
you wish.

74. Scarnes Think of a Number

Effect: A card, upon which there are sixteen numbers, is handed to a

spectator. He is told to think of any number on this card. The performer

taps the numbers on the card v^th a pencil, and stops at the mentally

selected number. (A recent creation by the author.)

Preparation: Make up a card with numbers on it, as shown in illus-

tration.

1 15 5 11

5 11 7 1

9 3 3 IS

15 7 15
Presentation: Hand the card with the numbers on it to a spectator. Tell

him to think of any number on this card, and place it face up on the

table. Tell the spectator that as you tap your pencil or finger on the num-

bers shown on the card he is to count the taps mentally, but is to begin

with the number he is thinking of, and count up from there. For exam-

ple, if he selected number 7, he would count your first tap as 8, your sec-
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ond tap as 9, and so on. Tell him to say, "Stop," when his count reaches

25. Your pencil \\dll be resting mysteriously on the number he was

thinking of.

Explanation and Method: The performer may point his pencil to any

numbers on the card he desires for his first nine taps. But for his tenth

tap, his pencil must be pointed at number 15. Thereafter, he must tap

his pencil on the numbers in the following order.

TAPS
ELE\^N any number
T^VELVE nmnber 13

thirteen any number
FOURTEEN number 11

FIFTEEN any number
SIXTEEN number 9

TAPS
EIGHTEEN number 7

NINETEEN any number
TWENTY number 5

tw^nty-ont: any number
TWENTY-TWO number 3

TWENTY-THREE any number
TWENTY-FOUR number 1SEVENTEEN any number

If the performer follows the instructions listed above, whenever the

spectator says, "Stop," the pencil will be resting on the selected number.

Note: The performer should tap the pencil slowly, so that the pencil will

stiU be resting on the number when the spectator says, "Stop."

75. When a Break Is Not a Break

Effect: A wooden match is placed in a handkerchief. Under cover of

the handkerchief the match is broken. When the match is uncovered, it is

found to be magically restored.

Preparation: The performer requires a handkerchief with a hem which

has an opening on each end. Into the opening of the hem, the performer

inserts a wooden match. Then he places the handkerchief in his breast

pocket. Also, he must carry some spare matches.

Presentation: Remove the handkerchief from your pocket and spread

it on the table. Ask to borrow a wooden match. If one is not forthcom-

ing, use one of your own. Place the match in the center of the handker-

chief (see illustration), and roll the handkerchief around it. Pick up the

handkerchief and have a spectator feel the match through the handker-

chief, but be sure you allow him to feel only the match which is hidden

in the hem of the handkerchief. Ask the spectator to break the match
in two through the handkerchief. You then complete the job by breaking

the match into quarters. The spectator will hear the sound of the break-

ing pieces. Place the handkerchief on the table and unroll it slowly; at

the same time repeat the magical words, "Scame, Scame." After the
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MATCH
HIDDEN IN

SEAM ^v <.
':•

handkerchief is unrolled, have the spectator pick up the unharmed
match, then inmiediately place the handkerchief back in your pocket.

76. Disobeying Gravity

Effect; The performer holds his hand up, fingers extended and palm

vertical. He places the metal blade of a table knife in various positions on

the palm or fingers of the hand. The knife sticks to the hand in any

position.

Preparation: The hand is prepared before the trick by applying to the

surface of the hands and fingers a very weak solution of glue. This is al-

lowed to dry. If the hand is cool, it can be examined and felt without

arousing suspicion. Use only a very thin layer of glue.

Presentation: Announce that you are going to demonstrate the magical
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magnetism of your hand. Hand a table knife to the spectators for thor-

ough examination. Have them look your hand over to make sure that you
have nothing hidden in it. Hold the hand up in front of you, fingers ex-

tended and palm vertical. Place the surface of the blade of the knife on
the palm or fingers, and it will stay there. Two positions are shown in

Figs. 1 and 2.

Note: When the hand is examined, make sure it is fairly cool. To moisten

and warm your hand again before the experiment, close the fingers into

the palm, and hold that way for a short while until you are ready to do
the trick.

77. A Cigarette Production

Effect: The performer shows that his hand is empty, and then proceeds

to produce a cigarette from his elbow.

Presentation: Secretly place a cigarette in your collar at the back of

your neck. Show that your hands are empty. Raise your right hand, bend-
ing your elbow, and with your left hand feel below your elbow as if you
are looking for something. At the same time, your right hand reaches be-

hind your collar, removes the cigarette, and secretes it in the hand. When
you do not get anything from your elbow, look surprised, and say, "111

try the other one." Bend your left elbow, raising your arm as before.

Bring your right hand under the elbow, visibly removing the cigarette.

The reaching of your hand to the back of the neck will not be noticed, as

everybody will be concentrating on your elbow. This is a short, quick.

•^rick, but very effective.

78. The Famous Belt Trick

The Belt Trick, or Find the Loop, was a favorite of carnival grifters sev-

eral years ago. Plenty of gullible people were taken for their last dollar by
this innocent-looking swindle.

Effect: A belt is laid on the table by the performer in rolled-up fash-

ion. The spectator is handed a pencil and requested to insert it into the
center loop of the belt, which he does. The performer pulls the belt by its

^vo ends, and the belt clears the pencil or is caught in the center loop.

Either of these results is controlled by the performer.

Presentation: Double a belt in half, then roll it and lay it on table. Re-
quest a spectator to insert a pencil into the center loop, which will catch
the belt when the belt is withdrawn. He does as directed, and you with-
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FIG.

2

-draw the belt by pulling the two ends away from the pencil. Naturally,

the belt is caught by the center loop. Now loop it again, and say to the

spectator that you will bet him a cigar that he cannot find the center loop

again. He tries, but always fails. The secret lies in the fact that when you

roll the belt up, you must do as follows in order to control the result.

Double the belt, but the buckle side must be a little longer and must

be rolled toward the center (Fig. 1). The belt is rolled until the un-

buckled tip of the belt is reached and held by the forefinger of the right

hand (Fig. 2).

Now have the spectator insert the pencil in the loop. If he guesses

wrong, merely pull both ends of the belt with the right hand. If he

guesses the correct loop, release the tip of the belt held by the fore-

finger. It will swing around to the buckled end. Then pull. This way he's

wrong every time, and you have a game that can't be beat. But, don't

play unless you pull the belt.

79. Houdinis Coin Vanish

Effect: This is a little trick that was made famous by the great Hou-

dini. The performer places a coin in the palm of his hand. This is cov-

ered with a handkerchief. The spectators feel for the coin under the
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handkerchief to verify its presence. Yet, when the handkerchief is re-

moved, the coin has vanished.

Presentation: To make this trick more efiFective, remove your coat and

roll up your sleeves. Place a large coin in the palm of your right hand.

Keeping the palm up, drape a handkerchief over the hand. Pass among
several spectators and ask them to verify the presence of the coin in

your palm, by placing their hands under the handkerchief and feeling the

coin. After they have all been satisfied, step back and ask one of the spec-

tators to tie the ends of the handkerchief around your wrists. This pro-

duces, you say, almost impossible conditions under which the coin may
vanish. However, you brazenly announce that you will make it do so.

After a couple of seconds, ask one of the spectators to untie and remove

the handkerchief from your hand. The coin has completely vanished.

Explanation: All you need to work this trick is a confederate in the

audience. He is the last spectator to feel for the coin under the handker-

chief. He actually removes the coin. If this is done without arousing

suspicion, the trick becomes extremely effective.

80. Strip Tease

Effect: A strip of paper with a message on it is torn to pieces by the

performer, and then is restored almost immediately.

Preparation: Print two identical messages on two strips of thin paper,

of exactiy the same size (about five inches by sixteen inches). The mes-

sage may be anything: a funny saying, foreign lettering, someone's name,

in fact, anything to which you can fit appropriate patter. When com-
pleted, the two strips of paper and the printing thereon should look ex-

actiy alike. Take one of the strips and fold it along its length in a series of

small pleats. This will give you a small thin packet. Straighten out the

bottom-most pleat (Fig. 1). Place some paste in the middle of the second

FIG. 2

FIG. I

FIG.

3
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pleat, and glue this onto the back and to the right of the second strip of

paper. This should be glued about two inches from the end and equi-

distant from the long sides (Fig. 2). When this has set, fold the free

pleat over the packet. Fold the upper part of the packet down, and then

fold the lower part upward (Fig. 3).

Presentation : With your thumb over the packet in the rear, pick up the

unfolded strip, wdth the message facing the audience. Patter along ap-

propriate lines, and then begin to tear the paper. You may tear down the

middle first, putting the pieces together so that the packet is always in

the rear. Keep tearing until you have several approximately square

pieces in your hand. Fold these pieces together, toward the audience,

into a small square packet. Wave your hands up and down once or twice,

and during this action reverse the entire package so that the torn pieces

are facing you and the untom strip is facing the audience. Unfold the

packet facing the audience, always keeping the packet of torn pieces

toward you. When you have the strip fully extended, the audience will

not be able to see the torn pieces that are held in place in back with the

thumb, and this will look like a miraculous restoration.

Note: In gluing the folded strip on the back of the duplicate strip, the

lettering should be inverted as compared to the other strip. This is neces-

sary so that when the entire folded packet is turned over, immediately

before restoration, the restored message will be readable.

81. Ring Levitation

Effect: The performer holds a pencil in a vertical position. A ring is

placed over it. The ring rises or falls, according to the command of the

performer.

Preparation: Take an unused long wooden pencil, the type without an

eraser on it, and cut a slit with a razor across one of its ends. Make this

slit a quarter-inch deep. Take a piece of fine but strong black thread

about the length of your arm, and knot one end. Place this end into the

slot of the pencil. The knot will prevent its shpping out, as shown in il-

lustration. Tie the other end of the thread on the lowest button of your

vest or coat, and place the pencil, thus prepared, into your upper vest or

coat pocket.

Presentation: Tell the audience that you are about to demonstrate the

power of mind over matter. Borrow a ring from a spectator. Remove the

pencil from your pocket, and holding it vertically in front of you, with
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the slit end upward (holding it fairly close to your body), drop the ring

over it. This will appear quite innocuous, as the thread cannot be seen

and the ring will fall naturally to the bottom of the pencil. Command
the ring to rise. Slowly moving the pencil away from your body, the ring

will rise because of the tightening of the thread. By gauging your move-

ments, you may command it to rise to the top, or stop anywhere along

the pencil. You may also command it to fall at any time.

82. A Drink on the House

Effect: Water is poured from a pitcher into several glasses. At a com-

mand from the performer, the water in each glass either becomes wine

or remains water. Repeated pourings into the glasses, and back and forth

into the pitcher, produce either wine or water at a command.

Preparation: Fill a transparent glass pitcher with warm water, and add

two teaspoons full of tannic acid (powder); stir until dissolved. Have six

empty glasses on the table. Place a pinch of Oxalic Acid crystals into one.

Pour a small amount of hot water into this and stir until dissolved. Into

each of three other glasses, put three to four drops of Tincture of Iron.

Two glasses remain empty.

Presentation: Tell the audience that you have discovered the very an-

cient magical secret of changing water into wine, and vice versa. Ask

them which they would prefer, wine or water. If they say they want

wine, fill a glass containing the drops of Tincture of Iron with the water

from the pitcher. This will immediately appear red, and will look like

wine. If water is called for, fill the glass containing Oxalic Acid. This
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Avill remain clear. Fill the other glasses and you will end up with three

glasses of wine and three glasses of water. Empty the contents of all the

glasses, except the one with Oxalic Acid, into the pitcher. The water in

the pitcher immediately turns red (wine). Fill the empty glasses again,

and you will have five glasses of "wine." Now pour the water from the

Oxalic Acid glass back into the pitcher, and then follow with the wine

from the other five glasses. All the liquid in the pitcher turns to "water.''

With the proper patter this experiment can be made quite entertaining

and mysterious.

83. A Cigarette Changes to a Dollar Bill

Effect; A cigarette is soaked in water and then rolled between the

hands. The cigarette disappears and a dollar bill appears in its place.

Prepaeation: Remove the tobacco from the paper of a cigarette. Roll up

a dollar bill and place it within the paper so that it looks like a whole

cigarette. Place this in an open pack of similar cigarettes.

Presentation: Say to the audience that you smoke the most expensive

-cigarettes in the world. Remove the open pack from your pocket and

take out a cigarette. This, of course, unbeknownst to the spectators, is

the prepared one. Dip the whole cigarette into water for a moment and

FIG. I FIG.

2

then remove it, placing it between your hands. Roll the cigarette briskly

between the hands a few times (Fig. 1). When you open your hands, all

traces of the cigarette paper are gone, but in its place is a rolled-up dol-

lar bill (Fig. 2), which you unroll and show to the audience. Naturally,

you also show that your hands are empty. The secret of this effect lies in

the fact that the wet cigarette paper, when rolled and rubbed as above,

will practically disappear.

Note: To remove tobacco from cigarette, loosen tobacco by rolling

cigarette between hands, then push tobacco out vdth a pencil.
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84. Stick Through Hat

Effect: The performer removes his hat and passes a stick through its-

crown, yet it remains absolutely undamaged.

Preparation: The performer must secure a soft felt hat, either his own<

or one borrowed from a spectator, and a stick about eighteen inches in-

length and about one-fourth to one-half inch in diameter.

Presentation: Straighten out the crown of the hat and place the stick in

the hat. With the right hand twirl the hat on the end of the stick several

times (Fig. 1). The left hand grasps the brim of the hat with the four

fingers. Apply pressure on the left thumb and form sort of a ditch in the

FIG.4 FIG.6

hat on the side facing you (Fig. 2). Place the thumb of the right hand-

where the left thumb is, fingers of right hand grasping stick and the in-

side of the hat. Now the left hand grasps the inner folds of the ditch and
makes an inside crease of this ditch by applying pressure on the inner

folds of tlie ditch. This forms an externally deep crease (Fig. 3). Hold the

inner folds of the crease between the thumb and forefingers of your left

hand, and remove your right hand, holding the stick (Fig. 4). Strike the

stick on the table with your right hand, showing it is solid. Now bring

the stick up and push it through the crease from the outside (Fig. 5). Push
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the stick up and down several times, finally bringing the stick out from
the top of the crown (Fig. 6). This will appear to the audience as if the

stick has completely penetrated the crown of the hat. Straighten the hat

out and pass it around for examination.

85. Classical Rope Trick

Effect: A rope is cut right through its middle. Two ends are tied to-

gether. At a magical command by the performer, the rope is restored

and the knot vanishes.

Preparation; Get a soft rope, similar to an indoor clothesline, approxi-

mately three to four feet in length. If a rope of this type is not available,

A length of heavy string may be used. The performer will also require

scissors.

Presentation: Pick up the rope, and hold it in the left hand, one end be-

tween the thumb and forefinger (this end will be referred to as A) and

the other end between the tips of the forefinger and second finger (this

end will be referred to as B) (Fig. 1). The palm of the hand is facing you.

Place the four fingers of the right hand around the lower loop facing

you, the hand being held below the loop (Fig. 2). Bring this loop up,

draped over the four fingers of the right hand. The right hand almost

reaches the palm of the left hand, and the second and third fingers of the

A B A B A 6

FIG.4
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right hand grasp the rope seven inches below end A (Fig. 3). Holding

the rope firmly between the second and third fingers, pull the rope

through the loop, which is resting on the palm of your right hand, and

continue to bring the rope up to meet your left hand. Form a loop with

the rope held in your right hand, about the size of the end of the rope

held in your left hand. Transfer this loop to the left hand, where it is

held between the thumb and forefinger, as is end A (Fig. 4). Now take

the scissors in your right hand and cut through the loop held in the left

hand (Fig. 5).

You are now holding four ends in your left hand. The end held be-

tween the thumb and the palm of the hand is end A. There are two ends

between the thumb tip and forefinger. The end nearest A is end C, the

end nearest B is end D. You now apply pressure with the thumb and

firmly hold ends A and C. Allow ends D and B to fall (Fig. 6). Tie ends

A and C together with a double knot (not too tightly) and show the rope

now, full length and tied together.

Starting with either one of the two hanging ends, wind the rope

around your left hand, and as the rope slides through the right hand, re-

tain the knot in it, finally removing the knot with the right hand. Done
in a fast motion, the removal of the knot is not seen by the audience.

Unwind the rope from the hand, throw it out to the audience, showing

it to be completely restored, and while they are examining it, secretly

place the knot in your pocket to get rid of it.

86. Spin the Coin

Effect: The performer tells a spectator to spin a coin on a table top,

and by mere concentration is able to tell whether the coin falls heads or

tails. This may be repeated, and the performer never misses.

NICK
(N COIN

iiiii naffll
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Preparation: Use a nickel, and with a sharp knife, upon one of its sur-

faces right at the edge, make a fairly large nick, but not large enough to

be seen except upon close examination (see illustration). You will find

that the sound of the spinning nickel, while it is coming to rest, is now
different on the nicked side as compared to the other side. Spin it your-

self a few times and you will notice the difference. If the nick is on the

tail side of the coin, when this comes to rest it sounds flat and clicky.

Therefore, the side that turns up is heads. If the head falls, it will sound

clear and ringing, and a spin will last slightiy longer. Therefore, the coin

will turn up tails.

Presentation: Hand the nickel to a spectator and tell him to spin it

while your back is turned. Tell him that by concentration alone you will

be able to call it correctly when it comes to rest, heads or tails. Wait a

moment after it stops spinning, and with a very thoughtful attitude, an-

nounce the result.

87. Roll Your Own

Effect: The performer removes a sheet of cigarette paper from a packet,

pours in imaginary tobacco, rolls it into a cigarette, lights it casually, and

smokes it. (The cigarette is fully packed and smokable.)

Preparation: Place a cigarette between two sheets of cigarette paper.

Paste together the edges of these sheets so that it contains the cigarette

but from a short distance looks like one sheet of paper. Place this back in

the packet of cigarette papers and cover it by another sheet.

Presentation: Remove the packet of cigarette papers from your pocket

and take out the top single sheet. Go tiirough the actions of rolling a
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cigarette with imaginary tobacco, but somehow you have difficulty and

do not succeed. Crush the paper and throw it away. Now remove the

second sheet (the loaded one). Hold it cupped between your fingers,

ready for the tobacco (see illustration). Held this way it looks perfectly

innocent. Pour in some imaginary tobacco, going through the actions

that you often see a cowboy do in westerns. A little bit of acting is re-

quired. Roll the cigarette, lick it, and place it in your mouth. Bring a lit

match to it, light it, and casually puff away. Instead of the paper flar-

ing up, as your spectators expect it to do, you casually continue smoking

it. They will be surprised and may even examine the cigarette (not too

carefully, of course).

88. Vest Through Coat

Effect: The performer challenges any man in the audience to remove

his vest without removing his coat first. The spectators will concede fi-

nally that this is impossible, as it would require the passing of a solid

FIG.

4
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through a soHd. The performer now calls up one of the spectators, who
is wearing a vest, and proceeds to do the impossible.

Presentation: Stand in front of the spectator. Have him remove all ob-

jects from the pockets of his coat and vest. Unbutton his coat and vest.

Bring the right-hand lower front comer of the spectator's coat up and

through the right armpit of the vest, from the outside in. Bring the arm-

pit over the (Fig. 1) right shoulder, and pull his arm completely through

(Fig. 2). Swing the armpit around the back and toward the left side; at

the same time keep pulling his coat through (Fig. 3). When the armpit

of the vest reaches the left shoulder, bring it over the shoulder and pull

his left arm through. Then pull the entire left side of the coat through

this armpit, from the inside out. The vest is now hanging by its left arm-

pit, inside the coat, on the left shoulder (Fig. 4). Bring the loose end of

the vest through the left coat sleev^e, and pull the vest right through and

off. It will come off easily as there are no encumbrances now (Fig. 5). Do
these actions quickly, so that the spectators, even if they watch closely,

will be confused and will not be able to repeat the moves.

89. Animated Cigar Band

Effect: The performer places a cigar band over the tip of one of his

fingers. Moving the hand in a quick up and down motion, the cigar band

seems to jump from the tip of one finger to the tip of the other.

Presentation: Remove a cigar band from a cigar and place it on the tip

of the second finger of your right hand. Tell the audience that you have

the power, because of your magical abilities, to give life to the band so
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that it is able to fly instantaneously from one finger tip to another. Place

your index finger and the second finger (with the band) close together

at the edge of the palm of yom* left hand (Fig. 1). Curl the other fingers

in. Bring the hand up and down with short sudden movements, and at

the same time curl your index finger into your hand and bring up the

third finger. This move cannot be seen by the audience, as the up and

down movement is too fast (Fig. 2). It now appears as if the band
jumped from one finger to another. Actually, you have just substituted

the third finger for the first one. Repeat the movements several times, and

the band actually appears to jump from one finger to another. With
proper movements and timing, this is an excellent example of visual

deception.

90. Salivary Repair

Effect: The performer has a string cut into two, places two ends in his

mouth, takes hold of the other ends, and after a bit of chewing, removes

die string from the mouth fully restored.

Presentation: Announce that inasmuch as you are a magician even

your sahva contains magical quahties. Take a piece of string about three

feet long and tie the two ends together. The string is held by the four

fingers of the right hand and the four fingers of the left hand. The right

hand holds the knot and is facing palm upward. The left hand is facing

palm downward (Fig. 1). You now reverse the position of the hands by
turning the wrists. The right hand now faces palm downward, the left

palm faces upward. This movement twists the string between the

LOOPS
LOCKED
TOGETHER
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hands (Fig. 2). Then bring the right hand over to meet the left hand, in

the above described position, and let the string fall from the right hand

onto the left hand. Immediately place the knuckles of the right hand

against those of the left hand, then pull both hands apart, thereby form-

ing a double loop. This action has caused two loops to be locked to-

gether in the right hand, forming a lock (Fig. 3 shows this, as viewed by
the performer).

Hold the string covering the "lock" between the thumb and fore-

finger of the right hand. With the left hand, grasp both pieces of string

about an inch away from the locked position. Now ask a spectator to take

the scissors and cut the two strands of string between the fingers. After

the string has been cut, allow the left ends to drop, and still covering the

locked position with the thumb and forefinger of your right hand, show

the two pieces of string.

Place the ends and the loop held in the right hand into the mouth.

Take hold of the opposite ends with each hand and go through the move-

ment of chewing, in the meantime manipulating with your mouth to re-

move the small piece. Hide the piece so removed under your tongue, and

take the string from the mouth, showing it to be completely restored.

Hand it out for examination, if you wish.

91. The Unstickable Pin

Effect: The performer makes an ordinary straight pin stand up verti-

cally by sticking its point lightly into a hard surface. Then he challenges
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anyone in the audience to make the pin penetrate the surface by giving

it a sharp blow with the palm of his hand. No one will have the courage

to do this. You then proceed to do it yourself. Even though the pin does

not penetrate the surface, but is merely bent in two, the palm of the hand

remains completely undamaged.

Presentation: Stick the point of an ordinary pin into a hard surface,

making it stand up vertically, as shown in illustration. Tell tiie audience

that due to your magical powers, the skin of your palm is absolutely

impenetrable. You can, with one blow of the palm of your hand, drive

the pin into the table. Emphasize this statement by bringing your

palm down with a real sharp blow on the surface of the table. This helps

to harden the surface of the palm momentarily. Challenge someone in

the audience. No one will volunteer, being afraid that the pin will pene-

trate the palm. Now bring the palm down with a sharp blow on the head

of the pin. When the hand is lifted the pin has not penetrated the table,

but it is bent in two. You will barely feel the pin on your palm. Even

after you have done this, no one else will have the courage to try to

duplicate your feat.

92. Flexible Pencil

Effect: The performer holds a pencil horizontally between the thumb

and forefinger of his hand. When he waves his hand up and down, the

pencil becomes flexible and bends as if it were made of rubber.

Presentation: Take hold of a pencil with the thumb and forefinger of

your hand, about one-third the distance from one end. Hold it extended

and in a horizontal position. Hold it very lightly and loosely between the

fingers. Move your hand up and down in short, rapid, brisk moves, and

allow the ends of the pencil to seesaw up and down. As the pencil see-

saws in the hand, an illusion is created—it looks as though the ends are

flexible and bend and flap like the ends of a soft rubber bar. Try this,

it is very mystifying and amusing.

93. The Non-Burning Shoelace

Effect: The performer exhibits what looks like an ordinary shoelace.

He holds up one end and asks someone to bum it. After it has burnt for

quite a distance, the performer passes his hand over the damaged end,

and the lace is shown to be completely restored.

Preparation: Obtain a pair of shoelaces, the type that has hollow

strands. Make a small hole in one side of the center of one of the laces.

Thread the end of the other lace through this hole and up one end,
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bringing its metal tip out near the metal tip of the other lace. Cut off the

remaining half, leaving a small end protruding at the center, and sew
this end to the first lace (Fig. 1).

Presentation: Hold up the prepared lace for the spectators to see, cover-

ing the double end with the fingers of your left hand. With the thumb

FIG. I

FIG.

2

and forefinger of the left hand, grip the protruding tip of the inserted

half lace. Bring the other hand to this end, and gripping the end of the

whole lace, bring it with a sliding motion to the center of the lace. This

portion of the whole lace will pleat itself within the right hand like an

accordion. When the right hand reaches the center, hold it there in

order to hide the pleated portion (Fig. 2). Hold up this end, so uncovered,

and have someone hold a lit match to it until it burns. Allow it to bum
about halfway, releasing and dropping the left hand. Bring the left hand

over to the right, and with the thumb and forefinger of this hand, grasp

the metal tip enclosed in the right hand. Pull this out sharply. This move-

ment will straighten out the pleated end and will enclose any remnant

of the burnt end. You show the restored lace and may even pass it around

for superficial examination.

94. The Match from Nowhere

Effect: The performer takes a box of matches out of his pocket. He
opens the drawer of the match box, removes a match and closes the box.

Striking the match on the side of the box he finds that it is a dud, and

throws it away. He brings his right hand to the box as if to open it to

remove another match. Mysteriously a lit match appears in his hand.

Preparation: On the striking side of a match box, with a small piece of

wax, stick one of the matches. Stick it parallel to the side and along its

lower edge. The head of the match should face toward the left (see il-

lustration).
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Presentation: Remove the match box from your pocket and hold it in

your left hand, faked match toward you with match head to the left.

Open the drawer of the box and remove a match. Close the box. Secretly

reverse the removed match and strike the wrong end against the side of

the box a few times. After a few tries, look at it in disgust, and throw it

away as a dud. Bring your right hand toward the box as if to open it for

another match, but, instead, grasp the end of the fixed match, break its

seal, and with the same move strike it. Mysteriously, seemingly from no-

where, a lit match makes its appearance.

Make these moves without hesitation and the trick will be very ef-

fective.

95. Fourth-Dimensional Knot

Effect: The performer challenges anyone to tie a knot in a string that is

being held at both ends, without letting go of either end. After some
unsuccessful attempts by several spectators, the performer proceeds to

perform this feat.

Presentation: Lay the string on the table. Fold your arms, one above

the other, with your left hand over the right upper arm and your right

hand under the left upper arm. While your arms are thus folded, grasp

one end of the string with one hand, and grasp the other end of the

string with the other hand. Separate your arms by pulling them in oppo-

site directions. A knot will appear in the center of the string, demonstrat-

ing the performer s superior prowess.

Another more elaborate and much more baflBing method is shown be-

low. Holding the string as in Fig. 1, go through the movements of loop-
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FIG 3

FIG A

ing the string, as in Figs. 2 and 3. The string and your hands will be

looped together, as in Fig. 4. Turn your hands down, allowing the loops

to fall off the hands. However, here there occurs a subtle move. As you

allow the loops to fall, release end A (Fig. 5), and allow it to slip through

loop B, and at the same time grasp part C of end A. This move sounds

more difficult than it is—it really is almost automatic and cannot be seen

when executed without hesitation. Follow the diagrams and instructions

with a piece of string or rope in your hand.

96. Rope Through the Neck

Effect: A rope is wound around the neck of the performer. Grasping

both ends, he pulls at the rope and it appears to go completely through

his neck.

Presentation: Take a piece of rope about five or six feet long and drape

it on the back of your neck, letting the ends hang loosely on your chest.

The end that hangs over your right shoulder should be about a foot

longer than the other end (Fig. 1). With your right hand, grasp the

shorter end of the rope (the one over your left shoulder) (Fig. 2). Bring

your left hand under your right, grasp the longer end of the rope, and

form a loop (Fig. 3). Bring the loop over your left shoulder and around

your neck, stopping midway behind your neck, and tuck the loop under

your shirt collar. Immediately thereafter, bring your right hand (holding
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FIG.5

the shorter end of the rope) completely around the neck in the same di-

rection. The function of the loop tucked under your shirt is to prevent the

loop from slipping. From the front it looks as though the rope is wound
completely around the performer's neck (Fig. 4).

All you have to do now is pull forward with both ends of the rope, and

it will clear the neck (Fig. 5), appearing as if the rope had gone through

the neck.

Note: The above moves should be practiced so that you can do this trick

neatly and without hesitation.

97. Cut-Up

Effect: A string is placed lengthwise in a piece of paper, which is then

folded over it. The paper and the string are cut in half. Yet, when the

string is held up, it is seen to be unharmed.

Presentation: Use a fairly heavy piece of string. Fold a piece of stiff

paper with two folds and lay the string in it (Fig. 1). Fold over the wider

side of the paper, and then fold the narrower side over this. However,
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FIG. 3

as you fold the narrower side, with the tip of the thumb push the center

of the string out over the wider side (Fig. 2). This move should not be

seen by the spectators. Hold the entire thing now, as shown in Fig. 3,

thumb side toward yourself. Proceed to cut, as shown in Fig. 4. What
occurs is obvious. After the cut, allow the two pieces of paper to fall to

the floor, revealing that the string is still intact.

98. He Knows Your Number

Effect: The performer sends his assistant out of the room. A number,

between 1 and 100, is selected by any spectator in the audience. It is

written on a slip of paper, which is then folded. The assistant comes back

into the room, and after a bit of concentration, announces the number.

Preparation: Have a square or rectangular table in the room (or on the

platform). Mentally place the numbers from 1 to 10 on two edges of the

table (Fig. 1). The other two edges of the table are noted as zeros. This

placement is, of course, mutually worked out beforehand by both the

performer and his assistant.

Ppjesentation: Send your assistant out of the room. Ask the spectators

to decide on any number between 1 and 100. After this is done, write the



SCARNKS MAGIC TRICKS 117

FIG.3

number on a slip of paper, and fold it so that the number cannot be seen.

For a one-digit number—for example, 3—place the folded piece of paper

on the table at the spot mentally designated as that number (Fig. 2). If

a two-digit number—for example, 47—is chosen, place the paper at the

position of the first digit and the pencil at the second (Fig. 3). If the

number ends in zero—for example, 50—drop the paper at the proper

spot and place the pencil at right angle to the "zero" edge of the table.

Call the assistant back into the room. He concentrates a moment, looks

at the table, and announces the number. Before the assistant returns, you

may leave the room to obviate any suspicion of collusion.

99. Color-Changing Shoelace

Effect: Tlie performer holds up, and shows freely, a black shoelace.

The lace mysteriously changes from black to white, after the performer

runs the lace from one end to another through his closed fist.

Preparation: Obtain a pair of shoelaces, one black and one white. The

FIG. I

WHITE LACE IS ENTIRELY ENCLOSED IN BLACK ONE

FIG.2

WHITE LACE
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strands of these laces must be hollow. Make small openings right near

the two tips of the black shoelace. Insert the tip of the white shoelace

into one opening and thread it all the way through the black shoelace up
to its tip. Bring the tip of the white lace through at one end (Fig. 1).

Cut oflF the tip of white lace at other end, and sew this end to the black

lace.

Presentation: Hold up the prepared lace with thumb and forefinger of

left hand, covering the two tips, and allowing the rest of the lace to

hang loose. Call attention to its color—black. Say some "magic" words,

and now enclose end with your right fist. With the fingers of the

left hand grasp the protruding tip of the white lace, and holding the

end of the black lace with the right hand, slide the hand down, pleating

the black lace all the way to the other end, which will fold like an ac-

cordion within the right fist and will be hidden by it. Only the whit© lace

will show now (Fig. 2). This is a very effective color transposition.

100. Changing Checkers

Effect: Two stacks of checkers are shown. One is all red and the other

all black. Each of these is covered by a paper cone. At a command by

the performer, the stacks change places: the red becomes black and the

black becomes red.

Preparation: Take a black checker and paint its bottom red, or paste a

piece of red paper on it so that when it is held toward the audience it

looks like a red checker. On the bottom of a red checker do the same with

black paint or paper. Arrange a stack of six or seven black checkers, the

prepared black one on the bottom. Arrange another stack of six or seven

red checkers, with the prepared red one on the bottom. Make two paper
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cones by wrapping a piece of paper loosely but snugly around the Stacks,

and twisting the top of the paper, as shown in illustration.

Presentation: Have the two stacks, red and black, standing in front of

you on the table. Visibly cover each stack with a prepared cone. Now
say to the audience, "If I were to move these stacks around a few times,

you would probably not be able to follow the movements, and finally

would wonder which stack is red, and which is black. This would not be

magic, but sheer confusion.'' (Move the stacks around quickly so as to

confuse the audience.) "Can anyone now tell me which is red and which

is black?" Whether someone guesses or not, tip each stack back without

removing the cone, and let the audience observe the bottom of each

stack, the color of which is actually the reverse of the checkers. Continue,

saying, "Now, as you see, this stack is the black one, and this is the red

one. If I were to command each stack to change places—that would be

magic. Let us try." Make a magical pass and command the checkers to

change places. Remove the cones from the stacks, and lo and behold!

the checkers actually have changed places. If presented properly, this

effect will really worry the audience.

101. Sleight of Foot

Effect: The performer places a coin under the left toe of his shoe. Upon
command, it vanishes from that position and appears under the toe of

the right shoe.

Presentation: This effect, for best results, should be done while sitting

down. Hide a coin under the heel of the right shoe. Now, by swinging

your feet to the side, on your heels, you may show that there is nothing

under each toe. Show a coin to the audience. (This coin should have the

same appearance, and, if possible, date, as the one hidden under the right

heel.) Bring the coin down toward the left toe. As you pass the cuff of

your trouser leg, allow the money to drop into this cuff and, without

hesitation, bring your hand to the toe and make it appear as if you place

the coin under it. Make sure that this is done smoothly, and without any

jerky movements. Practice it awhile before performing. After doing this,

carelessly show that the hand is empty. As you do this, move your right

foot back so that the coin under the heel will now lie under the toe.

Command the coin to move from where it is, under the left toe, to under
the right toe. Raise your left foot, showing that the coin has vanished.

Now raise your right foot, showing that the coin has been mysteriously

transposed from under the left shoe to under the right shoe.
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102. Transposed Colors

Effect: A red checker is placed in one match box, and a black checker

is placed in another match box. The match boxes are marked accordingly.

At a command from the performer, the checkers change places.

Preparation: Obtain two match boxes. On one end of one drawer mark

a red cross. On one end of the other drawer mark a black cross. Have
the drawers open at the opposite ends as the boxes are lying on the table.

In addition, have one red and one black checker on the table.

Presentation: Announce that you will attempt, by magical means, to

have two checkers of different colors change places. Place the red checker

into the drawer of the box marked by the black cross, and the black

checker into the drawer of the box marked by the red cross. These marks

are invisible to the audience, being hidden by the cover when the draw-

ers are open. Close the drawers, and holding the previously marked ends

down so that they cannot be seen, have a spectator mark the blank ends

of the drawers appropriately, red cross for the red checker, and black

cross for the black checker. Pick the boxes up in one hand, and in the

process of explaining what you are about to do, reverse them, so that the

previously marked ends face the audience. This action must not be

noticed by the audience.

Place the boxes on the table, with the marks that you have prepared

previously facing the audience. Pick up the boxes one at a time, and say,

"As you have seen, the black checker was placed in this box marked by

the black cross, and the red checker in this one marked by the red cross."

Place them on the table again, wave your hand over them, and order the

checkers to change places. Open the drawers on the side facing the

audience, and dump out the checkers—which are found to be in reversed

positions. The marks made by the spectator cannot be seen when the

drawers are open.

103. Dead or Alive?

Effect: The performer asks the spectator to write a list of eight or ten

names. All these names must be of living persons, except one, which must

be of a dead person. The performer looks at the hst, concentrates, and

then reveals the name of the dead person.

Presentation: Ask a spectator to write down on a piece of paper a list

of numbers from 1 to 8 or 10. Then tell him to write the name of a

person next to each number. Tell him that all these names must be

names of living people, except one. He is to decide beforehand at what

number he is to place the name of the deceased. Also, tell him to use
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names of persons whom you (the performer) are not acquainted with.

As he does all this, he is prone to hesitate before writing each name.

WHien he comes to the name of the dead person, there will be barely any

hesitation, as he has aheady predetermined this name. When he has

completed this hst, scan it with some concentration, and then reveal the

dead person's name.

104. From the Spirit World

Effect: A piece of blank cigarette paper is shown. A spectator calls out

the name of any famous dead person. The blank cigarette paper is rolled

into a small pellet and thrown into an empty glass. After a moment of

**spiritualistic meditation," the pellet is removed by the spectator and

opened up. On it is written the name of the dead person.

Preparation: Place a packet of cigarette paper in your right-hand

trouser pocket, with the top sheet facing outward. Also, in the same

pocket, have a very small pencil.

Presentation: Say to the audience, "If everyone remains quiet I will

try an experiment with the spirit world. However, perfect decorum must

be observed, otherwise the spirit, or spirits, will not respond and the

experiment wiU be a failure." Hold up a blank sheet of cigarette paper,

which you may pass out for examination. When everyone is perfectly

satisfied that it is blank on both sides, tell one of the spectators to hold

it. At this time ask anyone in the audience to call out the name of a

famous dead person. If more than one name is called out, allow the

spectators to decide among themselves which one they wish to use.

When the name that has been decided upon has been called out, go

into an attitude of deep concentration, as if you are invoking the spirit of

this dead person. While you are doing this, your right hand is in your

right trouser pocket. With the small pencil therein, write the name of

the dead person on the top sheet of the packet of cigarette papers. After

you have written this, roll the cigarette paper into a small pellet and

place it bet\\^een the tips of the first and second fingers, so that when
you remove your hand from the pocket it cannot be seen. Now ask the

spectator who is holding the blank cigarette paper to roll it into a pellet.

Take the pellet from him with the tips of your right thumb and fore-

finger, and make as if to throw it into an empty glass. But instead release

the hidden pellet between your first and second fingers. This should look

perfectly innocent to the audience, exactly as if you threw in the pellet

which was handed you.

Go into another attitude of concentration, invoking the spirit of the
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dead person. At this time you may very easily get rid of the other pellet

by dropping it into a pocket. Now ask a spectator to take die pellet out

of the glass, unroll it, and read the name written on it. This, of course, is

the name of the dead person. This eflFect is so strong you may end up with

several converts to spiritualism in the audience.

105. For a Change

Effect: The age of a spectator and the amount of change in his pocket

are unknown to the performer. Yet, by means of a bit of arithmetic, the

performer divines both the spectator's age and the amount of change in

his pocket.

Presentation: For this example let us assume that the spectator is forty-

two years of age and has fifty-one cents in loose change in his pocket.

Tell the spectator to multiply his age by 2, and then add 5 to the result.

He is to multiply the answer by 50, and then subtract from this result

the number of days in a year (365). To the result so obtained tell him to

add the total amount of loose change in his pocket. Now he is to an-

nounce the final result. Of course, all this time the performer is not aware

of the spectator's age or the amount of change in his pocket. The arith-

metic will look as follows:

AGE
MULTIPLY BY
ADD 5

42
84
89

MULTIPLY BY 50 4450
SUBTRACT 365 4085
ADD CHANGE (51) 4136

As is seen, the final result is 4136. The performer now adds, mentally or

on paper, the number 115 to this result. This gives us the total 4251. The

first two digits of this result represent the spectator's age. The last two

digits represent the loose change in his pocket.

106. Finger Waves

Effect: The performer asks any two spectators to hold out, at the same

time, any number of fingers from one to five. Though the performer's
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back is turned, he announces the number of fingers each spectator holds

out, when the sum of all the fingers is told him.

Presentation: One of the two spectators chosen for this effect is a con-

federate of the performer's. The performer turns his back and tells the

two spectators to hold out any number of fingers from one to five, in the

same manner as boys sometimes do to choose first turn up in a game of

baseball. Either spectator may hold out his fingers first. The total sum
of the fingers held out is announced. After a bit of concentration, the

performer calls out the number of fingers extended by each spectator.

This can be repeated indefinitely.

Explanation: The first time the fingers are extended, the confederate

always holds out two. Thus, when the sum is announced, the performer

is able to tell very easily the number of fingers extended by each spec-

tator. When the action is repeated, the confederate holds out the same

number of fingers as the other spectator held out previously. Knowing

this, the performer is again able, very easily, to announce the numbei

of fingers held out by each spectator. This may be repeated ad infinitum.

You may repeat this stunt with another victim, using any other formula

agreed upon beforehand with the confederate.

107. Slate Telepathy

Effect: While the performer's back is turned, a spectator writes a word
and a number on a slate. He also draws any design or picture. He shows

all this to the audience, and then erases it completely. The performer

now takes the slate and writes on it the word and number, and draws

the design.

Preparation: Clean the two surfaces of the slate with ammonia water,

and allow it to dry. This cleans all oil off the surfaces. Soak a piece of

chalk for a short while in 3 in 1 Oil. Remove the chalk and dry it thor-

oughly so that it does not feel oily. Anything written on the slate with

this chalk, and then erased, will show up in light oily strokes, when the

surface of the slate is held at any angle under the light. Though the per-

former can see this, the slate looks thoroughly blank to the spectators.

Presentation: Hand the slate and chalk to a spectator, and tell him that

while you are at the far end of tlie room, and your back is turned so that

you cannot possibly see, he is to wTite a word and a number on the slate.

Then he is to draw any simple picture or design on the same side. When
he has completed this, he is to turn the slate toward the audience so they

can verify what he has written and drawn. He is then to erase, with a



124 SCARNE'S MAGIC TRICKS

soft dry cotton cloth, everything that he put on ttie slate.

The performer now turns around, takes the chalk and slate, and faces

the audience. He tells them to concentrate on the word. He hesitates a

moment and then writes the word on the slate. He turns this to the au-

dience, and their applause confirms its correctness. He repeats this with

the number and the picture. Of course, all this time the light oily lines

of the word, number, and design are visible to him only. This effect

appears to be real telepathy, and the audience will be very much
impressed.

108. Arithmetical Matches

Effect: The performer hands a full packet of matches to a spectator.

The spectator is told to remove some matches, place some in his pocket

and hold the remainder in his hand. The number in each case is unknown
to the performer, and yet he announces the number of matches that is

held in the spectator's hand.

Presentation: The performer hands a full packet of twenty matches to
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YOU HAVE
'OUR MATCHES
IN YOUR HAND I

a Spectator. He is told to turn around so that the performer is unable to

see what he is doing. The performer tells him to remove several matches

from the packet and place them in his pocket. He is to count the remain-

ing matches, add the digits of the result, and is then to remove as many
matches more as the result designates. For instance, if fourteen matches

are left, he removes five (1 -f- 4 = 5). He places these also in his pocket.

All this time the performer is unaware of the total number of matches

removed. Now he tells the spectator to remove any number of matches

he wishes and to hold them in his closed hand. The spectator is asked to

turn around and hand the packet back to the performer.

At this time, while in the act of nonchalantly setting the matches aside,

the performer takes a quick look and counts the remaining matches. He
merely subtracts this number from nine, and this will give him the num-
ber of matches held by the spectator in his hand. When the first two

actions are followed through by the spectator, according to the instruc-

tions, nine matches will always be left.^So, in order to tell how many
matches are held in the spectator's hand, all the performer need do is

subtract the number of matches left in the packet from nine. When the

performer announces the number of matches held by the spectator, it

appears to be quite a bafflng feat.

109. Gravity Defied

Effect: The performer holds a ruler in his right hand, held between the

thumb and fingers, palm facing the audience. Most of the ruler is below
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the hand. Upon command, the ruler slowly begins to rise, or jumps up
suddenly, witliout any visible means of motivation.

Preparation: Secure a twelve-inch thick ruler and prepare as follows.

Get a small screw whose head has a small circular opening, the type

used for picture-frame hanging. Screw it in the back of the ruler about

one inch from the bottom edge, but do not screw it all the way through

as it should not be seen from the front. Place the same type screw about

one inch from the top end of the ruler, also. Secure a string of elastic

about ten inches long that will stretch almost twice this length. Attach

a button to one end of the elastic, the button being slightly larger than

the hole in the screw head. Run the free end of the elastic through the

top screw and attach it to the head of the bottom screw ( Fig. 1).

ELASTIC

Presentation: Pick up the ruler so that the back of the ruler is hidden

from the spectator s view, and place in the palm of the left hand, with

the button at the bottom end. Grasp the button between your second and

third fingers, and hold it firmly. Grasp the bottom end of the ruler with

the right hand and pull it, causing the button to go to the opposite end

of the ruler, by stretching the elastic which is hidden from view (Fig. 2).

Now the left hand is near the top of the ruler, still grasping the button

between the fingers and holding the ruler firmly. Command it to rise.

Slightly release the pressure of the fingers around the ruler, and the

tension of the elastic will cause it to rise slowly (Fig. 3). You may tell it
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to stop at any time. Stop it at will by contracting your fingers again. After

this demonstration, push the ruler down again and command the ruler

to jump. Release the grip on the ruler and it will jump into the air.

Naturally, the ruler cannot be passed around for examination.

110. Watch-It

Effect: Two numbers on the face of a watch are added together by a

spectator. From the sum, the performer, with only a moment's concen-

tration, announces the two numbers. In the same way, the smaller of the

two numbers is subtracted from the larger, and the performer announces

the result.

Presentation: Ask a spectator to remove his watch, look at its face and

mentally add any two opposite numbers together. Ask him to announce

the result. Concentrate a moment and then announce the two numbers

he added. Immediately ask him to repeat this and mentally to add any

other two opposite numbers, and again announce the result. You again

immediately tell him the numbers he added. Now, without allowing time

for anyone to analyze this procedure, ask a spectator to subtract mentally

two opposite numbers, the smaller from the larger, but not to announce

the result, just to concentrate on it. Almost immediately you tell him the

correct figure.

Explanation: This effect is very simple, and some people in the audi-

ence may catch wise. However, if presented correctly and followed im-
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mediately by another effect, many in the audience will remain mystified.

When the opposite numbers on the face of a watch are added there are

only six possible sums, 8-10-12-14-16-18. As you can see, this is a simple

arithmetical progression, and is very easily remembered. Thus, when any

of the above numbers are announced as a resulting sum, it is quite easy

to break it up into its component, opposite numbers.

It is important that you have the spectator do two such additions to

impress psychologically upon his mind the fact that the results are always

different. Now, when you ask him to subtract one opposite number from

another, he will assume that the results will also be different, depending

upon the numbers chosen. Actually, the result is always six, no matter

which opposite numbers are chosen. Do not give the spectator, or spec-

tators, a chance to think this over, but immediately proceed to another

effect.

111. Divination of a Sum q

Most people who have had a smattering of education in mathemat'

know the principle of the number 9, and its many peculiar antics.
^

:•_

favorite effect for many years was the writing of a column of figures^

and by use of the nine principles, the predestination of the result of their

addition. However, too many spectators know of this principle, and

therefore it cannot be used too often. However, the following effect,

though still using this principle in a disguised form, may be done, and at

the same time the method used will fool the experts completely.

In order to better understand the secret, and for those who are not

acquainted with the principle, the old method is reviewed, as follows.

Three spectators would write three numbers, one under the other, and

the performer would write two more numbers right under these. It would

finally look like this

:

1) 84219

2) 67310

3) 40019

4) 15780

5) 32689

If you examine the first and fourth row of figures you will find that

each pair of digits, vertically, totals nine. The same thing happens with

the second and fifth numbers. In order to predict the sum, you took

row 3, subtracted 2 from the last digit and placed a 2 in front of the

result. Therefore, the third or middle number being 40019, the predicted

result would be 240017.

^^- *.'
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The following effect disguises the principle quite cleverly.

Presentation: Have a pad and pencil in your hand. Ask any spectator to

call out a five-digit number. Write it at the top of the pad. At this point

remind yourself that you wished to make a prediction, and on a separate

piece of paper write this prediction.

Let us say the first number called out was 84219. Your prediction of

the final sum will be (following the above rule) 284217. Fold the piece

of paper with this prediction on it, and hand it to a spectator to hold.

You have on the pad the first number called out by a spectator. Hand
the pad and pencil to another spectator for him to write a second five-

digit number under the first. Repeat this again with another spectator.

You should now have three five-digit numbers, written one under an-

other, and freely chosen. Take the pad and pencil, quickly add two more

five-digit numbers, and immediately hand the pad to someone and tell

him to total the figures. Have someone read aloud the prediction made

previously by you, and the audience will think that you are either clair-

jyant or are a mathematical wizard, because the actual total and the

^ 3dicted total correspond.

xplanation: The nine principle is used, but in a completely disguised

form. Let us say the figures written are as follows

:

1) 84219—Spectator

2) 67310—Spectator

3) 40019—Spectator

4) 35878—Performer

5) 56791—Performer

The numbers on lines 1, 2 and 3 are freely chosen by the spectators,

"he numbers on lines 4 and 5 are selected by the performer on the fol-

lowing basis: he subtracts the sum of the vertical digits in lines 2 and 3

from 18, and makes the vertical digits in lines 4 and 5 equal the difference.

In other words, if you look at lines 2 and 3 and add the last digits ver-

tically, you get 9. Subtract this from 18, which leaves 9. When you now
begin writing your numbers, begin writing from right to left any two

digits whose sum is 9. In this case, 8 and 1. Move to the left in lines 2

and 3. Add the next two vertical digits, 1 and 1 which equal two. Subtract

this from 18. This leaves 16. Now to yom* first two digits, and to the left

of them, add two digits whose sum will be 16. In this case 7 and 9. Keep

this up until you have two five-digit numbers written. When all the five-

digit numbers are totaled, it will be the same as the predicted total. No
matter how closely anyone may look, he is unable to find the principle of

9, but it is there, very cleverly hidden. Though this sounds involved, it

is very simple and can be done quite quickly.
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112. Burning Sugar

Effect: The performer challenges the spectators to light a piece of

sugar so that it bums with a flame. They are unsuccessful, but the per-

former displays his magical powers by effecting this feat.

Presentation: Before you do this effect, have in front of you, on the

table, a very small amount of cigarette or cigar ash. This will be un-

noticed by the audience, especially if you pay no attention to it. Pass out

several lumps of sugar to some spectators in the audience, and say, "This

sugar is not for eating purposes, but is part of an experiment to prove my
magical powers. I now challange anyone with a piece of sugar to light

it with a match, and cause it to bum with a flame." The spectators now
try this and they are completely unsuccessful, for the sugar will melt as

it bums, but there will be no flame.

ASHES ON
EDGE OF
SUGAR

When they have fully satisfied themselves that it cannot be done, say

to them, "Now that you are satisfied that it cannot be done by ordinary

means, will someone please hand me any one of the lumps of sugar."

When you get a lump of sugar, place it on the table with one end on the

small pile of ashes, while you continue to say, "I am able to do this

because of my magical powers." Remove a packet of matches from your

pocket, or borrow some. Light a match, hold it in your right hand, and

with your left hand pick up the lump of sugar from the table. As you do

so, press the sugar down on the ashes to make sure that some of the ash
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adheres. Bring the hghted match to that part of the sugar which has the

ash on it, and the sugar will begin to. bum with a flame. The ashes act

as a catalytic agent, which makes the sugar bum, thus proving your

magical powers.

113. Telephone Mind Reading Experiment

ITie following effect cannot be done on the spur of the moment, but

it is so effective that it is worth the trouble of previous preparation. It

will definitely convince your victim that you have telepathic powers.

Effect: The performer calls a friend on the telephone. He asks him to

take in his hand any magazine that is available to him. He is to open

to any page and concentrate on the first word or passage. After a moment^

the performer tells him the name of the magazine and the word or pas-

sage he is concentrating on.

Preparation: Next time you go visiting, observe the magazines that are

lying around your friend's home, and make a list of them, preferably of

recent issues. Obtain duplicates of these magazines and keep them avail-

able at home. Next to each one on the list, place the number of pages in

each magazine.

Presentation: Call up your friend and tell him you wish to try an ex-

periment in telepathy. Tell him to pick up any magazine, of recent vin-

tage, he has available at home. Then tell him to open to a page from 1

to — . At this time you hesitate and ask him how many pages the maga-

zine has. If he says 150, you complete the instructions
—

"from 1 to 150.''

The number of pages in the magazine will give you a clue as to which

magazine is being used, since it is unlikely that any two magazines will

have the same number of pages. When he has selected a page and told

you the page number, tell him to concentrate on the first word or, pref-

erably, passage on that page. Take your duplicate magazine and turn to

the designated page. After a moment of concentration, read the word,

or passage, to him. He certainly will be flabbergasted—and convinced

that you are a genuine telepathist.

114. The Twice-Lit Match

Effect: A match is Ht by striking it against the side of a match box. The
flame is blown out. The burnt match is struck again on the other side of

the box, and mysteriously hghts again.

Preparation: Take a wooden match and dip its head into a bottle of ink,
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blackening the head and part of the stick, so that it looks like a used

match. Allow it to dry. Stick it lengthwise, with a bit of wax, to the under

side of the match box and place the entire thing in your pocket.

Presentation: Say to the audience, "There is a peculiar thing about

some matches and match boxes. For instance, if I were to take a match

from this match box and strike it on one side of the box, it will light."

Take the prepared box out of your pocket, remove a match and proceed

to demonstrate. Hold the lit match a moment, blow it out and let it lie

in the palm of your hand. The box, which meanwhile is being held with

the other hand, is placed on the palm, covering the match. With the

same motion, reach under the box and removed the prepared match.

This should look like a simple exchange of objects from one hand to

another. Now say, "However, if we strike the same match on the op-

posite side of the box, it will also light." Proceed to do this, proving the

peculiarities attached to some matches and match boxes.

115. Knots That Are Not

Effect: The performer causes knots in a rope to vanish and reappear on

command.

Preparation: In a rope about five feet long, tie two regular knots about

a foot from one end of the rope. Tie these knots close to each other, like

a double knot. About four inches below this tie a slip knot. This is done

by crossing the rope and drawing a loop through, pulling it tight so that

it looks hke a real knot (Fig. 1). Tie a second slip knot about four inches

below the first. The rope should look as in Fig. 2. Hold the rope with the

left fist, allowing it to hang down and enclosing the three upper knots in

the fist, allowing only one slip knot to show. When held so, it looks as if

it were a piece of rope with one knot in it (Fig. 3).

Presentation: Call the attention of the audience to the knot. Enclose

it in your right hand, and with a sHght pull, release the knot. Remove

your hand and make a throwing motion with it as if you removed the

knot and are throwing it away. The knot has vanished, but with a brisk

shake of the left hand you cause it to reappear, by dropping the second

slip knot. This is done so fast that the movement of the knot dropping

cannot be seen by the audience. You cause this one to vanish also. This

time, when you make it reappear, drop both genuine knots. Hand the

rope out for examination, and explain that the two knots that vanished

have reappeared.
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SLIP KNOT

KNOTS

FIG. 2

116. Pendulum of Fate

Effect: A weight, tied onto the end of a string and held as a penduliun

by a spectator, will respond to questions by swinging of its own volition

in one of two different paths—a straight line or a circle.

Preparation: Obtain a brightly colored stone, about the size of a marble,

and tie this to one end of a string about ten inches long.

Presentation: Tell the audience a story about having obtained, with a

great deal of difficulty, from a friend in ancient Tibet, a peculiar sub-

stance which has psychic powers. Show the colored stone tied to the

string. Have a spectator volunteer, and have him hold the end of the

string with the stone hanging downward like a pendulum. Tell him to

hold it extended from his body, and as steady as possible. Request that

he ask any questions that require the answer "Yes" or "No." Explain that
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if the stone swings in the path of a straight Hne, the answer will be "Yes."

If it swings in a circular path, the answer is "No." After a moment or so,

no matter how steadily the spectator tries to hold it, the stone will my-

steriously begin to move—either in a straight path or a circular path

(see illustration).

The explanation for this is rather uncertain. However, the most logical

•explanation is that there is a very slight muscular movement of the spec-

tator's hand, according to whether he wishes the answer to be "Yes" or

"No." The spectator is completely unconscious of this action. No matter

what the explanation is, it will definitely work. Try it yourself and see.

You may repeat the experiment as often as you wish.

117. Melting Coin

Effect: A coin is dropped into a glass of water, under cover of a hand-

kerchief. The handkerchief is removed and the coin is seen in the glass.

The glass is again covered with the handkerchief for a moment. When
the handkerchief is removed this time, the coin has vanished.

Presentation: In your left hand hold a glass about half full of water.

Allow the glass to rest on your flat palm. Have someone place a coin in

the center of a handkerchief. Have him pick up the coin through the

handkerchief. Then he is to drape the handkerchief over the glass and to

drop the coin into it. As the spectator does this, tip the glass toward

you, so that when the coin drops it will hit the side of the glass and then

fall into your hand. The tinkling sound will convince the audience that

the coin went into the glass. Have the spectator let go of the hand-
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kerchief so that it will rest on the glass. With your right hand, grasp

the rim of the glass through the handkerchief, and place it (the glass)

directly over the coin. Remove the handkerchief and allow the spectator

to look into the glass to verify that the coin is still there. The refraction

of light through the bottom of the glass will make it appear so. Cover
the glass with the handkerchief again and move the covered glass to

your right hand. Conceal the coin in your left hand, which now removes

the handkerchief to show that the coin has vanished.

118. Hopping liubber Band

Effect: The performer places a rubber band around two fingers of his

hand. At his command the band seems to jump from one pair of fingers

to another, without any visible means of propulsion.

Presentation: Place a rubber band around the first and second fingers

of the left hand. Hold the hand up with its back toward the audience,

the fingers extending upward. The rubber band should be loose enough

for a small part of it to hang down on the palm side (Fig. 1). With the
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right hand, snap the palm side of the rubber band once or twice. When
you are about to snap it again, pull the band out and curl the fingers

toward the palm, so that they are all within the rubber band (Fig. 2).

Snap the band and, at the same time, straighten your fingers again. The
band will automatically release itself from the first two fingers and sud-

denly appear around the third and fourth fingers.

Repeat the above procedure and the rubber band will reappear on the

first and second fingers. From the front this appears to be quite tricky.

To make it look even more mysterious and puzzling, you may add the

following twist. While the band is around the first and second fingers,

loop another rubber band around the tips of the fingers so that it ties

the fingers together (Fig. 3). Now it certainly appears as if it were im-

possible for the band to jump from one side to the other. However, you

will find that it will work exactly as before. The above routine may
require a slight bit of practice in order to do it smoothly.

119. The Literary Glasses

Effect: The performer wraps a small book in a handkerchief. He places

two glasses next to each other on one surface of the wrapped book.

When he inverts the entire thing, the glasses do not fall, but mysteriously

cling to the book.

Preparation: Tie two beads together by a bit of cord, so that there is a

little less than an inch between them (Fig. 1). Sew this into the hem of x

handkerchief so that it is situated equidistant from both comers (Fig, 2).

Presentation: Explain that with your magical powers, you will attempt
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to overcome the law of gravity. Take a small book about four or five by
six inches, and wrap the handkerchief around it. Wrap it so that the

beads end up outside and on the center of one of the surfaces of the book

(Fig. 3). Place two inverted glasses on the center of this surface, so that

a bead lies within each of the glasses (Fig. 3). Now, if you place your

thumb between the two glasses, and force it to the surface of the book,

the tension so obtained between the beads and the thumb will hold the

glasses firmly to the book. Slowly invert the entire thing and the glasses

will hang to the book without falling (Fig. 4). Turn it upright again and

remove the glasses. Place the handkerchief in your pocket and hand
around the book and the glasses for examination.

120. The Chameleon Handkerchief

Effect: The performer shows a red handkerchief. He draws the hand-

kerchief through his closed fist, and it changes from red to green.

Preparation: On one side of a white silk handkerchief sew a square

piece of red silk, and center it so that a white border of about three-

quarters of an inch is left. On the other side of the handkerchief sew a

piece of green silk so that a white border of the same size shows. The
two pieces of colored silk should be the same size.

Presentation: Hold the prepared handkerchief by two comers, so that
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only the red side faces the audience. Drape the handkerchief over the

left fist, red side up. The fingers of the fist are in a horizontal position.

Make sure that in doing this the audience does not see the reverse side

of the handkerchief. With the index finger of the right hand, poke the

center of the silk down through the fist, and then grasp it as it comes

through at the bottom. Pull it through quickly and then immediately

grasp the comers so that the green side faces the audience. Do every-

thing quickly and snappily, so that later the members of the audience

will swear that they saw both sides of the handkerchief. With proper

presentation, this becomes a very mysterious color change.

mm
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121. Impossible Escape

Effect: Three or four small pills are placed in a small vial or bottle

which is full of water. This is then corked. The performer places this

behind his back, and in a moment brings it forward The vial, still full

of water and tightly corked, is in one hand, but the pills are in the other

hand.

Preparation: Obtain a small vial or bottle. The opening of this vial, or

bottle, should be small enough so that none of the fingers could enter it.

Supply it with a tight-fitting cork. Just below the top surface of the cork,

insert a small piece of Alnico magnet. Make sure that this is not too

noticeable. Obtain three or four small steel bearings and paint these a

solid white. They will now look like small pills.

Presentation: Show the open vial full of water to the audience. Drop

the "pills" into it, one by one. Cork the vial tightly. Show it around so

that everyone is satisfied with the conditions. Bring the vial behind you

so that the audience may not see what transpires. Remove the cork, hold-

ing the vial upright. Place the upper surface of the cork against the

bottom of the vial. The magnet in the cork will attract the "pills" through

the surface of the glass. Carefully running the cork along the surface to

the opening of the vial, it will bring the "pills" with it. As you release

the cork from the mouth of the glass, the "pills" will cling to it. Remove
the "pills" and hold them in your right hand. Cork the bottle tightly

again and bring your hands forward, showing that you have accom-

plished the impossible.

122. The Traveling Signature

Effect: A spectator writes his signature on one of three oblong pieces of

paper. The three pieces of paper are then placed together and rolled up

into the shape of a tube. The spectator is now asked to point out the-

paper on which his signature appears, but no matter what he announces,

he is always wrong.

Presentation: For this demonstration you will need three oblong pieces;

of paper of the same size (about six by two and a half inches will do).

Ask a spectator to place his signature across one of the pieces of paper.

Place this piece of signed paper between the other two, and then place

the three sheets together and overlapped flat on the table (Fig. 1). Start

rolling the three sheets Jogether in the shape of a tube. Start with the

comers facing you, and roll them forward, away from you (Fig. 2). When
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CENTER SHEET-

you have completed the roll, continue until the comers you started with

begin to fall flat on the table. You will notice that they fall one at a time,

due to the fact that they were originally overlapped. The position of the

center sheet, with the signature, will depend on how many comers you

allow to drop before you begin unrolling. For instance, if you allow just

one comer to drop, the signature will appear on the bottom sheet when
the papers are unrolled. If you allow two comers to drop, the signature

will appear on the top sheet when the papers are unrolled. If you allow

the three comers to drop, the signature will appear on the middle sheet,

in its original starting place.

After you have completed the roll the first time, allow the three cor-

ners to drop to the table. Then ask the spectator on which sheet the sig-

nature was put. He undoubtedly will say it is the middle one. Unroll the

sheets and show him that he is correct. Roll the sheets up again, but

before you allow any comers to drop, ask the spectator where he thinks

the signature is now. No matter what he answers, drop the appropriate

number of comers to prove that he is wrong. This may be repeated

several times.

This trick may also be performed by making use of two one-dollar

bills and a five-dollar bill. The five-dollar bill is handled in the same

manner as the piece of paper with the spectator's signature on it. Great

as an impromptu stunt when paper is not available.

123. Sour Dollar

Effect: The performer borrows a dollar bill from a spectator in the

audience. The serial number is recorded for identification. The performer

makes the dollar bill vanish, and it is subsequentiy found in a lemon.

Preparation: Go to your neighborhood bank and exchange a ten-dollar

bill for ten new singles. You will find, usually, that the numbers on these

single bills run in consecutive order. You will need only two of these
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consecutive bills. Change the last digit of one of the serial numbers to

match the other bill. For instance, if you have two bills, the serial num-
bers of which end in 3 and 8, it is quite easy to make an 8 out of the 3

with blue ink. With a bit of good printing you can make the two bills

look exactly alike, even under fairly close observation. After you have

done this, take a lemon and remove its end pip. Do not discard this. By
running a thin pencil through the length of the lemon, up to its other

end, you will create a space large enough to conceal a rolled-up dollar

bill. Roll one of the prepared bills into a small packet and insert it into

the space. Cover the entrance to this space with the pip you originally

removed, and cement it on with any good glue or cement. To all appear-

ances the lemon looks perfectly natural, and may even be examined fairly

closely. Place this lemon in a saucer, together with two other unprepared

lemons. Have them ready on the table. Place the other dollar bill in your

side pocket. Prepare a handkerchief by sewing a piece of paper the size

of a dollar bill rolled up into a small packet into its hem at a comer.

Have this prepared handkerchief in your pocket.

Presentation: Borrow a dollar bill from a spectator in the audience.

Accept only a fairly new bill, since it has to match as closely as possible

the prepared bills. Look at the spectator who gave you the bill and say,

"Did you give me this bill? Thank you." Place the borrowed bill in the

same pocket that has the concealed bill; then remark that you were only
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fooling and remove the hidden bill from your pocket, leaving the bor-

rowed bill in its place. Tell someone to copy the serial number of the bill

for future reference.

Pick up the saucer with the three lemons, and by using the "magi-

cian's choice," have the prepared lemon selected. This is done as follows,

Have a spectator remove any two lemons. If he leaves the prepar^ed

lemon in the saucer, say, "This is the one you wish me to use." Hand it

to another spectator to hold. If the spectator removes the prepared lemon

and another one, ask him to return one to you. If he hands you the pre-

pared lemon, repeat above statement and action. If he keeps the prepared

lemon, tell him to hold it, as it is the lemon he wishes to use.

Now roll up the bill into a small packet and hold it in your right hand.

With your left hand remove the prepared handkerchief from your pocket.

Use this handkerchief as described in the trick, "Two Minus Two Equals

Two," page 67, in order to make the bill vanish. When this has been

Accomplished, hand a knife to the spectator who is holding the lemon,

and tell him to cut it. Tell him to cut all around to the center of the lemon,

and then separate the halves. He will find a dollar bill jutting out of one

of the halves. Tell him to remove it, unroll it and check its serial number
with the recorded one for identification. The bill of course matches. If

you wish you may have someone cut the other lemons in half to verify

the absence of any bills.

124. Obedient Handkerchief

Effectt No. 1 : The performer balances a handkerchief on the tips of his

fingers. The handkerchief rises or falls at a command.

Preparation: Obtain a waxed drinking straw and flatten it along its

length. Sew this into the hem of a handkerchief with one of its ends at a

comer (Fig. 1, B). Place this handkerchief, folded up, in your breast

pocket without bending the straw.

Presentation: Remove the handkerchief from your pocket, and grasp

it with the fingers by the comer (Fig. 1, A), allowing it to hang down.

Tie a knot at this comer. Holding the knot with one hand, stroke the

handkerchief downward with the other, two or three times. Still holding

it by the knot, bring the other hand down, and extend the fingers as if

you are about to balance the handkerchief on them. With the tips of the

forefinger and thumb at the lower end of the straw, close your fingei-s

around the lower part of the handkerchief. Release your hold on the

knot, and it will look as if the handkerchief is balanced upright.
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Make this action look deliberate and difficult, as if you are really trying

to balance something. Hold it in this position for a moment, and then

command, "Down Rover." By a sHding movement of the forefinger and

thumb, allow the handkerchief to recline slowly. Now say, "Up Rover."

By a reverse movement of the fingers, cause it to stand up again. After

you have done this several times, throw the handkerchief up into the air,

catch it, crumple it up and replace it in your pocket. This eftect, done

correctly, is not only very mysterious but very funny.

Effect No. 2: The performer causes an end of a handkerchief to rise and

fall at will by merely waving his hand over the handkerchief.

Preparation and Presentation: The performer ties one end of the

handkerchief into a knot about two inches from the end. The handker-

chief is placed into the clipped left hand as shown in Fig. 2. Merely by

moving the thumb back and forward, the tied end of the handkerchief
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will rise and fall on command (Fig. 3). To make the effect more startling,

it is suggested that the performer wave the right hand over the handker-

chief while it is rising and falling.

125. The Elusive Marble

Effect: The performer places a marble on the table and covers it with a

handkerchief. He whisks the handkerchief away and the marble is no

longer there. It is then found in the performer's mouth.

Preparation: Get two marbles exactly alike in color and size, a small

rubber band (or one can be made by cutting off the end of a fountain

pen tube), and a handkerchief.

At the start of the trick, you secretly place one of the marbles in your

mouth, under your tongue so that you will be able to talk. The small

rubber band is in your left-hand coat pocket, and the duplicate marble

is in your right-hand coat pocket.

Presentation: Remove a handkerchief from your pocket and spread it

out on the table. Reach into both of your coat pockets, take out the

marble with your right hand and place it on the center of the handker-

chief. At the same time, remove the rubber band from your left-hand coat

pocket by having it around the thumb and first and second fingers of your

left hand. This is not to be seen by the audience. Immediately place your

left hand holding the rubber band under the handkerchief, and with the

right hand, bring the lower right-hand comer of the handkerchief over

the marble (Fig. 1).

As you place the comer down, allow the rubber band to slip off the

fingers and around the marble, so that the marble will be enclosed by

the center of the handkerchief and held there by the rubber band. At

the same time, with the left hand bring the lower left-hand comer of the
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handkerchief up and over the other comer. These comers should covei

the marble. Bring the other two upper comers down the same way. Now
you will have the four comers of the handkerchief covering the marble

and the center of the handkerchief. Pause a moment, grasp one of the

comers, and with a sudden move, whisk the handkerchief into the air,

keeping it in motion and showing that the marble has vanished. Crumple

the handkerchief and place it in your pocket. Bend your head over the

table, and slowly allow the concealed marble to protrude between your

lips and then drop to the table (Fig. 2).

126. Color Discernment

Effect: Three squares of cardboard, colored differently on each side,

are placed before a spectator. While the performer's back is turned, the

spectator turns these cards over (opposite side up), each one as many
times as he wishes. Then he covers one of them with his hand. When the

performer turns around he divines the color that is covered.

Preparation: Prepare three small cards (about two by two inches) as

follows: With crayon, color one of them red on one side, green on the

other side. The second, color white on one side, black on the other. The

third, color blue on one side, yellow on the other. (You may, if you wish,

merely write the names of these colors on each side of the cardboard.)

Mentally note a numerical value of one for each of the colors red, white,

and blue; a value of zero for green, black and yellow.

Presentation: Hand the three cards to a spectator and tell him to place

them in a row ia front of him on a table. Note which colors are up and

mentally add their numerical values. Turn your back and instruct the

spectator to do the following. He is to turn the cards around to their

other sides as many times as he wishes, but is to turn only one card at a

time. As he makes each turn, he is to say, "Turn." When he is satisfied.
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he is to cover one of the cards completely with his hand, so that you

(the performer) will not be able to see it. When he has done this, turn

around, concentrate a moment, and then tell him the color of the top

surface of the card he is covering. This is the way it is done.

While your back is turned, mentally add one to your previous total for

each time the spectator says, "Turn." When the spectator is through, if

your total is odd, there will be one or three of the colors valued at 1

turned up. If the result is even, there will be two or none of the colors

valued at 1 turned up. From this information it is easy for the performer

to divine the color under the spectator's hand.

For example, should the colors red, white and blue be face up at the

start, the performer starts his count at three and continues adding one

to this total each time the spectator says, "Turn." When the spectator is

through, should the performer's total count be an odd number, for ex-

ample, 11, and the two visible cards are white and blue, the performer

knows that the face-up color hidden by the spectator is red. By making

use of this formula, it is possible to calculate the face-up color of the

hidden card.

127. Under the Table

Effect: One of three paper matches is marked by penciling a line on it.

The performer and spectator sit at a table opposite each other. The

spectator passes any one of the three matches under the table to the

performer, who, without looking, tells the spectator whether it is the

marked one or not.

Preparation: The performer secretly removes a packet of matches from

his pocket and prepares it, as foUows. Hold the end match by the head
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with one hand and the match case with the other. Then twist the match

back and forth to loosen its fibers. Put the packet back into the pocket.

Presentation: Tear out three matches from the match packet, making

certain that one of the matches is the prepared one. With a pencil, mark

a line on both sides of this match. Announce that you are about to demon-

strate the extreme sensitivity of your finger tips. Hand the spectator,

who is sitting opposite you at a table, the three matches. Tell him to

pass any one of the matches to you under the table and you will tell him,

without looking, whether it is the marked one or not. In order for you

to do this, just twist the ends of the match. If it feels loose, it is the marked

match. If it feels stiff, it is one of the unmarked ones.

128. Shirt Off

Effect: The performer, after imbuttoning several buttons of a spectator s

shirt, takes hold of the shirt by the collar and pulls hard. Behold! the

spectator's shirt is held by the performer. The spectator is shirtless but

still has his coat on.

Presentation: The following trick is not only mystifying but is a great

laugh provoker. A confederate is used, but he is trained by the performer

to act innocently, so that no one would ever guess that he is in on the

trick.



148 SCARNE'S MAGIC TRICKS

Prepare him by asking him to remove his coat, then his shirt and tie.

Drape the shirt over his back. Bring the collar, as usual, around his neck

and button it. Put his tie on in a normal fashion. Bring the sleeves of the

shirt down alongside his arms, and button the cufiFs on his wrists (Fig. 1)

also in the usual way. Tell him to replace his vest, if he has one, and

then his coat. To all outward appearances he is dressed normally (Fig. 2).

Have him sit in the audience.

During your program, or before you proceed to do the effect, call for

a volunteer assistant from the audience. Your confederate comes up, and

once he is in front of the audience, he becomes bashful and nervous. You

tell him to relax by removing his tie and unbuttoning his collar. You

then unbutton his cuffs. Ask him if he feels better, now that you have

unloosened his clothing a bit. He shakes his head doubtfully. Reach

behind him and grasp the back of the collar of his shirt (Fig. 3). With a

sudden upward sweep of the arm, pull the shirt completely off. It will

come off easily, since there is nothing restraining it. Tell him that, now,

he should feel much better. The audience, meanwhile, v^ be convulsed

with laughter.

129. The Self-Tying Handkerchief

Effect: The performer holds a handkerchief by a corner, letting it hang

down. He lifts up the opposite comer with the other hand. He gives the
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handkerchief a sudden snap and a knot suddenly appears in it.

Preparation: Tie a knot near one corner of the handkerchief.

Presentation: Pick up the handkerchief by the comer that has the knot

tied in it. Hold your hand cupped around it so that the knot is hidden in

the hand (Fig. 1). With the other hand, bring the opposite comer of the

handkerchief up (Fig. 2) and snap it. Do this once or twice, as if you

have failed. The third time, when you bring the comer up, switch grips

so that when you snap the handkerchief this time, the knotted end will

come down. The sudden movement will cover this switch and it will ap-

pear as if the handkerchief knotted itself (Fig. 3). This sounds very sim-

ple, but try it and you will see the marvelous effect it has on an audience.

130. Magnetic Bottle

Effect: The performer places the end of a rope inside an empty bottle.

Turning the bottle upside down, the rope does not fall out. Grasping the

other end of the rope, the bottle does not fall off. The performer may
even swing the bottle back and forth.

Preparation: For this effect you should use a bottle with a narrow neck

and made of very dark glass. Place a small soft rubber ball in this bottle.

The circumference of the ball plus the circumference of the rope you
will use should be slightly larger than the neck of the bottle. Have the

bottle standing on the table, and near it, about two feet of rope.

Presentation: Talk about the ability that certain Hindu magicians have

in endowing inanimate objects with peculiar powers. Tell the audience

that in your travels through India, you learned the secret of this power
through an Indian magician with whom you became very friendly. Pro-

ceed to demonstrate.

FIG.

3
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Pick up one end of the rope and allow the hanging end to enter the

bottle. While holding the rope with the right hand, pick the bottle up
with the left hand and turn the entire thing over slowly, so that the bottie

will be upside down and the rope below it (Fig. 1). In doing this the

small rubber ball will fall against the rope at the neck of the bottle. A
shght tug on the rope will carry the ball into the neck, and the pressure

will hold the rope in place. Let go of the rope and show that it hangs

there mysteriously without any visible means of support (Fig. 1). Grasp

the end of the rope again and allow the bottle to swing free (Fig. 2). The
grip is pretty strong, and you may even swing the bottle in all directions

(Fig. 3). When you have completed your demonstration, hold the bottle

at the neck (Fig. 4) and gently pull the rope with steady pressure. This

will bring the rubber ball out of the bottle, with the rope, and it will fall

into the palm of your hand. You may now pass the bottle and rope out

for examination.

131. Mind Reading De Luxe

Effect: Pieces of paper, upon which questions have been written by

members of the audience, are folded and dropped into a hat. The per-

former removes these folded papers, one at a time, and holding them

to his forehead, "telepathically" answers the questions written thereon.

Presentation: Have several members of the audience write on pieces of

paper any question they wish to have answered. Instruct them that these

questions must make sense, and should not be too confusing, since you

will answer them telepathically; for this purpose, it is important that

they be clear. When they have v^ritten the questions, instruct them to

fold the papers into small packets and drop them into a hat, which is

held by a spectator. When these preliminary instructions have been com-

pleted, you are ready to proceed, as follows.

Reach into the hat and remove one of the folded papers. Immediately

bring it, as it is, to your forehead, and assume a pose of deep concentra-

tion. You seem to be having difficulty, and are unable to read the ques-

tion. A bit of good acting is required at this point. Finally you give up,

unfold the paper, and look at the writing. Look pleasantly surprised, and

say, "It isn't any wonder that I could not 'telepathize' this question, as it

is written either in a foreign language that I am not acquainted with or

it is just an illegible scrawl." Crumple the paper up in disgust, and place

it in your pocket.

Meanwhile, of course, you have actually glimpsed the question written
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on the paper, the entire "act" having been a subterfuge to enable you to

do so. Having glanced at the first question, it now becomes quite easy to

read the others. Take a second folded paper out of the hat, hold it to your

forehead, and actually answer the first question which you have already

seen. Unfold the paper, look at it to "verify" that you have answered the

"correct" question. Meanwhile, of course, you are looking at a second

brand new question. Lay this paper aside and proceed with a third

paper from the hat. In this way you are always one question ahead of the

answer. If you put a bit of good patter and acting into this effect, you will

either puzzle your audience immensely, or will convince them that you

are telepathic.

In answering the questions, it is good showmanship not to be too ex-

act; be a bit vague on certain points. This is very convincing.

132. Pencil and Loop

Effect: The performer takes a long pencil, through one end of which a

loop of cord is attached, and loops it through the buttonhole of a specta-

tor's coat. He challenges the spectator to remove the pencil and loop,

without in any way injuring the cord, pencil, or coat.

Preparation: Through one end of the pencil bore a small hole, larg^

enough for a piece of cord to pass through. Tie the ends of the cord, mak>

«*>^.

FIG. 5
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ing an endless loop. This loop should not be large enough for the pencil

to swing through (Fig. 1).

Presentation: Loop the cord over the hand so that it hangs loosely on

the thumb and fingers of your right hand (Fig. 2). Grasp the cloth

around a buttonhole of the coat, and pull the loop of cord over this, at

the same time pulling more cloth through it. When you have pulled

enough cloth through, so that the unlooped end of the pencil reaches the

opening of the buttonhole, pass this end of the pencil through (Figs. 3

and 4). Pull the pencil downward, tightening the loop (Fig. 5). With a

slight amount of practice you may do this very quickly.

Now, challenge the spectator to remove this without injuring the cord-

pencil, or coat. Not only will the spectator become exasperated while

trying, but it will provoke a great deal of laughter. After the spectator

gives up, you proceed to remove it very quickly. This is done by re-

versing all the motions.

133. Sympathetic Twins

Effect: One of two bananas, attached to a single stalk, is cut in half.

When the other banana is peeled, it, too, is found to be cut in half.

Preparation: Obtain two bananas that are attached to a single stalk.

These bananas should be as much alike as possible. Prepare one of the

bananas, as follows. Run a threaded needle through the skin, perpen-

dicular to the length of the banana, at about the middle of its body

(Fig. 1). Do not pull the thread all the way through, but allow for suffi-

CROSSECTION OF BANANA
Showing thread drown through with needle
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cent length, so that about two or three inches of thread remain at punc-

ture A. Now run the needle and thread through again, starting at the sec-

ond puncture, B, and ending at a new puncture, C (Fig. 2). Keep going

around the banana, to D and E, until you complete a polygon of

thread (Fig. 3) and the thread exits from puncture A. If you pull both

ends of the thread at this puncture, it will come through and at the same

time will cut the banana in half at this point without cutting the skin.

The holes formed in the skin of the banana by the needle will barely be

noticed. You are now ready to proceed.

Presentation: Tell the audience of the weird affinity that exists be-

tween twins. For instance, there have been cases of one twin developing

a toothache at the same time that the other twin develops a toothache.

There have been authenticated cases of twins who though thousands of

miles apart have the same accident occur to them—such as both break-

ing their arms in the same way at the same time. Cite several other simi-

lar incidents.

Now show the bananas and emphasize that they are twins, since they

are borne on the same stalk. According to the above rules, anything that

may happen to one will happen to the other. Proceed now to demon-

strate this fact by cutting the unprepared banana in half. Have a spec-

tator peel the other banana, and behold! this banana is cut in half also,

proving the sympathetic tie that exists between twins.

134. Hypno-Magnetism

Effect: The tip of a cane is placed on the horizontally opened palm of

the performer. It is held at the other end by a spectator. The cane

may not be lifted by the spectator, except by the will of the performer,

no matter how much force he applies.

Preparation: Tie the end of a strong thin black thread into a loop about

twice the circumference of the base of the middle finger of the left hand.

Cut the other end of the thread so that about two inches of free thread

remain. Tie this end to a piece of thin but strong elastic. Pin the other

end of the elastic on the inside of the sleeve of your coat at shoulder

height. When the loop hangs free inside the sleeve, it should reach just to

the edge of the sleeve, and should not be seen when the arm is in any

natural attitude. You may clip the loop to the edge of the sleeve in order

to avoid tangling and to make it easily accessible. Have a cane handy.

Just before you begin th^ eflFect, pull the loop of thread over the middle

finger of your left hand so that the elastic and thread run along the back
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of your hand. In this way, when your hand is held palm up, it looks per-

fectly innocent.

Presentation: Explain to the audience the power that suggestion some-

times has over the mind of some individuals. Call a spectator up from

the audience to assist you. Pick up the cane, and holding it with the left

hand by the ferrule end, hand the other end to the spectator and have

him hold it. Tell him that you are about to try an experiment, in which

he will or will not be able to lift the tip of the cane from your hand, ac-

cording to your command or will. While you are explaining this to him,

it becomes easy for you to slip the ferrule into the loop around your

finger, even if it is necessary to use the right hand to assist you. This

should not be noticed. The thread will not be broken by the force ap-

plied to the other end of the cane, no matter how strong it is.

Hold your left hand, palm up, with the tip of the cane resting in it (it

is now in the loop). Tell him that no matter how much force he apphes to

his end of the cane, he will not be able to lift the other end off your open

palm. When the spectator tries this, he is astounded, because even with

all his strength he cannot lift it. After he has tried this a few times, stop

him, and then tell him that now he may hft it. (At this time you allow the

ferrule to slip out of the loop.) The spectator tries to lift it now and finds

that it is quite easy.

To get rid of the loop of thread, you may slip it off your finger imme-

diately after he lifts the cane, or you may even break the loop and allow

the thread to be pulled into your sleeve. Now you may show that your

hands are absolutely empty, and pass the cane out for examination.
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135. Runaway Loop

Effect: The performer twirls a loop between his first two fingers, then

stops and locks it between his thumb and first finger. The loop then drops

witliout separating the fingers.

Presentation: A small rubber band is used. If a rubber band is not

available, tie a string into a loop, or use a lady's bracelet. Place the loop

over your two fingers, as shown in Fig. 1. Notice that the backs of both

first fingers are away from the body. Twirl the loop around your fingers

but always keep the back of your fingers away from your body. After you

have finished twirling the loop, lock the loop between the first finger and

thumb of each hand (Fig. 2). Now bring your hands together and push

each first finger tightly against the thumb of the other hand (Fig. 3). Now
spread your fingers apart (Fig. 4), and the loop drops. Do this trick for a

friend and have him try it. You will have plenty of laughs seeing him
tail.

136. Shifty Number

Effect: A spectator multiplies a six-digit number by any other digit be-

tween 1 and 7. The performer has previously divined the result so ob-

tained.
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4 2 8

Preparation: On a strip of paper write the number 142857, neatly

spaced so that when you glue the two ends of the strip of paper together,

you will have a ring of paper upon which the number will appear in a

continuous circle on the surface of the ring (see illustration). Hold this,

flattened, in your hand.

Presentation: Have a spectator ready with a pencil and a piece of

paper. Assume a thoughtful attitude, and then say, "My Social Security

number is 142857. We will use this number for the effect." Ask anyone to

call out a number between 1 and 7. Then tell the spectator to multiply

142857 by this number.

It so happens that when any number between 1 and 7 is used to multi-

ply 142857, the digits in the result do not change. The numbers are

transposed in a regular fashion. For instance, if it is multiplied by the

following numbers, the results will be as follows:

2 285714

3 428571

4 571428

5 714285

6 857142

All you do is memorize the first digits of these results in relationship to

the digit called by the spectator. When you know the first number, the

result is just a succession of each digit of the number 142857, in the same

rotation. Therefore, when a number between 1 and 7 is called out, all

you have to do is look at the piece of paper in your hand, tear the ring

at the proper number, and hand it to another spectator. When the result

of the multiplication is announced, it matches your "prognostication."

Note: To make the use of the number 142857 less suspicious, it is sug-

gested that you have it printed on a card you carry, and noted as your

Social Security number.
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137. Coin Through Elbow

Effect: The performer rubs a coin on his elbow, and it vanishes in-

stantly.

Presentation: Spin a coin on the table, and announce that it is a magi-

cal coin and you are going to rub it into your elbow. Spin the coin on the

table, pick it up with your left hand, and rub it on the elbow of your

right arm. Rub for a while, then let it fall to the table, remarking that you

probably didn't rub hard enough. Now, pick the coin up with your right

hand and pretend to put it into your left hand. Lift your right arm so

that your left hand can get to your elbow and calmly insert the coin in

your collar. Meanwhile, rub with your left hand and go through a line of

patter about the magic of the coin and elbow.

While the rubbing is going on and the coin is neatly tucked in your

collar, remove your right hand from your collar to avoid suspicion. Then
slowly show your left hand. The coin has vanished. By reversing the

above procedure, the coin can be made to reappear from the elbow.

138. Mysterious Dollars

Effect: The performer shows that both his hands are empty, mumbles s*

few magic words, places his hands together, and behold! he produces a

number of one-dollar bills from his bare hands.

Preparation: Roll a number of one-dollar bills tightly together. Tie

them with a piece of thread to prevent them from unrolling. Now tuck

this roll of bills into the crotch of your left arm, pulling part of the cloth
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of your coat sleeve over the bills so that they are concealed from view.

Presentation: Show your empty hands, but keep your left arm slightly

bent to prevent the hidden bills from being seen or falling from their

hidden position. Remark that you once saw a magician who not only

showed that his hands were empty, but, to further assure the audience

that nothing was up his sleeve, pulled it up a Httle. Now you do exactly

that. First pull up your right sleeve with your left hand, then pull up your

left sleeve with your right hand. While doing this, grab the roll of bills

with your right hand from the crotch of your left arm and bring both

hands together. This move is quite easy to do and very deceptive.

Now, break the thread, and with an up and down movement with both

hands, slowly unroll and spread out the bills, remarking that the magician

you saw produced an endless number of dollar bills. Act surprised when
you see the bills appear in your hand, and remark that the magician you

saw do this trick gave you the secret. A really startling trick if properly

presented.

139. The Ventilated Hand

Effect: A spectator is given seven pennies, and told to hold them

tightly in his hand. The magician causes one of the pennies to penetrate
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through the spectators hand. If pennies are not available, nickels or

dimes may be used.

Presentation: Reach into your pocket and produce seven pennies, or
borrow them if need be. Hold them in your cupped left hand. Have a
spectator cup his hand, and pour the pennies into it. Have the spectator
return the pennies to your left hand, counting them as he does. This lit-

tle bit of by-play is necessary to impress upon the audience that seven
coins are used. Have the spectator hold out his left hand in cupped fash-

ion and tell him that now you are going to count the pennies into his

hand. Instruct him that when you drop the seventh penny into his hand,
he is to clench his fist quickly.

Using your right hand, take a penny from your left and place it in the

spectator's cupped hand. Make sure that each succeeding penny clicks

against those in the spectator's hand. After you have counted and
dropped five pennies into the spectator's hand and cHcked the last four,

his eyes and ears are ready for the sixth penny. You then pick up the

sixth penny with the thumb and forefinger and chck it against the pennies
in the spectator's hand. Immediately after the click, come right out with
it again and count seven, and presumably throw the last penny from
your left hand. The spectator closes his fist; you grasp the back of his

hand with your right hand (this hand contains the hidden penny). The

^^v5J**^^^V""">^VN^

spectator's clenched hand contains the six pennies; the back of his hand
is to the floor. Your right hand is cupped slightly and holds his fist from
below. The cupping is to prevent the penny from touching the specta-

tor's hand.

From now on the rest is up to you. Give out with a bit of patter about
the diflBculty of making a coin penetrate through solid flesh, or any com-
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ment that fits your personality. Slowly bring your coin into contact with

the back of his hand and say that the coin has penetrated his fist.

140. The Money Tie

EFFEcrr: The performer borrows a handkerchief and a half dollar. Plac-

ing the half dollar under the handkerchief, he causes the coin to vanish.

Preparation: Prepare a necktie in which a half dollar is sewn at the ex-

treme tip of the tie, nearest to the trousers.

Presentation: Borrow a handkerchief and a half dollar from a specta-

tor. Drape the handkerchief over your right hand. Your hand showld be

about on a level with your chin, not too far away from the body. With

the left hand take the half dollar from its owner and place it under tl

handkerchief; as you lift your hand, seize the end of the tie that has th.

half dollar in it. Your right hand now grasps the tie through the cloth so

that the spectators see the shape of the half dollar through the hand-

kerchief.

Your left hand, with th^

half dollar hidden in it, g(

to your pocket for a per

and you secretly drop

half dollar there. Tap ti

handkerchief with the pen-

cil. The spectators hear the

metallic or solid ring of the

half dollar. This convinces

them the borrowed coin is

still under the handkerchief.

To ejffect the vanish, merely

shake out the handkerchief.

The tie falls back into place

and you hold only a pencil

and a handkerchief. Practice

this trick before a mirror and

you will see how perfect the

illusion is.
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141. The Diving Doll

Effect: A miniature doll, placed in a pint-size whiskey bottle that is se^

curely corked, is commanded to rise and fall at will by the performer.

Preparation: Purchase a small celluloid doll about an inch in height

and about a half inch wide, one that will fit into a pint-size whiskey bot-

tle. The doll can be purchased at a five and ten cent store. If a doll is not

obtainable, any small celluloid animal or object will do. Puncture the

bottom of the celluloid doll with a knife and insert a httle steel weight

—

one or two B.B. shots will do the trick. This is done to give the doll a ht-

tle weight so that it will sink to the bottom of the bottle. Fill the whiskey
bottle to the top with water. Drop the doll into the bottle. The doll must
have just enough weight in it to allow it to float. Put a new cork into the

top of the bottle. Put it on tight and the doll will sink to the bottom. Ex-
periment with the cork till you find that the floating doll wfll sink when a

shght downward pressure is put on the cork. You now have made all the

necessary preparations to perform this remarkable trick.

x-^RESENTATioN: As you show the bottle to the spectators, the doll will be
floating and touching the bottom of the cork. Grip the bottle, as shown
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in the illustration, thumb on one side and four fingers on the other.

Merely apply pressure on the bottle (as though trying to squeeze the bot-

tle) and the doll will sink to the bottom. Release the pressure and the

doll will float to the top again. After several demonstrations, cause the

•doll to sink to the bottom and hand the bottle to a spectator, at the same
time pressing the cork in real tight. Pressure or no pressure, no matter

what the spectator does, he will not be able to have the doll float up to

ithe top.

It is suggested that after performing this trick the doll should be re-

moved from the bottle, because it will fill up with water and won't work.

Take it out, shake it well to get all the water out, then put it back in

when ready to do the trick again.

142. Scarnes Egyptian Bead Mystery

"Effect: The performer pours a number of loose beads into a glass, sets

fire to a piece of thread, throws the burning thread into the glass, and

behold! the beads are magically strung together. (Created by the author.)

Preparation: Buy two identical magazines, two identical necklaces

which can be purchased from your local five and ten cent store, and a

spool of thread the same color as the beads.

Tear off the front cover of a magazine and cut it in half. Paste this

half cover on the front of the other magazine on three sides, thereby

forming a pocket on the front of the magazine (Fig. 1). Glue together

half of the inside pages of the magazine. With a razor blade cut out a

space in the center of the glued pages (Fig. 2), leaving the opening fac-

ing opposite the opening of the pocket on the cover of the magazine. Re-

move the beads from one of the necklaces and thread them together with

the matching colored thread. Now place these beads into the cut-out

space of the glued pages and close the magazine. Remove the beads

from the other necklace and drop them into a glass. You are now ready

to perform this Egyptian mystery.

Presentation: Pick up the magazine with your left hand, holding the

cut side with the opening toward your body. Curve the magazine slightly

and pour the beads from the glass onto the magazine. Pour them back

into the glass again. Now reverse the position of the magazine in your

hand, so that the opening that conceals the beads is away from your

body, and curve the magazine on the end nearest the body, so that the

pocket on the front of the magazine opens. Pour the beads from the glass

onto the magazine, so that they will fall into the pocket.
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Now, place the empty glass right below the opening in the magazine
and tip it rapidly, allowing the set of strung beads to fall into the glass
(Fig. 3). The loose beads are hidden in the pocket of the magazine. Put
the magazine down. Tear a piece of thread oflF the spool and apply a
lighted match to it. While the string is burning, drop it into the- glass.

Utter the Egyptian magical words of "Gulli Gulh," or any patter you de-
sire. After the thread has burned, reach into the glass, pick up an end of
the beads, and pull them out slowly. Your audience will be amazed to see
that the beads are stnmg together.

143. Scarries Magic Ball of Yarn

Effect: The performer spins a coin on the table, covers it with a hat,
lifts up the hat, and a large ball of yam appears magically. (Created by
the author.)

Preparation: Secure a large ball of yam, as large as the inside of a hat
(when ball is expanded). Secretly place the ball of yam inside your coat
under your left armpit. A sHght pressure of your arm against your body
will hide it comfortably for a long period of time, since the ball of yam
will flatten out.

Presentation: Borrow a hat and a coin. State that you have a new guess-
ing game you would like to demonstrate. Hold the hat in your left hand,
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and spin the coin with your right. Cover the spinning coin with the hat,

holding it at its top with the fingers and thumb of your right hand. Ask a

spectator to guess whether the coin is heads or tails up after it has

stopped spinning. Should the spectator call the turn correctly, remark

that he is lucky. Should he fail to call the turn, say, "This is one game
that you can't beat me at."

After two or more spins, pick up the hat by its top with your left

hand. Bring the hat close to your body. This time ask a spectator to spin

the coin. At the same time, reach under your coat, grab the ball of yam,
and push it into the inside of the hat (Fig. 1). Immediately apply pres-

sure with your left hand on the outside tip of the hat, holding the ball of

yam on the inside (Fig. 2). Remove your right hand and spin the coin

BALL OF YARN
INSIDE OF HAT

yourself, saying to the spectator, "You seem to be an experienced hand at

spinning coins." Immediately cover the spinning coin with the hat, and

ask a spectator to call heads or tails. Lift the hat up, and watch the ex-

pression on the spectators' faces when the big ball of yam appears from

under the hat. The surprise ending will cause the spectators to forget

about the coin for a moment. During the confusion, try to slip the coin

away. If it's seen, it doesn't matter.

Practice this trick several times just to get the proper timing and mis-

direction.

144. Loop the Loop

Effect: A band of cloth is torn into two separate bands. One of these

bands is again tom the same way, but the result is two bands linked to-
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gether. The second band is then torn Hke the first, but the result this

time is one long continuous band.

Preparation: This effect, when prepared and presented properly, be-

comes a very mystifying and entertaining routine. Take a piece of cloth

(preferably colored) about four inches wide and about thirty inches long.

At one end cut a slit along the middle, about one inch long. At the other

end cut another slit, also along the middle, and about two or three inches

long (Fig. 1). Bring the two ends together, forming a band. Using the

longer flaps formed by the longer slit, give one of them a half twist and
glue it to its mate at the other end of the band (Fig. 2). Give the other

longer flap a full twist, and glue this to its mate at the other end of the

FIG.3

FIG.5

band (Fig. 3). When the glue has dried, flatten the prepared side so that

it does not curl too mucL

Presentation: Hold the band so that the prepared side is toward you
most of the time. Also, keep it in motion. This must be done so that the

audience wall have less chance to see anything on the band. Tear the

band in two (Fig. 4), at the same time saying, "Naturally, when we tear a

band of paper in two it becomes two bands." Show the two bands and
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place the one with the half twist over your arm. Proceed to tear the other

band, and say, "However, if we use a bit of magical concentration, when
we tear this band, we find that we also end up with two bands, but they

are linked together" (Fig. 5). You may throw this out to the audience and

proceed to tear the other band, saying, "This time when we tear the

band, our mind concentrates on but a single thought, and so we end up
with a single band" (Fig. 6). Show the single, but larger, band and throw

this out to the audience.

145. Clipped

Effect: A piece of paper is folded and then cut in two by the performer.

When unfolded, the paper is seen to be restored. When a spectator tries

the same thing, the paper is always found to be cut through.

Preparation: Cut a column of printed matter, about two feet long, from

a newspaper. Coat one side of this very lightly with a good rubber ce-

ment, and allow it to dry. When it has dried, in order to eliminate any

tell-tale gloss, sprinkle talcum powder over the prepared side and smooth

it over the surface with your fingers.

Presentation: Fold the strip of paper into two equal lengths, making

sure that the prepared sides are inside the fold. Say to the audience that

you are about to demonstrate the unusual power you possess as a magi-

cian. With a pair of scissors cut the folded end off, cutting the strip into

two pieces (Fig. 1). Grasp one of the uncut ends, and allowing the strip

.Jl^
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to unfold, show the audience that it is not really cut at all (Fig. 2).

Now fold the strip again (at the cut edges), but this time fold it the op-

posite way, bringing the prepared surfaced to the outside. Give the scis-

sors to a spectator and tell him to cut the strip. At the same time, tell the

audience that this is to prove that only a magician possesses these un-

usual powers. After the spectator has cut the strip, separate the two-

pieces to show that they have actually been cut, and that the restorative*

power is absent. Place the two pieces together, prepared sides on the in-

side, and cut it yourself again. Proceeding as above, you then show that

you have restored the strip. You may repeat this as long as you wish, re-

membering that the strip will be restored only when the prepared sides

face each other on the inside.

146. Jack^s Beanstalk

One of the prettiest and most entertaining eflFects is the construction,

with paper, of a tree or beanstalk. You may patter along the following

lines: "If you remember the story of Jack and the Beanstalk, you will re-

call that it took all night for Jack's beanstalk to grow to its full height. I

am going to show you a method whereby the same thing may be accom-

plished in a few moments."

FI6.3
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Method: Roll a spread-out double sheet of newspaper (tabloid size) into

a tube, allowing one end to extend freely for about three to four inches

(Fig. 1). Place the end of a second sheet on this free end (Fig. 2) and

keep rolling, until again about three or four inches of an end remain.

Repeat this process with about eight to ten sheets, until you have a

pretty thick tube of paper. Flatten one end of the tube and tear twice,

making four separate tears, as shown by dotted lines in Fig. 3. Make the

tears down to about the middle of the tube. Separate the torn portions

and flatten them down alongside the remaining portion of the tube

(Fig. 4). Holding the untom portion of the tube in the left hand, insert

the index finger of the right hand into the opening, and pull the inside of

the tube up and out. Keep pulling, and you will obtain a tree as long as

ten feet (Fig. 5). If you wish to obtain a startling and very pretty effect,

you may use sheets of varicolored papers instead of newspapers.

147. Paper Tears

Paper tearing, though not actually **trickery,*' is a "demonstration" of

"great skill, and may be very entertaining if presented properly. You will

be able to make the audience believe that you have put in years of prac-

tice in order to become so adept. You must remember, that when pre-

senting any paper-tearing effect, you must keep talking and chattering

about any interesting or humorous topics, or even tell a story pertaining

to the subject at hand. This is necessary because the actual process of

paper-tearing can become boring to the audience; so in order not to lose

their attention, you must present it with interesting patter.

Paper Tear No. 1: To produce a string of dangling skeletons.

Method: Take a double sheet of newspaper and fold it, in accordion

fashion, into eight equal parts (Fig. 1). The center fold of the newspaper

should remain as the center fold of this arrangement. Fold the entire

thing flat, and on one side outline in pencfl, very lightly, a half skeleton,

as shown in Fig. 2. Make sure the pencil marks are Hght, so that they

will not be seen by any spectator. The shaded portion in Fig. 2 is what

you tear, or cut, away. When you have done this, separate or unfold the

remainder, and you will have a set of dangling skeletons. After doing this

several times, you will find that it will not be necessary to draw the out-

line, and you may perform this effect in impromptu fashion at any time.

Paper Tear No. 2: To produce a string of dolls.
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Method: Take the double sheet of a large newspaper and fold it along

its center. Then fold this in half, at point A, as in Fig. 3. Fold it now in

the form of a cone, using A as its apex. Fold along dotted lines, as shown
in Fig. 3. You will now produce a cone that you can flatten so that the

edges are aligned (Fig. 4). Tear off the shaded portion and discard this

piece. Now, lightly draw in, with pencil, the half figure of a doll (Fig. 5).

Tear away the shaded portion.

After trying this once or twice, you will find that you do not need the

marked outline, as it is very easy to do from memory. When you have

finished tearing the paper, carefully unfold it and you will have a pretty

wheel of dolls. Refold the paper again, and tear out the shaded portion

(Fig. 6). Tear apart one set of arms. Now when you unfold the paper,

you will have a long string of dolls.
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148. The Stretching Finger

Effect: The performer succeeds in stretching his httle finger until it is

the same length as his forefinger.

Presentation: Show your left hand by turning it over several times,

meanwhile remarking that your little finger is quite different from your

other fingers. Extend your left hand forward, palm away from you and

toward the spectator. Point to the length of your little finger, which is,

naturally, the smallest of the four. Mention that your first, second and

third fingers are much longer than your little finger. To show the differ-

ence in length, place the forefinger of your right hand across the palm of

your left hand slightly below the tip of the littie finger (Fig. 1). This po-

sition accentuates the shortness of the little finger in comparison with the

other fingers. Now point to your first finger and explain that it is much
longer than your little finger and that you intend to stretch the little

finger so that it will be as long as your forefinger.

Move your left hand to the right so that it will be on the same level

with your elbow, directly in front of your body. Pull the little finger with

your right hand several times, pretending that you are trying to stretch it

FIG.

2

PERFORMER'S
VIEW

FIG. 3 FIG.

4

FIG. 5

(Fig. 2). With your left hand in the same position, place the thumb of

your right hand directly under the tip side of the second finger of your

left hand. The fingers of your right facing upward are against the fingers
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of your left hand (Fig. 3 shows the position of hand from your view).

Now push your left hand upward to its original position, applying pres-

sure with your right thumb on the second finger of your left hand and

moving your elbow as little as possible. Hold the four fingers of the left

hand close together and remove your right hand. The spectators will be

astonished to see that your Httle finger is the same length as your first

finger (Fig. 4).

Do not hold this position too long because of the strain on your fingers

and wrist due to their awkward position. Quickly turn the back of your

hand toward the spectators, relaxing your hand at the same time. Now
your Httle finger will be back to its normal position (Fig. 5).

149. Scarnes Indestructible Handkerchief

Created by the author, and one of his favorite impromptu tricks.

Effect: The performer borrows a gentleman's handkerchief and spreads

it over his (the performer's) left fist. With his thumb, he pushes the cen-

ter of the handkerchief down into his left fist, thereby forming a well in

the handkerchief. A long pencil is pushed down into the well. The per-

former moves it up and down several times, and finally the right hand

goes below the handkerchief and pulls the pencil through the bottom. It

looks to the audience as though the pencil passed right through the

handkerchief. Upon examination, the handkerchief is found to be un-

harmed.

Presentation: With your left elbow resting against your body, extend

your left hand forward. Draw attention to this hand, close it and form a

fist (Fig. 1). Borrow a man s handkerchief and place it over the closed

fist. Under cover of the handkerchief, open the left hand so that it forms

a cup (Fig. 2). Now move your right hand toward your left, with your

right thumb facing downward. Bring the right thumb against the hand-

kerchief into the cupped left hand (Fig. 3). Close the left hand aroimd

the right thumb, and at the same time swing both hands toward the body
so that the thumb of each hand is facing your body. Upon completion of

this motion, immediately withdraw your right thumb, leaving your left

hand in the same position. This action has caused a ditch to be made on
the outside of the handkerchief, but it appears to the spectators as if you
were merely forming a well by tucking the center of the handkerchief

into the closed fist.

Now, with the forefinger of your right hand, tuck into the ditch any
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part of the handkerchief that protrudes too high above the opening of the

ditch. This action, when done smoothly, defies detection. Take a sharp

pencil and push the eraser end into the ditch. Push it up and down sev-

eral times about one third the length of the pencil. Now turn the pencil

over and push the pointed side into the ditch, remarking that it will be

much easier to push this end through the handkerchief. Pretend that you

are having a little difficulty passing it through the handkerchief. When

you have the pencil halfway down into the ditch, hit the top of the pen-

cil with your right hand, driving the pencil down into the ditch (Fig. 4).

Reach under the handkerchief with your right hand and pull the pencil

through (Fig. 5). It appears as if the pencil went through the handker-

chief. Now open your fist under the handkerchief and turn the palm of

your left hand upward. This action completely loses the ditch which was

made on the outside of the handkerchief. Show that the handkerchief is

unharmed.

Note: If you are seated at a dinner table, you may perform this trick with

a linen napkin and table knife instead of a pencil and handkerchief.
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150. The Magic Birthday Square

Effect: Using only the numbers appearing in the date of a spectator's

birthday, the performer constructs a perfect magic square.

Presentation: In order to prepare the audience, so that it will under-

stand what you are about to do, explain, as follows.

"From obscure ancient times to the present day, many people have be-

lieved in the influence of cabalistic signs and numbers upon the hves of

individuals. One of the oldest and most mystic of these signs has been

the magic square. Discarded by the mathematician and scientist as a

mathematical curiosity, it has been adapted by the mystical fraternity as

a formula of great significance. One of the simplest of the magic squares

is the one composed of nine units. Using numbers one to nine, and plac-

ing each number in one of the squares—the sum of any three numbers in

a straight line, in any direction, up or down or diagonally, will be fifteen.

For instance . .
"

Draw on a blackboard, or piece of paper, a simple magic square (Fig.

1). It is easy to memorize this so that you are able to vmte it down with-

out hesitation. This will impress the audience. Now that they under-

stand what a magic square is, continue your patter, as follows.

"I will now proceed to show you how the magic square plays an im-

portant part in the life of an individual, by constructing one and using

only the numbers appearing in that individual's birth date.'*

Point to a spectator, preferably one unknown to you, and request him
to state his birth date. Let us suppose it is March 17, 1898. Draw a magic

square of nine units, and place the date in the form of numbers (3-17-98)

over it (Fig. 2). It will be necessary for you to have memorized previously

the squares designated by numbers, which signify the order of the

squares according to their use (Fig. 3). Remember that these numbers
signify the order in which each square is to be used, but they are not to

be written into the squares. These numbers and their positions must be

memorized by you. Only the square and date (as shown in Fig. 2) are to

appear on the blackboard or paper. Now place the year number in square

number 1. Ask anyone in the audience which number he wants you to

use, the 3 or 17. After a choice has been made, ask whether the number
selected should be added or subtracted.

{Note: If the birth date being used falls in the nineteenth century, such

as the example we are u^ing, the above procedure maybe followed safely.
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However, if the birth date falls in the twentieth century, the choice of

subtraction in most cases must be eliminated, as you may obtain negative

numbers, which will not work. Therefore, when you write the birth date,

with a quick glance you can tell whether you are able to use the process

of subtraction with either number designating the month or day. If you

are able to use one of them, as above, do so. If you are unable to subtract

one or both of them, explain to the audience that you must use addition,

as negative numbers are not suitable for this experiment.)

Now let us assume that number 17 has been chosen, and subtraction

has been designated. Subtract 17 from 98 and place the result, 81, in

square number 2. Now subtract 17 again from 81, and place this result,

64, in square number 3 (Fig. 4). These three numbers, 98, 81, and 64,

now become the key numbers. You are through using number 17, so now

you proceed to use number 3. Let us say that subtraction again is se-

lected. Subtract the number 3 from the first key number, 98. Place the

result, 95, in square number 4. Then subtract number 3 from 95, and

place the result, 92, in square number 5. Proceed to the second key num-

ber, 81, and repeat the same subtraction process with number 3, placing

the first result, 78, in square number 6, and the second result, 75, in

square number 7. Now complete this process with the third key number,

64. Place the first result, 61, in square number 8, and the second result,

58, in square number 9 (Fig. 5).

You have now constructed a perfect magic square, whose squares total,

in any direction, the sum of 234.

Remember that either 3 or 17 could have been used first, and could

have been either subtracted or added. The final total would have been

different, but the effect would have remained the same.
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151. Under Two Hats

Effect: The performer passes four paper balls from under the table to

above the table, making them appear singly under a hat resting on the

table.

Preparation: Secure four sheets of paper six by six, or you may tear four

pieces approximately six by six from a newspaper. Roll each piece of

paper into a ball, making four balls in all. If you prefer, you may wind

a small rubber band around each paper ball to help hold its roundness.

Borrow two men's hats. These preparations may be made while the

spectators are watching.

Presentation: Place the four paper balls on a table, forming a square,

each ball about eighteen inches from the other. For clarification, the

paper ball in the upper left-hand comer shall be referred to as A; upper

right-hand comer as B; lower left-hand comer as C; and the lower right-

hand comer as D (Fig. 1). Take the two hats, and hold one in each hand

by the brim so that the thumb is on the outside of the brim and the four

fingers are inside the crown. With the hats held in this position, cover

balls C and D. Call attention to the fact that you can cover any two

balls and leave any two visible. While pattering along these lines, move
the two hats forward to cover balls A and B. As you cover ball B, the

second and third fingers of your right hand clip the ball by its side, as

shown in Fig. 2. Now move the hat covering ball A to the right, and just

when it clears the hat covering ball B, the right hand comes out from

BALL CLIPPED
BETWEEN SECOND
AND THIRD FINGERS
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under it with the clipped ball, and is immediately covered by taking the

hat from your left hand (Fig. 3).

Holding the hat and concealed ball with your right hand momentarily,

the left hand occupies itself by apparently arranging the three visible

balls. Now drop the hat with the concealed ball B on top of ball D, which

is nearest to the lower right-hand comer of the table. The fingers of the

right hand are spread apart, releasing ball B. At this stage you have balls

B and D under the hat at the lower right-hand corner of the table. Noth-

ing is under the hat at the upper right-hand comer of the table and there

are two visible balls on the table. To the spectators it would seem that

there are two visible balls and one ball under each hat. Pick up ball A
with your right hand, bring your right hand under the table at the same

^pot where the hat that hides the two balls is resting. While your right

hand is under the table, clip the ball between the second and third

fingers. Now state that you are going to pass this paper ball through the

table.

At this time, a bit of acting on your part will help. Say, "Go," and lift

up the hat, reveahng the two balls. (The hat is picked up by its top with

your left hand.) At the same time you move the hat near the edge of the

table. As the hat clears the edge of the table, the right hand with the

clipped ball takes the hat by its brim (Fig. 2). The spectators are sur-

prised to see two balls. Drop the hat over these two balls, releasing the

concealed ball. You now have three balls under the hat. Follow the same

procedure with ball C as you did with ball A. You now have four balls

under the hat. But the spectators believe you have three under one hat

and one under the other hat. Now, with a bit of acting, state that you are

going to make the fourth ball join by saying, "Go." You say "Go," and

instruct the spectator to lift up the hat which was supposed to be con-

cealing the single ball. Naturally it is not there. Lift up the other hat and

exhibit the four balls.

152. Scarnes Fire Trick

Effect: The performer bravely toasts his fingers in the bright flame of

one or more matches, lights a cigarette, takes a few puffs, then holds the

lighted cigarette between the thumb and forefinger, the lighted part of

the cigarette resting against the forefinger. He endures the pain and

jokes about it. This trick is a favorite of the author.

Preparation: The first part of the trick may be performed anywhere,

but for the second part it is necessary to have a cold drink around, such
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as a cold glass of water or any cold liquid. Therefore the trick is best

performed at a dinner table or at a party.

Presentation: While seated at a table, place a cigarette in your mouth.

Strike a match and pass the lighted match under the fingers of your left

hand (Fig. 1). The trick is to keep the flame moving back and forth, pass-

ing over the middle part of the fingers; the fingers should be parted

sHghtly to ventilate the hot tip of the flame. While performing this trick

it is suggested that you keep the left hand in a relaxed position. By mov-

ing the flame back and forth, as described above, you will feel no bum
whatever. It is suggested that you practice a bit so that you can get a

bit of rhythm to your slow motion. If you want to appear to be a dare-

devil, strike several matches at the same time. As a matter of fact, it is

easier to use several matches.

FIG.

2

FIG I

After this exhibition of toasting your fingers, light the cigarette you

have in your mouth. Take a few puffs, and at the same time hold the

cold glass for a minute or so with your left hand, pressing especially hard

with your forefinger. This action chills the forefinger. Now take the burn-

ing cigarette out of your mouth and rest it between the thumb and fore-

finger of your left hand (Fig. 2). The burning cigarette will not bum the

chilled finger. A bit of practice in private is necessary to perfect this trick.

153. Scarnes Miracle Prediction

Effect: The performer predicts the correct result of a mathematical

problem involving the serial number on a one-dollar bill and a number
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mentally thought of by one of the spectators. Created by the author.

Preparation and Requirements: Go to your local bank and invest in

ten new one-dollar bills. Note the serial numbers of these bills; you will

find that the numbers are all alike with the exception of the last and,

perhaps, the next to the last number. Secure nine standard visiting cards.

On the back of one of these cards write down the first five figures of the

serial numbers of these bills. On the second card mark down the answer

of the first five numbers multiplied by 2. On the back of the third card,

the answer of the first five numbers multiplied by 3. This procedure is

followed with the remaining cards, multiplying by 4,5,6,7,8, and 9. Place

these nine cards in their proper sequence in a small pocket in your

wallet: the lowest figure will be first, the next highest number, arrived

at by the multiplication of the serial number by the digit 2, will be sec-

ond, etc. Place the wallet in your pocket. The gimmicked ten one-dollar

bills are placed with some other bills in such a manner that they are

easily accessible. Now, take nine one-dollar bills and place them in your

right-hand coat pocket. These bills, naturally, will have different serial

numbers. Armed with a pencil and an unprepared visiting card, you are

ready to perform this remarkable trick.

Presentation: While you are seated at a table, remark that you are

going to attempt to perform an experiment that makes use of a number
of bills. "I would like to borrow about ten bills—fives, tens or twenties.'*

But, you say, the last time you borrowed some bills, it cost you ten dollars

because one of the spectators claimed one of your bills. So you announce:

"To prevent a recurrence, I am going to use my own money." Reach into

your pocket and remove the ten gimmicked one-dollar bills from among

the other bills. Place the other bills back in your pocket. Straighten out

the bills by turning the serial numbers of all the bills downward. Turn

the bills over rapidly to prevent any observant spectator from noting the

serial numbers. Spread the bills face down on the table, look a spectator

in the eye and say, "Think of a number from one to nine." Then ask what

number the spectator is thinking of. In this case, let's say he says five.

Reach into your pocket and produce a visiting card whose back has no

writing on it. Hand it to the spectator and have him write the figure 5 on

its back. You now state that you are going to write a prediction on the

back of another visiting card and that you don't want anyone to see what

you are writing.

Take a pencil in your right hand. Take the group of nine visiting cards,

with the numbers face down, and place the cards and pencil under the
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table, pretending that you are writing something on the back of a card.

Instead, you count down to the fifth card. Remove that card. The mere

counting of cards under the table appears to the spectators as if the

performer is writing. Place this card face down on the table and request

a spectator to put his hand on it to prevent any switching. While tliis has

been going on, the one-dollar bills are still spread on the table. Now
request a spectator to select any bill he desires. This being done, have

the spectator copy the first five numbers of the bill on a piece of paper.

In the meantime, gather up the remaining nine bills and place them in

the small-change pocket in your right-hand coat pocket. This is the same

pocket that holds the other nine one-dollar bills. Hesitate for a moment,

as though you changed your mind about leaving the bills in that pocket;

bring your hand out, taking the bills which had been there all along and

leaving the gimmicked bills safely disposed of. Now have the spectator

multiply by five (his chosen number) the five-figure number he had

written down on the card. When he has gotten his result, have him turn

up the card with your prediction and ask him to compare the figures.

Presto! Great trick!

154. Magical Liquids

Effect: The performer has before him several glasses and a clear glass

pitcher full of ordinary water. He picks up each glass, wipes it out care-

fully, and then pours a different-colored drink into each glass—all from

the same pitcher which is supposedly holding plain water. The performer

drinks some of each to prove it is not a chemical trick. He patters that

maybe someone in the audience would like to sample some of the drinks.

He mixes all the liquids together by pouring the various drinks or parts

of each into a large jar—and from this jar he pours out a glass of genuine

soda or iced tea, the mixed drinks apparently having blended into the

final complete drink that is now handed around in the audience.

Preparation: Purchase a package of food colorings; this may be ob-

tained at any grocery store. This kit usually contains several colors, a

small vial of each. Several hours before you expect to perform this trick,

place a few drops of the coloring in each glass (a different color in each);

these drops will dry and stick to the bottoms of the glasses. It is best to

use small juice glasses. Now prepare a fairly large jar (such as an alumi-

num milk shaker) and place in it a tall glass tumbler, one that is small

in diameter. Take a towel and force it down in the jar, all around the

glass, so that when you tip the jar to pour, the glass will not fall out. Put
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some soda or iced tea in the glass; this is the final concoction that will b^
passed around to the audience (see illustration).

Presentation: Show the pitcher of water, to prove there is nothing in il

but plain water. Pick up each glass, cupping the bottom in your hand,

SODA IN GLASS

* --^TOWELS
AROUND
GLASS IN

SHAKER

and wipe it out, being sure that you do not disturb the dried spot of

coloring. Now pour some water into the glasses—each of which will now
contain a differently colored liquid—and sample some of each. When
you "mix" these liquids, pour some of each into the jar, letting the liquid

run down the inside edge so that the towel will absorb it. Then pour out

the finished drink (the liquid from the glass that is in the jar). If you

wish to use a bit of patter with this trick, the following is appropriate.

"The other night I went to a party and saw a magician put on an act

which appealed to me greatly. He took a pitcher of plain water, and

after wiping out some glasses, he poured water into them and got several

different kinds of drinks—just as I am doing. I thought at the time it

would be a good trick if he could change all those drinks into one nice

tall drink and let me sample it, as I was getting very thirsty watching

him drink all those pretty liquids. But he didn't do it. So when I arrived

home, I decided to experiment. I mixed several different-colored liquids
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and poured them into a jar, just like this one. Then I muttered a few

magic words—and, beheve it or not, I poured out a nice tall cool drink,

like this! My friends, tonight I am going to let you sample the result of

my magical experiment!"

155. Telepathy Par Excellence

The use of telepathic experiments has become quite popular in en-

tertainment. The following is a simple routine, but if you present it with

the proper histrionic touch, it can be very convincing and dramatic. A
bit of practice will help considerably.

Effect: On the center of a piece of paper, about three inches by four

inches, draw a circle about half the size of the paper (Fig. 1). Hand this

to a spectator and tell him that you are going to attempt to read his

mind. Tell him to write any short message that he wishes within the circle

(Fig. 2). Explain that this is necessary because you wish the message to

be in a concentrated form. After he has done this, instruct him to fold

the paper into four equal quarters, with the message within the fold so

that you are unable to see it. The message, so folded, should be com-

pletely enclosed by the comer quarter of the folded packet. Have him

PERFORMER
DRAWS
CIRCLE

SPECTATOR
WRITES

MESSAGE
IN CIRCLE

FIG. I
FIG. 2

PART OF TORN PAPER
PERFORMER READS

FIG.

3
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hand you this packet. Openly tear this into bits, as instructed below.

Tear the packet in half, placing the half, including the center piece, on
the bottom. Tear this crosswise in half again, placing the center comer
piece again at the bottom. Slide the comer piece into the palm of your

right hand and continue tearing the other pieces. This may be done easily

without its being obvious. Practice it a few times so that there is no

hesitation. Drop the pieces into an ashtray and light them with a match.

While they are burning, dramatically pace around the room as though

in deep contemplation. At a time when your back is turned, open the

corner of the paper which you have concealed in your hand and notice

the message written thereon (Fig. 3). Do this quickly and without too

much hesitation. Just a glance is sufficient. You do not have to read the

entire message, absorb just enough information to get the gist of it. Con-

tinue pacing and concentrating. Stop in front of the dying flames, study

them a moment and then reveal the message, or answer the question if

one has been written. It does not have to be exact. As a matter of fact,

if the reading is slightly incorrect, it is even more convincing.

156. The DeviVs Handkerchief

The following effect makes use of what is called the "devil's handker-

chief." This is a magician's utility item which is used to make small

articles vanish. Make it up as follows. Obtain two square pieces of col-

ored cloth. These squares of cloth should be of fairly heavy material, and

should be the size of a man's handkerchief, or a bit larger. Place one on

top the other and sew them together along the edges, leaving one half

of one side open. When completed it should look like a single handker-

chief (Fig. 1).

Effect: The performer removes his own vvrist watch, causes it to vanish,

and then mysteriously makes it reappear on his wrist.

Preparation: Obtain two toy wrist watches from one of the five and

dime stores. These must look alike and also must look like genuine wrist

watches from a short distance. Flexible wrist bands are preferred. Place

one watch on your left arm, just below the elbow. Place the other one

on the wrist of the same arm. Have a "devil's handkerchief ready.

Presentation: Tell the following story. "I was walking along a dimly

lit street the other night, when suddenly a masked man darted out of a

hallway, and pointing a gun at me, whispered, "This is a stick up.' After

searching me, he became very chagrined that I had no money on me.

Suddenly he noticed my wrist watch." (Show the watch on your vvrist to
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TWO HANDKERCHIEFS
SEWN TOGETHER HIDDEN

WATCH

FIG.

2

the audience.) "Pulling up my sleeve, he removed my watch, and making
a bag out of his handkerchief, he dropped the watch in it."

As you say this, pull up your sleeve so that its edge is just below the

hidden second watch, which of course is unseen by the audience. Remove
the watch from the wrist. Pick up the "devil's handkerchief" by the four

comers, forming a bag. Drop the watch into the handkerchief, actually

into the secret pocket (Fig. 2). Then pull down your sleeve, but at the

same time, the fingers grasp the hidden watch and pull it to the wrist

with the sleeve. This action should be done naturally so that there is no
hint of a suspicious movement. Then say, "As the thief was about to take

off, I told him that it would do him no good, since, being a magician,

I could easily foil him. He laughed derisively and ran away. When he
got to his hideout, he eagerly opened the handkerchief to examine his

loot, and was extremely surprised to find that the watch had vanished."

At this time, open the "devil's handkerchief," shake it to show that it is

empt>^ and that the watch has vanished.

"The moral of this story is to show that you should always believe a

magician, because not only did I cause the watch to vanish from the

handkerchief, but I also caused it to reappear where it belongs, on my
wrist." Now show the watch, back on the wrist.

157. Scarnes Bean Trick

Effect: The performer shows four small beans in the palm of his left

hand. He picks them up, one at a time, with his right hand, and ap-

parently places one in each ear and one in his nostril. He places the last

m i
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one in his mouth. He opens his mouth over the table and out drop the

four beans.

Presentation: Drop four small beans into the palm of the left hand.

Openly show them there. Cup the left hand slightly, and with the right

hand pretend to remove one bean, but actually take two (Fig. 1). Im-

mediately close your left hand. Hold up your right hand and show one

bean, hiding the other between the fingers. Tell the spectators that it is

necessary to lubricate the bean slightly. Bring your right hand up to your

mouth, as if to wet the bean with saliva, and as you do this, drop one

bean into the mouth, while wetting the other (Fig. 2). This should be

done smoothly, and should look only as if you just wet the bean wdth

your lips and tongue. Holding the closed left fist with the fingers up-

ward, drop this bean into the palm near the tips of the fingers, and show

it in this position (Fig. 3). Make a motion, with the right hand, as if to

remove the bean with the fingers, instead, open the fist of the left hand

slightly, and allow the bean to drop into the palm. Immediately bring

the right hand (presumably holding the bean) to the right ear and go

through the motions of inserting the bean into the ear. Practice this move

a bit, so that your timing is perfect and it looks as if you really are fol-

lowing through with this action.

Open your left fist and show the three beans. Now repeat the above

actions, starting with the removal of a bean (actually two) and ending

by placing the "bean*' into your left ear. Open your left fist again and

show two beans. At this time you have two beans secreted in your

mouth. Repeat the routine again, picking up the two beans as one and

ending up by placing the "bean" in your nostril. When you open your left

fist this time, there is only one bean. Pick this bean up and actually place
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it in your mouth. Hesitate a few moments and then, bending your head

forward, open your mouth and allow the four beans to drop out slowly.

If done smoothly and with proper timing, this routine becomes a real

mystifier and is excellent entertainment. Incidentally, the beans may be

marked in any way you wish.

158. The Turnabout Bill

Effect: The performer holds a bill with its picture face toward the

audience. By a series of simple folds and unfolds, without in any way
turning the bill over, the picture mysteriously appears upside down.

Presentation: Hold a dollar bill with its picture face toward the audi-

ence, the portrait of George Washington upright (Fig. 1). Fold the upper

half of the bill forward and down (Fig. 2). Now fold the right half of

the bill forward and to the left (Fig. 3). The biH is now folded into a

packet of quarters. Fold the right half of the packet forward and to the

left, forming a packet of eighths (Fig. 4). The folds with the four corners

are now toward you. Turn these to the right as if you were turning a page

backward, unfolding the bill back into quarters (Fig. 5). Now unfold the

FIG.5 FIG.

6
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half of the bill toward you, to the right, again as if turning the page of a

book, but this time to the left. Unfold the half of the bill toward the

audience, bringing it up and revealing that the picture of George Wash-
ington has mysteriously turned upside down (Fig. 6).

159. Color Separation

Effect: Four packages of small pieces of tissue paper are thoroughly

mixed together. Each package is composed of differently colored paper.

The mixture is placed in a jar. A spectator calls for a color; the performer

inserts his hand into the jar and removes a handful of pieces, all of the

color called for. He repeats this performance four times.

Preparation: Place a tray on a table. On the tray put a glass jar, large

enough so that your hand can enter and move about slightly. Into four

paper bags place a quantity of small pieces of different-colored tissue

paper, each bag holding the same color. Cut these pieces from colored

tissue paper, making them about one inch square. Have enough of these

pieces so that when they are placed in the jar they will fill about two

thirds of it.

Now make four small packets of these colored papers, and bind them

with a thin strip of tissue paper, of the same color. Instead of the piece

of tissue paper, you may use a small rubber band. Conceal two of these

packets under the edge of your vest on one side, and the other two on

the other side.

Presentation: Hand the jar to a spectator and ask him to empty the

bags into the jar. Instruct him to mix the papers thoroughly. After every-

one is satisfied, ask someone to call out one of the colors and instruct the

spectator who is holding the jar, to reach his hand into the jar and take

out a handful of pieces of the selected color. As he is about to do this,

steal the proper packet from under your vest, and say, "No, not that way."

Insert your hand, with the packet concealed in it, into the jar. Work
your hand through the papers, and with a movement of the fingers,

break the strip of tissue around the packet, or, if it is bound by a rubber

band, slip the band off. Remove your hand and slowly allow the pieces

to fall to the tray.

Repeat this procedure with another spectator and another color. At

the completion of this second round, ask if there is anyone at all who
feels he could perform this feat. In the meantime, steal the other packets

from under your vest, and hold one in each hand.
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Continue with the third and fourth colors. In order to create the illu-

sion of a great quantity of paper, as you drop the papers in the tray,

work the fingers of the hand in a rubbing motion against the palm and

allow the pieces to fall slowly.

160. Magazine Mind Reading

Effect: A spectator opens any magazine to any page. He picks out the

first word of any line. On a piece of paper he writes the name of the

magazine, the page number and the number of the line. He seals this

paper into an envelope. The envelope is marked, and is then slipped

under a closed door behind which the performer has been all the time.

After a few moments, the performer slips the envelope back under the

door. The envelope is unopened, but across its face is written the page

number of a dictionary and the line at which the selected word appears.

When the spectator checks he finds the word to be correct.

Preparation and Presentation: Have about half a dozen different

magazines and a dictionary lying on a table. Lock yourself in an adjoin-

ing room, giving the excuse that you can meditate and concentrate better

when you are alone. Tell a spectator to open any of the magazines to any

page. Counting down from the top he is to stop at any line, and con-

centrate on the first word of that line. Then he is to print on a slip of

paper the name of the magazine, the page number and the number of

the line. He is to slip the paper into an envelope and seal it. He may
sign his name in ink across the sealed flap so that he may later make
sure that the envelope was not opened. He slips this under the door to

you.

» •
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In the other room, unbeknownst to the audience, you have a set of

dupHcate magazines, a flashlight and a duphcate dictionary. Hold the

envelope up and flash the light through from behind it. You may now^

easily read what is printed on the paper. Open the duplicate magazine,

count down to the designated line, and read the first word. Look this up

in the dictionary, and write the following on the face of the envelope.

"If you will open the dictionary to page , and count down words,

you will find the word you are concentrating on." Slip the envelope back

under the door. The spectators will find, to their great surprise, that

everything checks. They may examine the envelope thoroughly, but will

find that it has not been disturbed.

161. Test of Strength

The followdng is one of those fake *Tiypnotic" effects, which, when pre-

sented properly, is quite convincing.

Effect: The performer asks a volunteer spectator, who looks fairly

husky and strong, to stand in front of him. The performer suggests to

this spectator that he wall not be able to lift him (the performer). The

spectator tries and fafls. When the performer tells him that he may now
lift him (the performer), he succeeds.

Presentation: In selecting the spectator to assist you, make sure that

he is larger and much huskier than yourself. The experiment becomes

much more convincing under these circumstances. Have him stand in
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front of and facing you. Hold your elbows to your sides, your hands

pointed up. Shift your elbows forward a bit. This shifts your center of

gravity backward, so that it becomes quite difficult for the spectator to

lift you in this position. So, when you ask the spectator to lift you by

your elbows, he will not be able to do so, or at least will find it very

difficult. Now shift your elbows back to your sides. Tell the spectator he

may now lift you, and he does, quite easily.

A second method is to ask the spectator to place his hands around your

hips. Hold his hands tightly around the wrists, and when he attempts to

lift you, twist his wrists outward. This causes the lifting force to become

dissipated, and the spectator finds he cannot hft you. If you hold his

wrists tightly, the spectator will not notice the twisting action. In order

to restore his "strength" so that he may lift you, release the twisting

pressure.

Make sure that you present this experiment in such a way as to con-

vince the spectators that it is your power of suggestion which is the

activating force.

162. Sitting Tight

Effect: A volunteer subject sits in a chair. The performer merely touches

him, and he is unable to stand up.

Presentation: Tell the audience that you are about to demonstrate your

hypnotic powers, and would like someone to volunteer to assist you in
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your experiment. Have your "v^olunteer" sit in a chair and tell him to

relax completely. His feet should be flat on the floor and extended

slightly forward. His hands should be in his lap in a relaxed position.

His head should be tilted as far back as possible. When the person has

assumed this position, tell him that at no time during the experiment is

he to use his hands. Tell him that you are merely going to touch his

forehead with one finger, that when you do so, try as he may, he will

not be able to stand. Repeat this statement so as to give the impression

that you are using hypnosis. Place your finger against the subject's fore-

head, and tilt his head back as far as it will go. Now tell him to try to

stand. He wall not be able to do so, since in this position his center of

gravity has been shifted so far back that he is completely off balance.

When you have completed demonstrating this, remove your finger, tell

the subject to relax and bring his head forward. He will now be able to

stand.

163. Hindu Magic Papers

Effect: A borrowed five-dollar bill is wrapped in several sheets of paper.

When the paper is unwrapped, the five has become a one-dollar bill.

Preparation: Obtain one sheet of yellow tissue paper, thirteen inches

by thirteen inches; two sheets of red tissue paper, twelve inches by twelve

inches; two sheets of white tissue paper, ten inches by ten inches; and

two sheets of blue tissue paper, eight inches by eight inches. Align the

two red sheets perfectly, one on top of the other, and glue one square

inch of their centers together. Place them flat on the table. On this place

one white sheet, and on the white sheet place one blue sheet. Center all

papers. In the center of the blue sheet, place a one-dollar bill. Fold the

blue sheet over the bill so as to form a square packet, and leave it cen-

tered (Fig. 1). Over this packet fold the white sheet, again forming a

square; leave this packet centered. Over the white packet fold the upper-

most red sheet. Fold each side evenly so that when the packet is com-

pleted its edges are evenly aligned. This packet wfll naturally be cen-

tered, since it is glued to the other red sheet. Turn all the papers

completely over so that the unfolded red sheet is uppermost, the packet

of red, white and blue papers being hidden under it.

Place the other white sheet on this, and then the blue sheet on the

white. Make a packet of these three sheets, exactly the same as the

hidden packet. You now have two packets of three sheets each, glued

back to back. Place these packets with the one containing the dollar bill

underneath on the yellow sheet (Fig. 2). Fold the yellow sheet around
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the other papers, making another square packet. Press the folds of the

papers tightly, preferably leaving them under a weight overnight. This

is done so that the papers will retain their creases when unfolded and

refolded. Place the papers in your coat pocket, and you are ready to

perform this e£Fect.

Presentation: Remove the papers from your pocket and place them

on the table. Unfold the yellow paper, then the red, then the white, and

finally the blue, leaving each paper on top of those underneath it. Bor-

row a five-dollar bill, fold it in half and place it on the blue sheet. Fold

the blue paper over the bill, then the white over the blue, making all

folds on the creases. Now you must fold the red over the blue, and here

is where the chicanery takes place. When you have folded three sides

down, instead of folding the fourth side over the packet, fold the packet

over the side (Fig. 3). This will bring the hidden packet uppermost. Fold

the yellow paper over both packets again.

Make an appropriate remark and some magical passes. Unfold the

packet flat on the table. Instead of the five-dollar bill, the spectators are

surprised to see a one-dollar bill. Place the one-dollar bill back into the

papers and repeat the process, causing the five-dollar bill to reappear.

Return the five spot to the spectator, fold the papers, and place them

iato your pocket.

Note: Many different tricks may be performed with the Hindu magic

papers, such as cashing a check, changing a coia, restoring a torn bill or

card, etc.
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164. Ashes of the Phoenix

Effect: A strip of red tissue paper is burned in the performer's hand.

As the last inch of paper bums, he releases his hold on it. The burning

paper soars high into the air, then slowly comes down in ashes. As the

ashes descend to the level of the performer's hands, he reaches into them

and whips out the strip of tissue paper, fully restored.

Preparation: Buy a package of red tissue paper at any stationery or

department store (red is the only color with which this trick will work).

Cut the paper into strips approximately two inches wide and twenty

inches long. In cutting, be sure to cut the length of the strips along the

grain of the paper. The trick will not work if the strips are cut in any

other manner. Pleat one of the strips of paper, slip it into a paper clip,

and with the aid of a safety pin, fasten the paper clip to your trousers

just above the lower edge of the right side of your jacket. Do not permi'

the pin to puncture the paper. Place another paper strip in one of youi

pockets, and you are all set to perform. \

Presentation: Remove the strip of paper from your pocket. Open the

paper to its full length and show it freely. Fold the strip in the center,

and with your left hand hold the paper at the fold so that the free ends

are horizontally in front of your hand. It is most important that the paper

be held in a horizontal position to prevent the paper from burning too

rapidly. Turn your left side toward your audience, so that they can see

the paper, and set fire to the free ends.

As the paper burns, you will find that the ashes remain attached to tl

unbumed portion. When only an inch of unbumed paper remains, re-

lease your grip on the strip. As the last of the paper is consumed by

Hames, the ashes will soar high into the air as if drawn up by an unseen
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hand. As you and the audience watch the ashes rise, permit your right

hand to drop to your side and steal the pleated paper from the clip under

your coat. As the ashes descend to your hand level, reach into them and

whip out the duplicate strip of paper, holding the paper stretched be-

tween both hands. The paper is apparently reincarnated. Thanks to the

type of paper and the manner in which it is cut, the ashes will float high

into the air, making for perfect misdirection under cover of which you

can steal the duplicate paper.

If you desire patter for this trick, the following has been found quite

fitting. "You have probably heard of the Phoenix, the mythical bird who
when he felt death approaching would build his own funeral pyre and

cremate himself. Then from the ashes the Phoenix would rise again, re-

incarnated and ready for a new life. The Egyptians came to worship this

bird as a god. To them it symbolized immortality and life after death.

In the temple of the Phoenix the high priest performed a ceremony sym-

bolizing the rebirth of the sacred bird. I have discovered the secret of

this ritual and would like to demonstrate it to you this evening. The high

priest took a piece of red paper, which symbolized the Phoenix, and set

fire to it. At the proper moment, when the Phoenix's spirit was supposed

to leave his body, the priest released his hold on the paper. The ashes

of the Phoenix rise, symbolizing the release of the spirit, and then de-

scend again to earth, and from the ashes steps forth a new Phoenix,

reincarnated!"

ot
165. Miracle Slate

Effect: The performer correctly predicts the total of four numbers se-

lected by four different spectators.

Preparation: Obtain a small slate at your local five and dime or sta-

tionery store. Provide yourself with chalk, paper and a pencil. Before

performing, select and memorize a four-digit number in the vicinity of

7,640.

Presentation: On a piece of paper write down the number which you

have memorized (in our example we will use the number 7,640), fold

the paper, with the number inside, and hand it to a spectator to hold.

With the chalk, draw four horizontal lines on the slate, dividing the face

of the slate into five equal spaces. Present the chalk and slate to a spec-

tator, and ask him to write down the year of his birth in the top space.

After this has been done, present the slate and chalk to a second spec-

tator; he is to write down, in the second space, the year in which some
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I PREDICTED THE
TOTAL 76 4

important event in his life occurred. A third spectator is asked to write

down the year in which he was married. Turn to the person who is hold-

ing the prediction, and ask him to write down any year that he wishes.

Take the slate from the fourth spectator, return to the platform, face

the audience, and state that you will total the figures selected by the four

spectators, and will then permit anyone in the audience to check it.

Pretend to be adding the figures and placing the total in the last empty

?pace, but in reality write down the figure which you have previously

memorized (in our example, 7,640). After you have finished, look at the

slate again and remark that you don't seem to be able to add correctly

tonight. With a handkerchief, pretend to rub out the total, but, actually,

erase the date which the fourth spectator wrote down. You now have

three sets of figures, a blank space, and a total. Fill in the blank space

with the proper figures, which, when added to the other three figures,

vdll add up to your predicted total. An example is given below:

Year first person was bom 1901

Year something important happened in second person's life 1942

Year third person was married 1922

Blank space where fourth date was erased

Total 7640
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In other words, as you add up the last column you get 5, so in the blank

space of that column, fill in a 5 to get 0. In the next column you get 7.

Write in a 7 to get 4. Next you get 28; write in an 8 to get 36. The last

column totals 6, so write in a 1 to get 7. The figures which you now have

in the column total your predicted 7,640. Hand the slate to another

spectator and ask him to verify the addition. Go to the first three spec-

tators who wrote numbers, and ask them to verify their figures. As each

figure is verified, erase it from the slate. Approach the fourth spectator,

as if to show him the slate, then stop and say, "No, we won't show you

the slate with the total until after you open my prediction and read the

number which I wrote on the paper." As you say this, erase the fourth

figure, leaving only the total on the slate. When the fourth spectator

reads your prediction, show the total which you have on your slate to

the audience.

166. The Flying Glass

Effect: A glass of water disappears from under a cloth and is found in

a borrowed hat.

Preparation: To perform this trick it is necessary to prepare a special

covering cloth. Obtain two pieces of cloth of the same design, each about

eighteen inches square. Place one of these pieces of cloth flat on a table.

On the center of the cloth place a cardboard disc of the same diameter

as the mouth of the glass you plan to use. Place the second piece of cloth

on top of the first so that all the edges match evenly. Sew the cardboard

disc to the center of the two pieces of material, and then sew the match-

ing edges of the two cloths together. You now have what appears to be a

single cloth.

Presentation: Borrow a hat from a member of the audience. If you are

on the same level with the audience, turn up the sweat band of the hat

to prevent the audience from seeing into the hat. Put the hat down on a

nearby table. Show the glass and fill it with water. Holding the glass in

one hand, cover it with the prepared cloth so that the cardboard disc

covers the mouth of the glass. You then state that you can cause the glass

to fly into the hat, either visibly or invisibly. But the visible method is

not very mystifying, because all you have to do is carry the glass over
to the hat and set it down. As you tell the audience this, walk over to the

hat, and holding the glass through the cloth from above, lower the glass

into the hat. Leave the glass in the hat, and raise your hand again, hold-

ing the cardboard in the cloth as if you still retained the glass under the
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I PREDICTED THE
TOTAL 76 4

important event in his life occurred. A third spectator is asked to write

down the year in which he was married. Turn to the person who is hold-

ing the prediction, and ask him to write down any year that he wishes.

Take the slate from the fourth spectator, return to the platform, face

the audience, and state that you will total the figures selected by the four

spectators, and will then permit anyone in the audience to check it.

Pretend to be adding the figures and placing the total in the last empty

space, but in reality write down the figure which you have previously

memorized (in our example, 7,640). After you have finished, look at the

slate again and remark that you don't seem to be able to add correctly

tonight. With a handkerchief, pretend to rub out the total, but, actually,

erase the date which the fourth spectator wrote down. You now have

three sets of figures, a blank space, and a total. Fill in the blank space

with the proper figures, which, when added to the other three figures,

will add up to your predicted total. An example is given below:

Year first person was bom 1901

Year something important happened in second person's life 1942

Year third person was married 1922

Blank space where fourth date was erased

Total 7640
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In other words, as you add up the last column you get 5, so in the blank

space of that column, fill in a 5 to get 0. In the next column you get 7.

Write in a 7 to get 4. Next you get 28; write in an 8 to get 36. The last

column totals 6, so write in a 1 to get 7. The figures which you now have

in the column total your predicted 7,640. Hand the slate to another

spectator and ask him to verify the addition. Go to the first three spec-

tators who wrote numbers, and ask them to verify their figures. As each

figure is verified, erase it from the slate. Approach the fourth spectator,

as if to show him the slate, then stop and say, "No, we won't show you

the slate with the total until after you open my prediction and read the

number which I wrote on the paper." As you say this, erase the fourth

figure, leaving only the total on the slate. When the fourth spectator

reads your prediction, show the total which you have on your slate to

the audience.

166. The Flying Glass

Effect: A glass of water disappears from under a cloth and is found in

a borrowed hat.

Preparation: To perform this trick it is necessary to prepare a special

covering cloth. Obtain two pieces of cloth of the same design, each about

eighteen inches square. Place one of these pieces of cloth flat on a table.

On the center of the cloth place a cardboard disc of the same diameter

as the mouth of the glass you plan to use. Place the second piece of cloth

on top of the first so that all the edges match evenly. Sew the cardboard

disc to the center of the two pieces of material, and then sew the match-

ing edges of the two cloths together. You now have what appears to be a

single cloth.

Presentation: Borrow a hat from a member of the audience. If you are

on the same level with the audience, turn up the sweat band of the hat

to prevent the audience from seeing into the hat. Put the hat dowTi on a

nearby table. Show the glass and fill it with water. Holding the glass in

one hand, cover it with the prepared cloth so that the cardboard disc

covers the mouth of the glass. You then state that you can cause the glass

to fly into the hat, either visibly or invisibly. But the visible method is

not very mystifying, because all you have to do is carry the glass over

to the hat and set it down. As you tell the audience this, walk over to the

hat, and holding the glass through the cloth from above, lower the glass

into the hat. Leave the glass in the hat, and raise your hand again, hold-

ing the cardboard in the cloth as if you still retained the glass under the
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CLASS IN HAT

cloth. Inasmuch as the cloth still hangs as if the glass were concealed in

it, the audience believes you have the glass in your hand.

Step as far away from the hat as possible, and with your free hand,

grasp one comer of the cloth and whip it into the air. The glass of water

has vanished. Walk over to the hat and remove the glass of water.

One performer I know has a confederate in the audience. After ap-

parently removing the glass from the hat under cover of the cloth, he

calls his friend forward to look into the hat and to hold it. The friend,

of course, says that the hat is empty. Then, as the performer flips the

cloth at the opposite end of the room, the friend, holding the hat, lets it

jerk down a bit as if the glass had just arrived in the hat. This adds a lot

to the trick.

The following patter will give you some idea of what to say while

performing this trick. "For my next experiment—you'll notice I say ex-

periment because the last time I attempted to do this trick the folks in

the first three rows got showered with water and glass—as I said, in my
next experiment I am going to attempt to cause a glass of water to fly

through space and land in a hat. First, I require a hat. May I borrow

yours, sir? Thank you. Just to keep the water from splashing we 11 cover

it with this cloth.

"rd like you to know that I can cause this glass to travel either visibly

or invisibly. Of course, if it travels visibly it isn t much of a trick. All I
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have to do is lower it into the hat, Hke this. But—HI do it the difficult

way. I'll stand way over here, and without my hands once leaving the

ends of my arms, I will cause the glass to take flight. Eureka! It has gone.

Unless it got caught in a strong head wind, the glass of water should be

here in the hat. Yes, here it is. And that, my friends, is Magic."

167. Behind the Napkin Ball

Effect: The performer tears a paper napkin to pieces and then restores

it. He repeats the trick, explaining how it was accomplished. At the

conclusion of the "explanation," the spectators are even more baffled.

Preparation: Five paper napkins are required. It is suggested that you

use the small size, about eight or nine inches square. Roll one of the nap-

kins into a ball, and roll another one over the outside of it. Roll two

more napkins in the same manner. Place both sets of napkins in your

right-hand jacket pocket. Take the remaining napkin, roll it into a ball,

and place it in your left-hand jacket pocket. You are now ready to work

the trick at any time or any place.

Presentation: Remove one of the sets of napkins from your right-hand

pocket and unroll it to show that it is only an ordinary paper napkin. As
you unroll it you will find that the inner ball will roll unobserved into

your right hand, the open napkin hiding it. Tear the napkin into several

pieces, but always leave one section in the right hand so as to cover the

ball. Next, roll the torn pieces inside the piece in your right hand so that

the ball of torn pieces lies next to the other ball in your hand. (By hold-

ing the two balls side by side, you can freely show them as one.) As you

show what appears to be one ball, roll the papers around so that the

untom napkin is nearest your fingertips. Open it in such manner as to

cx)nceal the ball of torn papers behind it. Show the napkin, apparently

» 9
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restored. Roll this napkin into a ball, enclosing the torn papers inside it,

and deposit in your right-hand trouser pocket.

Because the audience has been so nice to you, you volunteer to show

them how the trick was done. You admit frankly that you use two nap-

kins. To demonstrate, remove the single napkin from your left pocket,

unroll it, show it to the audience and reroU it into a ball. Hold this in

your right hand. Then remove the set of napkins which you still have

in your right-hand jacket pocket; open the outer napkin, permitting the

one inside to remain in your right hand. Press the two rolled-up napkins

which you have in your right hand and show them as one. To the audi-

ence this appears to be the napkin which you just showed them and then

rolled into a ball. Explain that this extra napkin is never seen by the

audience because it is hidden by the open one, and demonstrate how a

napkin can be hidden behind the open one. Proceed to show how the

open napkin is torn and rolled up. Show how to switch this ball for

another one. Open one of the other napkins and show that it is restored.

Ball up this napkin, but in doing so, ball it around the pieces of the torn

one. Drop this ball into your pocket. You still have a ball of paper in

your hand. The audience believes it to be composed of torn papers, but

it is really a complete napkin. Patter to the effect that the magician must

still dispose of the ball of paper, but if he should get caught with it in

his hand he'd better work some real magic. As you say this, open the

napkin and show it to be whole again.

168. The Vanishing Fountain Pen

Effect: The performer passes around a fountain pen for examination,

crashes the pen across his knee, and instantly the pen vanishes.

Preparation: Most fountain pens have a clip on the cover part. Take

a length of black rubber elastic, or, if unavailable, tie several rubber

bands together to form a piece about twelve inches long. On one end

place a safety pin, and fasten this to the back of your vest. Fasten the

other end of the elastic to the clip of the pen cap, and place the pen in

your upper right-hand vest pocket.

Presentation: Standing with your right side toward the audience,

remove the pen from your pocket with your right hand, holding the pen

so that the upper part of the cap is hidden by your hand and the rubber

is hidden by your right arm. Unscrew the pen from the cap with your

left hand, show the pen around, and then screw it back into the cap

again. Taking the pen in both hands, raise one knee slightly. As your
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ELASTIC

hands come down to crash the pen across your knee, release your grip

on the pen, and it will swiftiy and without being noticed be drawn under

your jacket. Open both hands and show that the pen has vanished.

If you don't wear a vest, the safety pin may be fastened to the inside

of your jacket between your shoulders, and the pen may be carried in

your inside jacket pocket or right-hand trousers pocket.

One performer I know performs the trick in the following manner.

He buys two cheap pens, and after fastening the extra cap to the elastic^

places it in his vest pocket. The pen, with an unprepared cap, he places

in another pocket, or has it lying on his table until he needs it. He re-

moves the cap from the pen and passes the pen around for examination-

While attention is focused on the pen, he places the regular cap in his

vest pocket. When he gets the pen back, he takes the prepared cap from

his vest pocket, screws it onto the pen, and concludes the trick as de-

scribed above.

Another performer makes the pen vanish as described in the first

method, but has a duplicate pen planted either on his own person or on

some member of the audience. After making the pen vanish, he pro-

duces the duplicate and passes it for examination with the cap on it.

The following patter has been found suitable for this trick. "Have you
seen the new unbreakable pens just out on the market? I bought this

one today down at (local store). Here, take a look at it. Looks like an

ordinary pen, but they say that it is positively unbreakable. If it breaks

any time during the next million years, just send it back and they'll give

you a new one. I'm going to test it by trying to break it across my knee.

Hey, where did it go? It vanished. How am I going to turn it in for a
new one? I knew there was a catch to that offer. I'm sorry I hocked my
old pen to buy this new one."
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169. The Uncrushable Glass

Effect: The performer takes a glass of water, clears the table in front of

himself, and places the glass of water up under the table cloth, holding

the glass by its top rim. Suddenly he crashes the glass down to the table

top. The glass vanishes. Casually reaching under the table, the performer

produces the missing glass of water. It has apparently passed right

through the center of the table.

Preparation: Take a strip of fairly heavy cardboard or celluloid and

cut it into a disc about the diameter of the mouth of the average glass

tumbler. Keep this in your coat pocket, and you are always ready to

perform this trick.

Presentation: While seated at the table, secretly remove the disc from

your pocket and place it on your lap. Show the glass of water, and as

your hand comes down with it, apparently to slip it under the table cloth,

leave the glass in your lap, between your legs. At the same time, pick up
the disc on your lap and place it under the upheld table cloth. By holding

the disc through the cloth at approximately the same height as if holding

the glass, you give the impression that the glass of water is under the

:;loth. At the proper time crash the cloth down to the table top. Then, as

your hand goes under the table to retrieve the glass, pick up the glass of

water which is resting in your lap.

There you have the trick. Build it up and make a lot of it. It will really

prove amusing..

l^^iSk
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170. The Melting Half Dollar

Effect: A borrowed half dollar is placed under a handkerchief and

handed to a spectator. The spectator is instructed to hold the half dollar

and handkerchief over a glass of water. At the performer's command, the

spectator releases his hold on the coin, permitting it to drop audibly into

the glass of water. When the handkerchief is removed from the glass,

the coin is found to have vanished. The performer produces the half

dollar from his pocket and returns it to its owner.

Preparation: Purchase a glass watch crystal or flat round glass disc

about the same size as a half dollar. Place this in your left-hand jacket

pocket so that you can reach it easily. Equip yourself with a water glass,

partially filled, and a man's handkerchief.

Presentation: Hold the watch crystal in your left hand, keeping it con-

cealed in the palm of your hand by curling your fingers enough to hide it.

.^;o:-S-:p:«-;o;v

Request some member of your audience to lend you a half dollar, but

before he gives it to you he is to note its date, or mark it in some manner

so that he can identify it later. Take the coin with your right hand and

step back to the table where the glass of water is resting. Place the coin

in your left hand, holding it between thumb and fingers at the fingertips.

Open the handkerchief with your right hand, and place it over your

left hand. With the right hand reach through the cloth and pretend to

grasp the half dollar. In reality, grasp the watch crystal with your fingers

and thumb at its rim, and permit the half dollar to drop into your left

palm. Hold the handkerchief and watch crystal over the glass of water

as illustrated, and request one of the spectators to hold the coin in the
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handkerchief in the same manner. As soon as he has a grip on the hand-

kerchief, step back from the table and instruct him to release his grip on

the coin, permitting it to drop into the glass. As he does this, the watch

crystal hits the glass and sounds like the coin, convincing the audience

that the coin is actually in the glass. Instruct the spectator to remove the

handkerchief from the glass. As he is doing this, drop the coin into your

left jacket pocket. The glass watch crystal, resting on the bottom of the

glass of water is not visible to the audience. The coin has apparently van-

ished. Show that your left hand is empty, reach into your jacket pocket,

and produce the coin. Return it to its owner for identification.

171. Coin Divination

Effect: While the performer's back is turned, each of three spectators

picks up a coin, each of different value. Almost immediately the per-

former announces which coin is held by each spectator.

Preparation: Make up a small chart like the following:

MATCHES
LEFT

PEN NY DIME QUARTER

1 NO. 1 NO. 2 NO. 3

2 NO. 2 NO. 1 NO. 3

3 NO. 1 NO. 3 NO. 2

5 NO. 3 NO. 1 NO. 2

6 NO. 2 NO. 3 NO. 1

7 NO. 3 NO. 2 NO. 1

Place this chart in a pocket where it can be reached easily. Obtain

twenty-four wooden or paper matches, and place them in another pocket.

Supply yourself vdth a penny, dime, and quarter.

Presentation: Place the twenty-four matches on the table without call-

ing attention to how many matches you have, and call for three specta-

tors to assist you. Numbering these spectators 1, 2, and 3, give Number 1

one match. Number 2 two matches, and the last spectator three matches.

Arrange the remaining matches on the table so that you can count them

at a glance. Place a penny, dime, and quarter on the table. Turn your
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back to the table and instruct each spectator to select one of the coins

and place it in his pocket. After this has been done, give them the follow-

ing instructions: "Will the person who selected the penny please remove

from the table as many matches as I originally gave him. Next, whoever

has taken the dime please remove twice as many matches as I gave him;

and the person who took the quarter, please remove four times as many

matches as I gave him. Please conceal the coins and matches which you

have taken." While this is going on, secure the chart and conceal it in

your hand.

Now turn around for an instant to ask them if the instructions have

been followed. During this instant, glance at the table and observe the

number of matches remaining on the table. Turn your back again, and

glance at the chart. Look down the column marked "Matches Left" until

you reach the figure corresponding to the number of matches remaining

on the table. Reading across the chart, the figure in each column signi-

fies the number of the spectator who is holding a particular coin.

For example, if six matches remain on the table, the penny is held by

spectator Nimiber 2, the dime by spectator Number 3, and the quarter

by spectator Number 1.

Of course, the chart is never seen by the spectators.

172. Magic Key Rings

Effect: A coin is borrowed from a spectator and is placed flat on the

table near two key rings and two small squares of cardboard. One card-

board square is placed over one of the key rings. This ring and square

are then stacked on top of the other piece of cardboard; the ring and

squares of cardboard are stacked on top of the remaining key ring, and

the entire stack is placed over the borrowed coin. The performer re-

moves the top square of cardboard, then the first ring, and then the other

square of cardboard—and reveals that the coin which had been in the

center of the remaining ring has vanished. Restacking the rings and

squares, the performer causes the ring to reappear on the table.

Preparation: Obtain two key rings, a piece of cardboard, and two sheets

of eight and one-half inch by eleven inch white paper. From the piece

of cardboard, cut two squares whose sides are a little shorter than the

diameter of the rings. To determine if the cardboard is the proper size,

place one of the squares on one of the key rings. The rim of the ring

should protrude from all sides of the square, but you should be unable to

see anything inside the ring.

p m
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PREPARED
RING

FIG. I

FIG.2

Apply mucilage to one surface of the rim of one of the key rings, and

glue one of the sheets of paper to the ring. After the mucilage has dried,

cut away the excess paper, leaving a small circle glued to the underside

of the ring. This circle should not extend beyond the perimeter of the

ring.

When ready to perform the effect, place the other sheet of paper flat on

the table with the rings and squares lying on the sheet of paper. In this

way, the paper glued to the one ring will not be visible.

Presentation: Borrow a coin from one of the spectators and place it on

the center of the sheet of paper. Fig. 1 shows how the coin, rings, and

squares are placed on the paper. With your left hand, pick up square

number 1, holding it with your thumb on one edge and your first two

fingers on the opposite edge, holding the cardboard from above. Place

square 1 over ring A and pick up both in the manner described above.

Place them on top of square 2 and, adding this square to the stack, place

them all on top of ring B (the prepared ring). Lift up the entire stack

and place it on top of the coin. With your right hand, remove square 1,

placing it in the lower right-hand corner of the sheet of paper. Remove
the ring from the stack and place it on top of square 1. With the left

hand, remove square 2 and place it in the lower left-hand comer of the

sheet of paper. The coin is now hidden under the circle of paper glued

to ring B. To the audience it appears that the coin has vanished.

To cause the coin to reappear again, pick up square 1, with ring A
on top of it, with your right hand. Place these on top of the prepared

ring. Raise the prepared ring slightly off the paper, and with the left

hand slide square 2 under the prepared ring, but over the coin. With

the left hand, raise the entire stack and show that the coin has reap-

peared.
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Now for an original move that again permits you to show the rings

and the squares. You are holding the squares and rings in your left hand.

With your left forefinger, raise the front edge of square 1 (top square)

slightly. The second finger retains a grip on the rear comer of square 2

while the thumb remains in its original position (Fig. 2). With a

slight throwing motion to your right, permit the prepared ring to sHde

from between the squares and onto the paper. Hold your hand close to

the paper during this action. Drop square 2 next to the prepared ring.

Drop the remaining ring next to square 2, and the remaining square next

to this ring. This move again places all equipment in full view of the

audience without revealing the secret.

173. Roping a Handkerchief

Effect: The performer holds a piece of rope, about five feet long, with

his foot on one end, the other end held between his teeth. Holding a large

handkerchief by diagonally opposite comers, he ties it around the rope

twice. Yet, when he pulls the two tied ends of the handkerchief toward

the audience, it penetrates the rope, leaving a knot still tied in the

handkerchief.

Presentation: Hold a five-foot length of clothesline vertically by placing

your foot on the lower end, holding the other end in your teeth (Fig. 1).

Remove a large pocket handkerchief from your pocket (for a pretty effect,

use a large silk scarf available at women's shops and five and ten cent

stores) and hold the cloth by diagonally opposite comers (Fig. 2). End A
is held between the first and second fingers of your left hand; the third

and fourth fingers are ciu-led around the handkerchief. End B is held in

the right hand between the first and second fingers. The palms of both

hands face upward. The handkerchief is held in this manner between

the rope and your body.

Carry end B around in front of the rope and place it in your left hand,

holding it between your left thumb and the base of the first finger, and

between your left second and third fingers (Fig. 3). With the thumb
and first finger of your right hand, reach through the loop from above and

grasp comer A (Fig. 4). As you pull end A through the loop, tum your

left hand so the fingertips point downward, the second finger of your left

hand forming a smaller loop in the cloth (Fig. 5). Do not permit the

audience to see that this finger has fouled the knot. Pull the knot rather

tightly around the rope as you slip your left second finger out of the

handkerchief. Hold end B in your left hand and end A in your right. To
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FIG. 6

the audience the handkerchief appears to be securely tied around the

rope. In reaHty, the knot is now a slip knot.

Carry end A in front of and above end B, completely around the rope

in a counter clockwise direction (Fig. 6). Tie ends A and B together in

front of the rope. Your left hand grasps the rope near your mouth, while

your right hand grasps the tied ends of the handkerchief. Now pull the

handkerchief away from the rope. The handkerchief will apparently

penetrate the rope, the ends remaining tied together (Fig. 7).

Note: The above trick can be performed on a spectator's wrist or on the

back of a chair, by executing the same moves as above. Naturally, they

must be executed at a different angle.
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174. The Astonishing Match

Effect: A wooden match mysteriously rises out of a match box. The
match is Ht and the fire extinguished. The burnt match is then wrapped

in a handkerchief and is made to vanish. The match reappears in the per-

former's pocket. The performer takes the burned match, and striking it

against the match box, causes the match to bum again.

Preparation : Take a penny match box and punch a hole in the top cover

near one end (Fig. 1). A paper punch is ideal for making the hole. Place

a few matches in the box, and slip another match through the hole in the

cover and down into the drawer, so that just the head of the match sticks

out of the top of the box (Fig. 2). Place this box in one of your pockets.

Next, take several matches and dip their heads in black ink. After the

ink has dried, place the matches in another pocket. Finally, take another

match, light it, and quickly blow out the flame. SHp this burned match

into the seam of a pocket handkerchief. This can be done by cutting a

little slit in the seam at one comer. Force the match into the seam, place

the handkerchief in your pocket, and you are ready to perform.

•HOLE

FIG.2

Presentation: Remove the match box from your pocket, and show it on

all sides, concealing the protruding match head with your thumb. Hold

the box in your right hand, slightly above the eye level of the audience.

Hold the box with the thumb and second finger at its edges, the index

finger pushing the drawer slowly forward. This causes the match to rise

out of the hole, but to the audience it looks as if it is rising from the open-
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ing drawer (Fig. 3). Remove the match from the box, Hght it, then blow
out the flame, replacing the box in your pocket. Next, remove the pre-

pared handkerchief from your pocket and pretend to wrap the burned

match in the center of it. Actually, you keep the match stick in your

hand and bring the handkerchief comer, in which you have secreted

the other match, into the center of the cloth. You can now permit anyone

at all to hold the match through the folds of cloth. Grasp one of the free

comers of the handkerchief, and at the count of three, shake the handker-

chief, causing the match to "vanish."

Next, drop the hand, which is holding the bumed match, into the

pocket in which the ink-dipped matches are resting. Switch the bumed
match for one of the others, and produce the inked match. This match

appears to be the one which you had just bumed.
Show this match, and remove the match box from your pocket. Rub

the match head along the striking surface of the match box, causing the

match to burst into flame once again. Apparently a burnt match has been

relit.

You might like to model your patter on the following: "I'd like to show
you my latest invention—one which should revolutionize the match in-

dustry. You see, with my invention you merely push the match box open,

and a match rises to meet you. Rut, you might say that this is not match-

less, so I will make this a matchless trick by striking the poor thing, and

then wrapping it in my pocket handkerchief. Will you please hold the

match, sir? Are you sure you have it? That's fine. At the count of three,

you let go. One-two-three. And the match is gone, so, as you can see,

this is a matchless trick. Rut, we are friends, so I'll show you where it

went. And now, to cast a little Hght on the mystery—a little light with a

bumed-out match."

175. Three Shell Game

Effect: The performer places a small pea on the table, covers it with

one of three walnut shells, and then moves the shells around a little. A
spectator is then asked to point to the shell under which he thinks the pea

is hidden. Regardless of which shell is selected, the pea is found under

one of the other shells. This can be repeated many times without the

spectator's ever selecting the correct shell.

Preparation: Go to your local grocery store and purchase a few Eng-

lish walnuts. Separate the shells, taking care not to crack them, and clean

the insides of the half-shells carefully. From this group select three half-

shells of medium size and not too deep. These half-shells should also have
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FIG.I

the largest openings on the rear of their rims to permit the easy removal

and entry of the pea. It is advisable to fill part of the inside of the half-

shells with putty or plumbers' cement. This extra weight prevents the

half-shells from sliding too easily when you don't wish them to. (During

the remainder of this description the half-shells will be referred to as

shells.) After the putty has dried, use a piece of emery cloth to smooth

the edges of the putty.

The "pea" that you will use is a small piece of sponge rubber cut from

a rubber sponge or rubber knee pad available at most five and ten cent

stores. This piece of rubber should be very small. Experiment to obtain

the proper size by placing it under the shell. It must not be so large as to

lift the shell when you shde the shell across the table top.

Several sheets of newspaper or a piece of cloth spread on the table

make a suitable surface on which to push the shells and the pea.

Presentation: Place the three shells on the spread newspapers or cloth

table cover, and place the pea in front of the center shell (Fig. 1). Cover

the pea with this shell. With your right hand, grasp the shell with your

forefinger on the front end of the shell, and the thumb and second finger

at the rear (Fig. 2). The tips of the fingers holding the shell must 'be

touching the table top lightly. Move the shell forward five to eight inches,

holding the shell as instructed. You will notice that as the shell is pushed
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forward the pea slides out from under the rear of the shell and comes be-

tween your thumb tip and forefinger. Press these fingers together and
hold the pea (Fig. 3). The pea is now in your hand, and if you keep your

hand close to the table, the pea will be hidden from the spectators' view.

Grasp one of the other shells with your right hand in the same manner,

then move it back to its original position. Do this several times with

each shell, bringing them all back to their original positions, as at the

start of the trick. As you draw one of the shells back, introduce the pea

into it, being sure you do not hide it in the shell from which you had

secretly removed it. This is done merely by releasing your grip on the pea

as you slide the shell toward your body. In other words, it is the reverse

of stealing the pea from under the shell. To remove the pea secretly, push

the shell forward. To hide it secretly in another shell, pull back. Prac-

tice these two movements until they can be performed without detection.

In actual performance, invite a spectator to keep his eye on the shell

hiding the pea. Secretly remove the pea from the shell and introduce it

into another. He will, of course, select the wrong shell as the one housing

the pea. Another method is to keep the pea concealed in your hand after

removing it from under the shell until after the spectator has selected a

shell as the one he believes hides the pea. After showing that he is wrong,

merely move one of the other shells back and introduce the pea under it.

Show it to be there by raising the shell. Using this method it is even pos-

sible to permit the spectator to select two shells without discovering the

pea under either of them. In any event, the spectator is always wrong.

Note: If you have difficulty removing the pea secretly from imder the

shell, a slight downward pressure on the front of the shell with your fore-

finger will help. By the same token, a slight upward pressure on the rear

of the shell while drawing it back will aid you to introduce the pea

secretly into the shell.

176. Blowing a Knot Out of a Handkerchief

Effect: The performer ties a knot in the center of a large handkerchief.

He blows on the knot, and it disappears.

Presentation: Show a large pocket handkerchief and hold the cloth by

diagonally opposite comers. The end in your left hand is held between

the first and second fingers; the third and fourth fingers are curled around

the handkerchief. Your right hand holds the other end between the first

and second fingers. About three inches of each end should extend beyond

the hands. The palms of both hands face upward (Fig. 1).
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Place the right-hand end in your left hand, holding it between your
left thumb and the base of the first finger, and between your left second
and third fingers (Fig. 2). With the thumb and first finger of your right

hand, reach through the loop from above and grasp the lower comer
(Fig. 3). Pull the end through the loop, at the same time turning your left

hand so the finger tips point downward, the second finger of your left

hand forming a smaller loop in the cloth (Fig. 4). Do not permit the audi-

ence to see that this finger has fouled the knot. Make the knot rather tight

as you slip your left second finger out of it.

With your left hand, hold the handkerchief, as shown in Fig. 5. With
your right hand press downward on the knot, causing it to become
loosened. Continue to hold the supposed knot with your right hand and
throw the uppermost comer of the handkerchief over your right index

finger. Blow on the knot, and release the pressure of the right hand on
the knot (Fig. 6). To the audience, it appears that you have blown the

knot out of the handkerchief.

177. Human Magnetism

Effect: The performer places his hand flat on the table top, palm down.

He then takes a group of calling cards and inserts them, one at a time,

onder the palm of his hand from all angles. The performer then raises

his hand slowly, the cards clinging to his hand in a most mysterious man-
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ner. At a command, the cards leave the performer s hand and cascade to

the table.

Preparation: It is necessary that you wear a ring to perform this trick.

Paint a toothpick white, and after the paint has dried, insert the toothpick

under your ring so that it runs the length of your finger (Fig. 1). If pos-

sible, use a strip of clear celluloid cut to the shape of a toothpick.

Obtain approximately twenty calling cards, or cut twenty pieces of

cardboard measuring about two and one-fourth inches by three and one-

half inches. Carry these cards with you.

Presentation: Place the cards on the table, and place your hand on

which you are wearing the ring flat on the table, palm down. When you

place the first two cards under your hand, place them between the tooth-

pick and your hand, at each side of the ring (Fig. 2). The other cards are

placed between the first two calling cards and your hand. Insert each

calling card from a different angle so as to provide supporting surface

large enough to hold all the cards.

With the calling cards held in this manner, you can hft them off the

table with no apparent means of support. By pressing your ring finger

lightly against the toothpick, and by rotating the palm of your hand

toward your body so that the toothpick won't be seen, you can turn the

FIG.

2
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cards completely over without dropping them. By painting the toothpick

white you cut the possibility of its being seen.

At the conclusion of the trick, when you want the cards to leave your

hand and cascade to the table, merely bend your fingers in against the

toothpick, causing it to break. The falling cards will conceal the pieces

of toothpick.

Patter for this trick might be: "We have all heard about magnetism,

that everyone's body contains a certain amount of electricity. This experi-

ment will prove what a wonderful force human electricity or magnetism

can be when one knows how to control it by thought and action. For ex-

ample, I merely rub my feet on the carpet like this, touch my fingers to

a piece of metal, and I draw a spark which charges my body with elec-

trical forces that make it possible for me to take these calling cards and

place them under the palm of my hand like this, and lift them right oflF

the table without any support. As you see, the cards cling to my hand in

a most magical manner. But this is not magic—it is magnetism at work.

By snapping my fingers I break the electrical circuit, and the cards leave

my hand."

178. The Mystic Fortune-Telling Cards

Although fortune telHng is not strictly within the magical field, it is so

greatly favored by some spectators, especially women, that it does not

hurt the general entertainment value of a program to include it in one's

repertoire. The following routine is based on a bit of mathematical

trickery, but is quite entertaining and will even convince a few gullible

ones of your prowess as a fortune teller and mind reader.

Effect: A card, upon which are listed most of the possible questions that

are generally asked of a fortune teller, is handed to a spectator. He men-

tally selects one of the questions which he wishes answered. Several other

cards are handed to him, each card containing some of the questions

found on the master list. He discards all the cards except those upon

which his question is recorded. The performer studies the master list for

a moment and then answers the spectator's question, although this ques-

tion is not mentioned at any time.

Preparation: Using six blank four-inch by six-inch index cards, make

up the following question cards. All cards are of the same size, therefore

use single space on the master chart and double space on the other five.

On the master card, type the thirty questions, as shown. Type five more

charts, also as shown. (Bear in mind that these charts must be the same
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size. Limited space prevents us from showing these cards full size.)

Each of the five supplementary cards is numbered at the top. The ar-

rangement of the questions and the number on top of each of the five

cards make the trick almost self-working.

QUESTIONS

1. Will there be another war?
2. Will I win the lawsuit?

3. When will I get married?
4. Will I get out of this mess?
5. Will I get the money?
6. Should I tell all?

7. Am I a sucker?

8. Should I borrow the money?
9. Will I take a trip?

10. Is she (he) true to me?
11. Will my health improve?
12. Will I be successful?

13. What is my greatest fault?

14. Should I believe all I hear?

15. When will I get a job?

16. Will I keep the date?

17. When will I retire?

18. Should I go on a diet?

19. Should I sell the property?

20. Should I make a change?
21. Will I take an ocean voyage?
22. How many children will I have?
23. Should I sign the papers?

24. Should I take out insurance?

25. Will the operation be a success?

26. Can I afford a vacation?

27. Will I be wealthy?

28. Will I buy a new car?

29. Should I offer to help?

30. Have I any enemies?

WiU there be another war?
When will I get married?

Will I get the money?
Am I a sucker?

Will I take the trip?

Will my health improve?

What is my greatest fault?

When wall I get a job?

When will I retire?

Should I sell the property?

Will I take an ocean voyage?
Should I sign the papers?

Will the operation be a success?

Will I be wealthy?

Should I offer to help?

Will I win the lawsuit?

When will I get married?

Should I tell all?

Am I a sucker?

Is she (he) true to me?
Will my health improve?
Should I believe all I hear?

When will I get a job?

Should I go on a diet?

Should I sell the property?

How many children will I have?
Should I sign the papers?

Can I afford a vacation?

Will I be wealthy?

Have I any enemies?

Will I get out of this mess?

Will I get the money?
Should I tell all?

Am I a sucker?

Will I be successful?

What is my greatest fault?

Should I believe all I hear?

When will I get a job?

Should I make a change?

Will I take an ocean voyage?

How many children will I have?

Should I sign the papers?

Will I buy a new car?

Should I offer to help?

Have I any enemies?
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Should I borrow the money?
Will I take the trip?

Is she (he) true to me?
Will my health improve?

Will I be successful?

What is my greatest fault?

Should I believe all I hear?

When will I get a job?

Should I take out insurance?

Will the operation be a success?

Can I aflFord a vacation?

Will I be wealthy?

Will I buy a new car?

Should I offer to help?

Have I any enemies?

Will I keep the date?

When will I retire?

Should I go on a diet?

Should I sell the property?

Should I make a change?
Will I take an ocean voyage?
How many cliildren will I have?
Should I sign the papers?

Should I take out insurance?

Will the operation be a success?

Can I afford a vacation?

Will I be wealthy?

Will I buy a new car?

Should I offer to help?

Have I any enemies?

Presentation: Before beginning this trick, say: "From ancient times to

the present day^ fortune telling has been a thriving business. In the old

days, the priests and soothsayers held the people completely under their

control with their powers, the generally superstitious nature of the minds

of the people making this possible. Anything the soothsayers said was

accepted without question. In modern times, of course, things have

changed. There is much less superstition and fear of the unknown, but

among many people there still exists a belief in the abihty of some indi-

viduals to read minds and foretell the future. I am going to attempt an

experiment along these lines. You may use your own judgment as to the

authenticity of the demonstration. Will the spectator who wishes his

fortune told please assist me?"

After a spectator volunteers, give him the master list and instruct him

to select mentally one of the questions. After he has done this, retrieve

the master Hst and hand him one of the other five cards. Ask him to look

at the questions on this card. Should his question be on this card, he

should retain it and concentrate on it once again; if not, he is to return

the card to you. Pass the other four cards to him, singly, with the same

instructions.

Here is where the key number at the top of each card comes into ac-

tion. Card Number 1 has a value of one, card Number 2 is valued at two,

the value of card Number 3 is four, card Number 4 is valued at eight,

and card Number 5 counts sixteen. You will note that the value of each

card is twice that of the preceding card. You should experience no dif-

ficulty in remembering these values. When the spectator returns the cards
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upon which his question does not appear, note theirnumber designations,

so that you will be able to determine which cards he is holding. For ex-

ample, if he returns cards 1, 3, and 5, you know that he is still holding

cards 2 and 4. Add the values of the cards which he still retains; in our

example, card 2 with a value of two and card 4 with a value of eight gives

you a total of ten. The spectator has selected question Number 10. Look-

ing at the master list, you determine what the question is.

After you have located this question, do not read it, but proceed to

answer it, either seriously or humorously, permitting your answer to

signify that you know what question he has in mind. The author suggests

a humorous answer, since it is more entertaining. With good presentation

and a bit of ingenuity, you may convince the audience, or at least most

of it, of your ability to tell fortunes, and also to read minds.

179. Hypnotic Rigidity

Perhaps the best known of all hypnotic experiments is that of muscular

rigidity. For years this test has been accepted wdthout question as proof

that the subject is in a hypnotic trance. Now you can duplicate this ex-

periment, and with the proper presentation cause it to appear to be a

genuine demonstration of hypnotism.

Effect: A male spectator is put into a **hypnotic trance" and becomes as

rigid as a board. He is then placed horizontally, face up, supported only

by chairs at his head and feet. The performer may stand or sit on the

spectator's unsupported middle without the spectator's body sagging or

collapsing.

Preparation: Two chairs are required to support the subject while he is

rigid. A heavy cloth, approximately two feet square, or a small board,

will be useful in permitting the performer to stand upon the subject

without soiling or damaging his suit. A third chair is used by the per-

former to facilitate stepping up and on or off the subject's body.

Although at times a volunteer spectator can be used in this trick, the

author suggests that you practice with a friend, and later use him as the

stooge or confederate who volunteers from the audience to assist you.

Presentation: Call for three volunteer spectators, and while they are

coming forward, state that you never use confederates in any of the ex-

periments which you perform. Only you and your confederate know that

this is a slight warping of the truth. He is among the first to volunteer,

and takes his place with the other two volunteers on the platform.

Look at the three volunteers for a minute or so as if trying to deter-
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mine which one will make the best subject. Ask your confederate to step

forward. Standing in front of him, gaze into his eyes, and in a firm voice,

loud enough for the audience to hear, command him to relax, and hold

his hands at his sides. You then pretend to hypnotize him, saying some-

thing like, "Your eyes are becoming heavy. You would like to sleep. Your

eyes are closing. They are becoming heavy. Sleep, Sleep." Repeat this

several times. As you say these words, your confederate slowly closes his

eyes. When his eyes are completely closed, step behind him, at the same

time saying, "You are in a deep sleep. You will not awaken until I tell

you to." As soon as you are behind him, place your fingertips on his

shoulders momentarily to assure him that you are in position. You next

suggest to him that he is becoming rigid, more rigid. The confederate

stiffens visibly, and then begins to fall backward. As he falls, catch him

under the shoulders and ask one of the other volunteers to grasp his feet.

Now place him, face up, on two chairs, so that his head and shoulders

rest on one chair, and his feet on the other. His middle is left unsup-

ported.
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You may now sit or stand on him without causing him to lose this

rigidity, provided you do not place your weight directly on the center of

his body. Place the cloth on him at the position where you plan to stand,

and gradually raise yourself onto his body. Remember, he can retain his

rigidity as long as you do not step upon the center of his body. You may
stand oj0F center, or straddle his middle, without causing him to collapse.

When standing on the rigid body, hold the hand of one of the volunteers

for support. Use the third chair, as mentioned above, to help step up or

down. Step down, and with the aid of one of the volunteers stand your

confederate on his feet. To bring him out of the "trance," support him

from behind with one hand as you tell him that when you snap your

fingers he is to awaken and will not remember anything that has hap-

pened to him while he was in the trance. Snap your fingers loudly. Your

confederate awakens. Thank him and the other volunteers and permit

them to return to their seats, unless you want to keep one of them on

stage to assist you in your next trick. In any event, do no more with your

confederate.

This demonstration may be very convincing, according to your pres-

entation. The use of the extra volunteers lends support to the statement

that you do not use confederates. By telUng the confederate that he will

be unable to remember anything that occurred while he was in the

trance, you provide him with a perfect out should any member of the

audience ask him what it felt like to be hypnotized. It is especially im-

portant that the confederate does not overplay his part. If possible, wit-

ness several authentic hypnotism demonstrations, and observe the actions

of both the hypnotist and his subjects, and model your own behavior

after theirs.

Should anyone challenge you at the completion of the experiment, by

stating that he is capable of maintaining his rigidity under the same con-

ditions, even though not hypnotized, accept the challenge. Just sit or

stand on the center of his unsupported body, and he will cave in. Before

doing this, it is advisable that you have the heckler swear before the

audience that he will in no way hold you responsible for personal injury

should he be unable to remain rigid, for it is very possible to become in-

jured as he collapses with you on top of him.

180. The Self-Restoring Ribbon

Effect: Two ribbons are tied securely around a pencil. The ribbons are

then cut in half and burned by the performer. When the two halves of
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the ribbons are removed from the pencil, it is found that the pieces have

joined together to form one continuous piece of ribbon.

Presentation: Show a ribbon approximately thirty inches long, and cut

it so as to form two pieces of equal length. Ask a spectator to hold an or-

dinary wooden pencil in a horizontal position, grasping it at the eraser

end. Place the two ribbons over the pencil, as shown in Fig. 1. Ordinarily,

in tying the ribbons around the pencil, you would grasp one end of rib-

bon A and one end of ribbon B in one hand, and the other two ends in

the other hand. Instead^ grasp both ends of ribbon A in one hand, and

both ends of ribbon B in the other. Tie them around the pencil, to form

an ordinary knot, as shown in Fig. 2.

Cut the ribbons at one side, near the pencil. (In Fig. 3 you see both

ends of ribbon A being cut.) With one hand, cover the ribbons where

they go around the pencil, and pull the ribbons clear of the pencil. Hold

the ribbons so that your thumb covers the point where the two ribbons

meet. To the audience it appears that you are holding two pieces of rib-

bon of equal length. In reality, you have one long and one short piece of

ribbon (Fig. 4).

FIG. 4
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Set fire to the ends of ribbon A, and after permitting them to bum for

a time, blow the fire out. Then, as a sure fire extinguisher, tap the sparks

with a pocket handkerchief. While tapping, grasp the ends of ribbon A
through the handkerchief and carry them away inside the folds of cloth,

which you deposit in your pocket. Next, grasp one end of ribbon B with

your free hand and draw it up so that it rises vertically out of the hand
holding the ribbon. Stretching the ribbon taut, pull it straight up out of

the lower hand, showing the ribbon to be completely restored. Give the

ribbon to a spectator for a souvenir, and, incidentally, for his ex-

amination.

In performing this effect a good policy is to have the spectator who is

holding the pencil join in the patter. Other spectators will be more in-

clined to believe that what you are saying is true if one of their members
verifies it. Patter might go something like this.

"Here is a rather odd stunt with a piece of ribbon and a pencil. If I cut

the ribbon in the center like this, how many pieces do I have? Two is

correct. Now if you will hold the pencil, we can tie the ribbons around it

like this. If I cut the ribbons on this side of the pencil, like this, and let

the cut ends fall to the floor, like this, how many pieces of ribbon are

still tied to the pencil? You say two, and you're right. Two ribbons. I'll

remove them from the pencil and endeavor to weld them together with

heat. See, the burning ends are starting to join already. I just want to

bum the ribbon, not my hand, so I'd better extinguish the fire. Still some

sparks. Don't want to bum the place down, you know. There. I put them

out with my handkerchief. Now, here's where the magic comes in. See,

there's the ribbon joined in one piece again, just like at the start. Would
anyone care for a souvenir? All right, then. The ribbon is yours."

181. Serial Reading

Effect: The performer reads the date and serial number of a borrowed

dollar bill, which had been rolled into a ball without being unfolded.

Preparation: This trick depends on the fact that the average person

does not realize that the majority of dollar bills in circulation today are

dated as a part of the series of 1935 (all bills bearing two circles, one

containing the great seal of the United States, the other the pyramid

with an eye at its apex, are a part of this series). In fact, many people do

not even realize that there is a date on bills.

Note and memorize the serial number on a dollar bill. Crumple it into a

ball, and place it in your left-hand trouser pocket. Place a folded dollar

bill in the same pocket. This is all the preparation required.
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THE SERIAL NUMBER ]

OF THE DOLLAR BILL
IS K36667365F J

Presentation: Remove the folded bill from your pocket and explain that

most people are not aware of the fact that all bills have series dates

printed on them. Point to the lower right-hand comer of the bill and pre-

tend to read the date as 1932. This is a bit of misdirection which lays the

foundation for making your audience beUeve that different bills carry

different series dates. Now replace the bill in your left-hand trouser

pocket, and remove the crumpled bill, hiding it from view by curling

your fingers around it.

Ask some member of the audience to remove a dollar bill, not too old

or too new, from his pocket and ask him to memorize the date of the bill.

He is then instructed to crumple the bill into a ball. Take the bill from

him and place it in your left hand, pressing it against the bill you have

hidden there. In this way you can show the two bills as one, and indicate

that your hands are otherwise empty. Put the bundle of bills to your

forehead, and pretend to concentrate. Then call out that the date of the

bill is 1935. Ask the owner of the bill if you are correct. Naturally, you

are.

Then explain that occasionally some members of the audience suspect

that you receive the bill from a confederate in the audience. To dispel

any such thoughts, you offer to let another member of the audience

verify the date. Here is where the dirty work comes in. Hand the person

your bill, keeping the borrowed bill concealed in your hand. As the spec-

tator opens the bill to verify the date, your hand containing the borrowed
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bill drops to your pocket for a handkerchief. Wipe your brow with the

handkerchief and return it to your pocket, leaving the borrowed bill in

the pocket with it.

The spectator is apparently holding the borrowed bill, but in reality

he is holding the bill whose serial number you memorized. You are now
ready to perform the final miracle. Ask the man who is holding the bill to

concentrate on its serial number. You then call ofiF the number, digit by
digit, including the letters preceding and following the number. The bill

is then returned to the person from whom you borrowed the original bill.

Note the strong points of this trick. You give the date of the bill be-

fore there is any chance for an exchange of bills. You then prove that

there is no exchange by permitting a second spectator to verify the num-
ber. While the bill is in his hands you then tell the serial number of the

bill without ever having seen its face. This reading of the serial number

will even fool anyone present who may know about the date business.

Nor do you have to worry about the owner of the bill looking at the serial

number before he hands you the bill, for you have him concentrating

on the date of the bill.

If you experience diflSculty memorizing the number on the bill, you

can have it written on a calling card, and as you name the numbers pre-

tend to write them on the card. Another idea is to write the numbers

lightly on the wooden frame of a slate with pencil. As you call the num-

bers write them on the slate with chalk so the audience can see them.

182. Matchless Matches

Here are three quickie tricks with matches that take only a few sec-

onds to perform. They are useful when matches are handy, and if prop-

erly presented, produce quite a bit of comment among your audience.

Such routining of tricks employing one piece of equipment is always

good magic.

Effect: A lighted wooden match is produced from the performer's

pocket. He holds the match upright, high above his head, between the

thumb and forefinger of his right hand. When the performer blows down
into his left sleeve, the match in his right hand goes out. He then pro-

duces a second lighted match from his pocket and permits it to bum for

a while. Pulling an invisible hair from his head, he ties it around the

match and pulls the head of the match o£F.

Preparation: Place a large piece of sandpaper and several wooden

matches in your right trouser pocket.

I
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Presentation: Reach into your trouser pocket and grasp a Vv^ooden

match, holding it between the thumb and forefinger of your right hand.

Strike the match on the sandpaper and remove it from your pocket

(Fig. 1). This usually gets a laugh from your audience. Holding the

match between your thumb and forefinger, permit the second finger of

your left hand to rest against the tip of the match (Fig. 2). Hold the

FIG. I FIG.

2

match high above your head, and raise your left hand so that the left

sleeve is near your mouth. Blow into your left sleeve. As you do so, snap

the second finger of your right hand against the match stick. The fire

will go out. The snap wall not be detected simply because the audience

is watching your left sleeve. Discard the match.

Produce another lighted match from your pocket. Hold this one in

front of you, in the same manner as described, ready to snap it out. Per-

mit this match to bum down about one-third of its length. Pull an im-

aginary hair from your head, and pretend to wrap it around the burned

match head. Pull at the "hair," and as you do, snap your second fingei

against the match tip. The sudden blow will dislodge the burnt match,

head and cause it to fall to the floor, thanks to the fact that the head of

the match has carbonized and is very weak.

JV.V

m
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183. Air Knots

Effect: Two handkerchiefs, securely tied together by the performer

and examined by the spectators, are thrown into the air. When they

fall, they are found to be untied.

Presentation: Borrow two handkerchiefs. If not available, use your

own. Hold one handkerchief in each hand between the thumb and fore-

finger, permitting about three inches of the corner of each handkerchief

to extend beyond the point at which you are holding them (Fig. 1). Tie

these two corners securely, preferably in a square knot, although this is

not essential. A square knot is suggested because the knot is well known,

and its strength is unquestioned. Pass the handkerchiefs for examination.

After they are returned to you, hold one of them in your left hand be-

tween the thumb and forefinger, grasping it just below the knot. With

the right hand, grasp the comer of the same handkerchief, just above

the knot. Pull both hands apart firmly. To the spectators it appears that

you are tightening the knot. In reality you are fouling the knot, causing

the handkerchief which you are holding to form a straight line about

which the other handkerchief is now tied in a sort of slip knot. (This is

FIG. 2
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shown in Fig. 2, where the handkerchief and comer to be pulled are both
"marked A.) It may be necessary to jerk this handkerchief rather hard to

cause it to form a straight line.

Release your right hand grip, and drape the handkerchief which is

hanging from the knot (handkerchief B in Fig. 2) over the front of your
left hand. Grasp the handkerchief below the knot with the left thumb
and forefinger, and keep applying pressure against the knot with your
left hand until the handkerchief has cleared the knot (Fig. 3). Do not per-

mit this handkerchief to be drawn out of the left hand. Instead, hold it in

your left hand by pressing the third and fourth fingers against the

handkerchief, thus holding it against the palm of your left hand. As soon
as the handkerchief has cleared the knot, drape it over the front of your
left hand, and roll both handkerchiefs into a loose ball, being certain not
to reveal the fact that they are no longer tied together. Throw the

handkerchiefs high into the air, and they will fall separated. To perform
this trick properly, considerable practice is required.

184. Pulse Control

One of the most startling and really puzzling effects is that of stopping

the pulse at will. People are generally very much impressed by this feat.

This stunt is a sure reputation builder.

Effect: The performer, using sheer will power, slows the beat of his

pulse until it finally stops. Then he slowly reactivates it and brings it back
to normal. He also succeeds in stopping a spectator s pulse.

Preparation: Secure a small ball, or tie a handkerchief into a number of

knots until it assumes the shape of a ball. Place the ball or handkerchief

under your naked armpit. You are now ready for the experiment.

Presentation: Say to your audience: "In the course of studying magic
and mentahsm, I have developed my will power to such an extent that I

am able to control my bodily functions by will and thought alone. I

would like to demonstrate this. Will someone please step forward and
feel my pulse." When the spectator has located, and begins to feel your
pulse beat, ask him to raise his other hand and to drop it when the beat

can no longer be felt. While he is holding your pulse, slowly press your
arm in toward your body. The ball in your armpit will apply a steady

pressure against the artery supplying the pulse. The spectator will feel

the pulse slowly stopping. When the pressure on your arm has reached

a certain level the pulse beat will not be detectible, and the spectator

! will drop his hand signifying to the rest of the audience that the beat has

ceased. Then, slowly release the pressure against the ball, and your pulse
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will return to normal. Raise your arm and allow the ball to drop to your

waist inside your shirt. You are now free to permit the spectator to ex-

amine your arm to prove that you have notliing hidden there.

After this initial experiment has been performed, announce: "I have
just demonstrated on myself the extent to which I have developed my
will power. I should now like to perform a similar experiment on another

individual. In this experiment I shall use the power of suggestion to cause

another person to stop his pulse." Ask for a volunteer and place him in

front of, and to the left of, you. With your left hand, grasp his left arm
near the armpit, holding your thumb on top and the fingers under his

arm. Hold his arm up with your right hand under his elbow. Ask an-

other spectator to step forward and feel the subject's pulse on his left

wrist. Tell the subject to relax, and to concentrate on his pulse. By slowly

applying pressure with your left hand, you can cause his pulse to slow

down and finally to stop. By applying the pressure slowly, as you tell the

subject to relax you can stop his pulse without his realizing you are press-

ing on his artery. To bring the pulse back to normal gradually release the

pressure on his left arm. During this time you can enhance the effect by

stroking his arm with your right hand as if stimulating circulation.

If you are unprepared to stop your pulse completely, as described

above, you may still demonstrate your ability to control your pulse, as

follows. Have two spectators step forward, and have each one feel one of

your wrists for your pulse. As you patter, slow up your breathing, finally

stopping it completely. This action will slow the pulse sufficiently to be

noticed by the spectators holding your wrists. When you become un-

comfortable, begin breathing again, slowly at first and then speeding it

up. This will speed up the pulse again. It is advisable to practice this

several times so that you are able to talk without breathing. When you

become adept at this, the audience will never suspect the subterfuge

employed.

185. Blindfold Cigarette Test

Effect: The performer hands three different brands of cigarettes to three

spectators, a different brand to each person. He is then blindfolded. Each

spectator lights his cigarette, and one at a time wafts some smoke toward

the performer's nose. By the odor of the smoke, the blindfolded per-

former correctly identifies the brand of each cigarette.

Presentation: This effect is based on the fact that a person blindfolded

with a handkerchief can still see downward to the floor. The bridge of

the nose causes the handkerchief to be elevated slightly under each eye,

permitting the blindfolded person a limited degree of vision.
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YOU ARE SMOKING
A LUCKY STRIKE !

While performing this effect you might say, "I am about to attempt an
experiment to prove how well developed my senses are. In this experi-
ment I shaU subject my sense of smell to a test that has never been
equaled. To each of three people I shall give a cigarette, each person re-
ceivmg a different brand. As a matter of fact, rather than use my own
cigarettes and give anyone cause to believe that I have altered the
tobacco content of them in any manner, I would like to borrow three cig-
arettes from you people in the audience. Will everyone please take out
your package of cigarettes and select for yourselves the three brands to
be used in this demonstration."

After the selection has been made, take the three cigarettes and hand
one to each of three spectators. As you are doing this, notice the color
and shape of the spectator s shoes and cuffs. Coupling this information
with the brand of cigarette given each spectator, it is an easy matter to
identify the brand when you see the person's shoes or cuffs after you are
blindfolded. After the audience is satisfied that you can't see through the
blindfold, request one of the spectators to stand about a foot away from
yon. and gently blow some of his cigarette smoke toward you. By looking
down your nose you will once again be able to see his shoes and cuffs,
and can identffy the brand of cigarette he is smoking. Name the brand.
Repeat with the other two spectators. This experiment will give you the
reputation of having powers much beyond those of normal human
beings.
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Note: You can simplify the memorizing of the cigarette brand by using

one or two women for the test. The difference in women's footwear is

much greater than in men's, making identification that much easier.

186. Mnemonics

Mnemonics is a word meaning a means of aiding the memory. It is the

basis of most memory courses, and is an excellent prop to the memory.

It may be applied easily to your magical entertainment, and with proper

use may bring you the reputation of being a memory wizard. The basic

requirement is the following table of letters and their numerical equiva-

lents. The third column contains a brief explanation of why these letters

have been selected to represent each number. This explanation should

help you remember which numbers and letters are paired. You will notice

that only consonants have any numerical value, vowels being ignored.

1 1 one vertical stroke

2 n two vertical strokes

3 m three vertical strokes

4 r predominant sound in word fouR

5 f,v predominant sounds in word FiVe

6 b,p resemble number

7 t,d,k resemble number
8 h, th, sh, ch letter h sounds like number 8

9 &j letters sound similar, and 9 resembles g
s,z predominant sound in zero

After you have memorized this table you will find it an easy task to

translate words into numbers and numbers into words. For example, the

word FORTUNE, stripped of vowels becomes F R T N. By substituting

numbers for these sounds, FORTUNE becomes 5472. To translate this

5472 into a word, we find that the letters FRTN are the predominant

sounds in the word. A brief experiment in vowel placement gives us the

word FORTUNE again. A truly mystifying effect can be obtained by

using mnemonics with a person's name.

Effect: You are introduced to a stranger. You tell him that you are going

to assign a number to him, and that he should write down the number
some place and carry it with him at all times. You then tell him that the

next time you meet, whether it be the next day, the next week, month,

year, or many years later, you will repeat his number for him upon re-

quest.
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Explanation: Knowing his name, you translate it into a number. For

example, his name is Jack Brown. Translating this into a number, you

have 97642. This is the number you assign him. No matter when you

meet him again, as long as you hear his name (if you have forgotten it)

you can repeat his number for him.

This is a very impressive demonstration of memory, and will keep the

folks in the hometown talking about you for many years to come. Should

you be called back to a place in which you have already given a per-

formance, the members of the organization hiring you will be mystified

by this feat of memory, and in many cases it will pay off in repeat per-

formances.

A great many mental and magical effects may be devised by using this

system. Use your ingenuity to produce an effect performed by no one

but yourself.

Note: Two magicians I know, working as a two-man magic team, pro-

duced a variation on the above effect worthy of note. Because of the dif-

ference in the length of different names, they devised a method of giving

everyone a five-digit number, and incidentally of assigning a number to

a husband and wife without duplicating any part of the number. Their

method was to use only a man's last name and a woman's first name.

We wdll assume that Jack Brown and Mary Brov^oi are husband and

wife. Taking the name BROWN for the man, they were able to translate

this into the number 642. To obtain two more digits, they added the last

two digits of the number, 4 and 2, to obtain the fourth digit, 6. The num-

ber became 6426. Once again, adding the last two digits, they got the

fifth number, 8. The number became finally 64268. This was Jack

brown's number. By the same method, his wife Mary received the

number 43707.

Where the name could be translated to form more than three numbers,

they still only took three from the name. Where only two numbers could

be obtained from the name, as in the case of Mary, these two numbers

were added to form the third digit, and the process continued from there.

In those few cases where only one digit could be obtained from the name,

as in the case of Joy, where only the number 9 is found in the name, the

digit was repeated (99) before using the addition to form the number

99875.

Should the total of the two digits exceed 10, the first digit of the total

is dropped, and only the last digit is considered. Thus, 9 plus 9 equals 8.

Should the name begin with the letter S or Z, as in Smith or Zelda, ignore

the letter so that no number will begin with a zero.
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187. Match Antics

Here are two effects with book matches that can be routined and pre-

sented together.

Effect No. 1: The performer balances a pack of matches on end. The
spectator is unable to acomplish this feat.

Preparation: Have two full books of matches in your pocket. Both

packets are closed, but one match remains outside the cover of one of the

packets (Fig. 1).

Presentation: Remove the two packs of matches from your pocket, and

casually throw one to a spectator, retaining for yourself the book having

the one match outside the cover. Hold this book of matches so that the

spectator cannot see the match outside the packet (Fig. 2). Placing the

match book on the table with the curved end downward, spread the

match out slightly to form a prop and release your hold on the match

book. Propped by the match, the pack of matches will stand on end, ap-

parently balanced in that position (Fig. 3). Ask the spectator to balance

his packet of matches on end. Naturally, he will be unable to do so, the

center of gravity of the match book being too high to permit the packet

to remain in this position. Saying, "In case you think this book of matches

I have is prepared in some manner, I'll prove to you that it isn't," open

the packet, permitting the protruding match to spring back into place.

Casually show that your hands are empty, and throw the match book to

the spectator. He will probably examine the packet and attempt to bal-

ance it. Of course, he will stiU be unsuccessful.

FIG. 2

1
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Effect No. 2: Three full match books, preferably borrowed, are handed

to a spectator. While the performer's back is turned, a spectator opens

one of the match packets and removes one match. Closing the packet, he

returns all three books to the performer. Without opening any of the

packets, the performer weighs them in his hand, one at a time. After

weighing each one, he returns one to the spectator. This is the packet

from which one match was just removed.

Preparation : Use the two packets of matches used in the previous eflFect,

plus another full packet which you may borrow or supply yourself. It

helps to have different designs on the covers of each so that the spectator

can easily identify that packet from which he removed the one match.

Presentation: While the spectators are examining the two books of

matches used in the previous effect, obtain the third packet. Open all

three packets, one at a time, and then close them again. As you close each

one, press the cover down firmly with your thumb so that the covers are

tightly wedged into place. Hand all three books of matches to a spectator,

turn your back, and instruct him to select one of the books of matches

and remove a match from that packet. He is then told to close the cover

of the packet, and to hand all three packets of matches to you. When he

closes the packet he will not wedge the cover as firmly as you did. Pat-

tering to the effect that you can tell from which book the match was

taken merely by weighing them in your hand, apply a slight sliding pres-

sure on the cover with your thumb. You can immediately determine

which cover is loose, and thus tell from which packet the match was

taken.

188. Liquid Suspension

Effect: A soda bottle is filled with water. When the bottle is inverted^

water pours out. The bottle is turned upright again, refilled with water,

and inverted again. At a command from the magician, the water does not

pour out. Toothpicks are inserted into the opening of the inverted bottle

to show that it is not blocked in any way. Only when the performer wills

it, does the water begin to pour.

Preparation: From a piece of thin, transparent, colorless celluloid cut a

circle the exact size and shape of the mouth of a soda bottle. With a pin,

punch several small holes in the celluloid, just large enough for a tooth-

pick to pass through. Place this piece of celluloid in your right-hand
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jacket pocket. Supply yourself with several toothpicks, a soda bottle, and
a pitcher of water.

Presentation: Pass the bottle for examination, if you wish. Fill the bottle

with water from the pitcher, invert the bottle over the pitcher and per-

mit some of the water to pour out.

While you are doing this, unobtrusive-
f-,-.;,-,;,-^,-,-^,-.

"•:•*•:•*•:•»»»•-**:»:'

ly obtain the celluloid disc with your

right hand. Refill the bottle with water.

Place your hand over the mouth of

the bottle so that the disc covers the

opening of the bottle. Invert the bottle

with your hand still over the mouth.

Command the water to remain in the

bottle, and remove your hand from

the bottle's mouth. External air pres-

sure and surface tension of the liquid

will prevent the disc from falling off,

^nd will keep the water from flowing

out through the pin holes. To prove

that nothing is blocking the opening,

take several toothpicks and insert

them, one at a time, through the

holes in the disc. The toothpicks will

shoot up through the water to the

surface where they will float. When
you have convinced the audience that

all is fair, turn the bottle upright, and

at the same time steal the cap with

your right hand. The bottle of water may once again be examined freely.

Note: Some performers punch a hole large enough for a pencil to pass

through in the center of the disc, and fasten two short pieces of scotch

tape to the disc so that some of the tape protrudes at opposite ends. The
disc is then placed against the bottle so that the tape adheres to the side

of the bottle. In addition to passing toothpicks through the opening, they

also pass a pencil through the hole and into the bottle. The tape is needed

to hold the disc to the bottle because the large hole does not leave a large

enough surface for the external air pressure to hold the disc in place. In

this case, the bottle is not presented to the audience for examination, it

being too difficult to remove the cap cleanly from the bottle.

1
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Other performers prefer to use a piece of wire mesh rather than a cel-

luloid disc. To prepare this piece of equipment, cut a disc from a piece

of wire screening. Border the edge by bending the excess screening in

toward the disc while shaping the disc to fit the neck of the bottle. The
border is necessary to prevent water from leaking out between the screen

and the bottle. This disc is then inserted inside the neck of the bottle.

Water can be poured from the bottle by tilting the bottle slightly. When
the bottle is held vertically no water will flow out. Toothpicks can stiU

be inserted through the screening. When wire mesh is used the bottle

cannot be examined at any time.

Instead of using water, some performers take a full bottle of soda,

open the bottle, and pour some salt into the liquid to remove the carbona-

tion. After the reaction has ceased, they recap the bottle and present the

effect, as described, after opening the bottle on stage. Under no circum-

stances should you use a carbonated beverage for this effect. The gas

given off by the liquid might create sufficient pressure to blow the disc

off the bottle, or if the disc is fastened to the bottle, the gas can force

the liquid through the holes.

189. Scarnes Changing Cigar

Effect: The performer shows a certain brand of cigar and rolls it inside

a handkerchief. When the handkerchief is unrolled the cigar is found to

have changed to the brand selected by a spectator. (Created by the

author.)

Preparation: Secure two cigars of similar size and shape but of different

brands. Be sure that the cigar band on one of them is under the cello-

phane wrapper. Certain sizes of Dutch Masters and El Productos meet

all these requirements. We will assume that these are the particular

cigars you are using in performing this effect. Remove the cigar band

from the El Producto and place it over the cellophane wrapping of the

Dutch Master, so as to conceal the Dutch Master cigar band which is

imder the cellophane (Fig. 1). If the outside cigar band fits too tightly,

separate the glued ends and reglue them closer to their tips. Use only

a spot of glue, and be sure not to get any glue on the cellophane. Place

this cigar in your jacket breast pocket.

Obtain a sheet of eight and one-half inch by eleven inch paper. Tear

the sheet in half, placing one half in a convenient pocket. Tear the other

half into eight equal pieces. Discard one of these small pieces. On the
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seven remaining slips of paper write the names of difiFerent brands of

cigars, one brand on each sHp. Do not write the names of the cigars you
are using in the trick—in our example, El Producto and Dutch Master.

If you are not familiar with seven brands of cigars, here are a few that

you might use: White Owl, Phillies, Blackstone, Harvester, Webster,

Cinco, Romeo & Juliet, Corona, Optimo, Admiration, La Magnita, and

La Primadora. Fold each slip with the writing inside, and place all seven

of them in your right-hand jacket pocket.

Arm yourself with a pencil and a handkerchief and you are ready to

perform this trick.

Presentation: Remove the prepared cigar (the Dutch Master with the

El Producto band on the outside) from your breast pocket, show it to your

audience, and state, "A friend of mine became a father today, and he's

been passing out free cigars to everyone he meets. I thought I was in

luck when he gave me this El Producto"—show the El Producto band on

the cigar
—

"but unfortunately I don't care for El Productos at all, so I

might as well use it in a trick. Now just watch what happens to this El

Producto."

Place the cigar in your breast pocket, with the end closest to the cigar

band pointing downward. Remove the handkerchief from your pocket,

saying, "First we'll wrap the El Producto in a handkerchief." Open the
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handkerchief and freely show both sides. Holding the handkerchief in

your left hand, grasp the exposed end of the cigar with your right hand.

At the same time your left hand takes hold of the cigar through the cloth

of your breast pocket just above the cigar band. As you pull the cigar out

of your pocket with your right hand, you will find that your left hand
causes the cigar band to sHde off the cigar and remain in your pocket

(Fig. 2). As soon as the cigar is out of your pocket wrap it inside the

handkerchief, so that no one will see the Dutch Master cigar band under

the cellophane wrapper. Place the wrapped cigar on a table, or hand it

to a spectator, with the words, "Will you please hold this El Producto for

a few moments.*'

Pretending to search for a piece of paper, find, as if by accident, the

half sheet of paper you had placed in your pocket. Look at the paper for

a moment as if seeing whether or not it is important to you. Saying, "This

will do," tear the paper into eight equal pieces as you did in your prepara-

tion.

Stating that you are going to write the name of a different brand of

cigar on each slip, pick up one slip of paper, cup your left hand in front

of it and write "Dutch Master" on it. Fold the paper as you did those in

the preparation, and place it on the table. Pick up a second piece of paper

and pretend to think of another brand of cigar, and then again write

"Dutch Master" on the paper. Fold this slip and place it on the table. Re-

peat this process with each of the other six papers. A bit of acting to con-

vey the impression that you are actually thinking of another brand of

cigar is good misdirection. It also helps if you say "White Owl [or some

other brand which you have already written on the shps in your pocket]

is a good one," as you pretend to write that brand on a slip of paper.

You now have eight slips of paper on the table, each having "Dutch

Master" written on it. The audience believes each slip of paper contains

the name of a different brand of cigar. Request one of the spectators to

select a slip from the pile on the table, and to hold the paper in his hand.

After he has selected one of the slips, pick up the remaining papers and

place them in the small change pocket in your right-hand coat pocket.

Immediately grasp the seven pieces of folded paper which you had

previously placed in your right jacket pocket during your preparation,

remove them from your pocket, and throw them into an ash tray, saying,

**What do I want with these papers?" You have thus switched the papers

bearing the name "Dutch Master" for seven papers, each bearing the

name of a different cigar.

Request the spectator who selected one of the slips of paper to unfold
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the slip and read what is written on it. Naturally, it reads "Dutch Master."

Have someone unfold the handkerchief and see what brand of cigar is

wrapped in it. The audience will be surprised to find that the El Producto
has changed to a Dutch Master. The slips in the ash tray can now be
examined by the spectators, and each will have written on it the name of

a different brand.

190. X-Ray Ropes

Effect: The performer freely shows two ropes about ten feet long. He
then asks for two spectators to assist him in the trick. Upon receiving

volunteers, he requests one of them to remove his jacket. The ropes are

then passed through the jacket sleeves so that the ends of each rope pro-

trude from both sleeves. The spectator dons his jacket again. The per-

former then ties a knot in one of the ropes. Requesting the other spectator

to hold the ends of the ropes on one side of the first spectator, the per-

former grasps the other two ends of rope. At a command the ropes are

pulled tightly; both ropes apparently pass through the spectator s body
and are held outstretched between the performer and the other spectator.

Preparation: The only preparation required is to tie a piece of white

thread once around the center of both ropes (Fig. 1). Next, fold the ropes

so that both ends of the same rope are together (Fig. 2), the ropes being

held together by the thread. Place this rope on the table.

Presentation: Pick up the ropes in your left hand, so that the thread

holding the ropes together is concealed by your hand. You can pull

lightly on the ropes to show that they are whole. Ask two spectators to

assist you. Request one of the volunteers to remove his jacket. Thread

the ends of the rope through the jacket sleeves, permitting two ends to

protrude from each sleeve. Do not permit both ropes to hang out equally

from both sleeves. Instead, thread the ropes through the sleeves so that

the thread is off center, and is concealed in one of the sleeves (Fig. 3).

Assist the spectator in donning his jacket again, making certain that the

audience is aware that the ropes are behind his body. After the jacket

has been placed on the spectator, pull lightly on the short ends of the

rope in order to even off the ends protruding from the sleeves. This

brings the thread to the center of his back.

Now instruct the spectator to bring both hands in front of his body.

Grasp one end of rope from each sleeve, and tie a single knot in front

of his body. Here is where the chicanery comes in. In tying the knot,

take one end of rope A and one end of rope B. Tie the knot, and place
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THREAD
\

end A on the side where the free end of rope A is hanging (Fig. 3). Ask
the other spectator to take one pair of rope ends, handing him one end

of rope A and one of rope B. Retain the other ends. Both of you then

step back, one on each side of the first spectator. At a command, both

of you pull tightly on the ropes. This will cause the thread to break and

the ropes to be pulled out of the jacket sleeves, the ropes appearing to

have passed through the spectator's body (Fig. 4).

Here is a pocket-size version of this trick.

Effect: The performer shows a string of beads strung on a double

strand of string, that is, on two strings instead of the usual one. One
end of string from each side of the beads is brought around the beads

and tied to form a knot. When these ends and the free ends of string are

pulled, the beads fall oJ0F the strings, although the strings are not in any

way damaged.

Preparation: Instead of rope, use two pieces of thin, but strong, string,

about twenty inches long. Tie the thread around the strings, as in the

first effect. Bend the cords, and thread eight or ten large wooden beads
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onto the strings, so that the beads conceal the point where the thread is

tied about the strings.

Presentation: Hold the string of beads by each end, showing that you

have two strings through the beads. Explain that you have done this for

reinforcement, and to make the trick doubly difficult. Drop two ends of

string, one on each side, and hold the beads by the remaining ends. To
the audience it appears that you are holding both ends of one string,

thus supporting the beads. Bring these ends around the beads and tie a

single knot. The single knot causes the ends to cross (as in the first effect).

Holding one of the tied ends in each hand, grasp the free ends of the

string, each hand grasping the end nearest to it. Pull the cords suddenly.

This will break the thread, allowing the beads to fall off the strings. The
strings will remain intact and drawn taut between your hands. Appar-

ently you have performed the feat of passing a solid through solid.

191. Squash

Effect: The performer shows a small glass, partially filled with liquid,

and places it on the palm of one hand. With the other hand, he squashes

the glass, causing it and its contents to vanish.

Preparation: Obtain a piece of elastic cord about twenty inches long,

and affix a small safety pin to each end. To one of these pins affix a small

rubber ball (Fig. 1). The ball should be of such size that when forced

into the mouth of a whiskey glass it will remain there firmly, and will

act as a cork in preventing the liquid from spilling out of the glass

(Fig. 2). Fasten the other safety pin to the back of your shirt or vest, high

between the shoulder blades, so that when the ball hangs free it is con-

FIG.I

FIG. 2

FIG.3
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cealed by your jacket, and hangs three to four inches above the lower

edge of the jacket. Experiment with the placement of the pin on your

back until you reach the point where the ball can be reached easily with

your right hand. When ready to perform, fill a small glass, about halfway,

with colored liquid. Place the glass on your table.

Presentation; Hold up your left hand horizontally, palm up. With your

right hand, pick up the glass and stand it on the palm of your left hand.

While pattering and drawing attention to the glass, turn the right side

of your body slightly away from your audience, and, reaching back,

obtain the ball with your right hand, keeping the ball concealed. Lower
the glass in front of your body until it reaches a point slightly below the

hips, and bend the upper part of your body forward, keeping the glass

near your body. Bring your right hand to the glass, and force the ball

into its mouth (Fig. 3), cupping the hands so as to conceal the ball in the

glass. Suddenly squeeze your hands together, at the same time permitting

the glass to be drawn back and under your jacket by the elastic band.

Practice this move, concentrating on angles of visibility and timing until

you have no trouble concealing the movement. Separate your hands, and
show that the glass has vanished.

192. Smoke without Fire

Effect: The performer shows two empty clay pipes. Placing the pipes

bowl to bowl, he produces smoke from them. Even after he breaks the

pipes into small pieces, he still produces smoke from them.

Preparation: Saturate a wad of cotton with liquid ammonia, and stufiF

it into the bowl of one clay pipe, being sure that none of the liquid runs

down the stem. Into the bowl of the other pipe stuff a wad of cotton

which has been saturated with spirits of salt, once again taking care not

to permit any of the chemical to run down the stem. Both chemicals

may be obtained at any drugstore. The clay, being porous, will absorb

some of these chemicals. After a time remove the cotton from the pipes,

and permit them to dry. Always keep these pipes separated until ready

to perform.

Presentation: Place the ammonia-soaked pipe in your mouth, as if for

smoking, after first showing that the bowl is empty. Pick up the second

pipe, invert it, and place it, stem forward, with the mouth of its bowl cov-

ering the mouth of the bowl of the first pipe. If you blow through the

stem of the pipe in your mouth, a smokelike substance will emerge from

the stem of the second pipe (Fig. 1). This smoke is ammonium chloride.
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FIG. I FIG.

2

FIG. 3

a white powder, produced by the reaction of the chemicals. When am-
monium chloride is produced by sublimation (that is, produced as a solid

directly from two gases without first passing through the liquid stage),

very fine flakes of the powder are formed. This powder is light enough,

and is produced in sufficient volume, to appear to be smoke.

Pattering to the effect that some skeptics may believe that something

in the pipe stems is producing the smoke, break off about two-thirds of

the stems of both pipes. Discard the stems, and repeat the smoke produc-

tion (Fig. 2). In order to convince the skeptics further, crush each pipe

under foot, mix the pieces, and scoop them up in your hands. Keep the

pieces enclosed in the palms of your hands (Fig. 3), and blow through

your hands. A great deal of smoke will be generated.

193. The Floating Table

Effect: Several people, including the performer, sit around a table as

if for a spirit seance. Everyone places his hands on top of the table. In

a few moments the table rises from the floor and "floats" in mid-air.

Preparation: Obtain a full length, unsharpened pencil, or an inch-wide

flat stick about eight inches long. Place it lengthwise on the palm side

of your right hand, the upper end about one inch from the base of the

palm. With two- or three-inch-wide adhesive tape, bind the lower end

of the pencil or stick tightly to your arm. Pass the tape around your arm

several times so that the pencil or stick is firmly secured. With your

jacket on, this arrangement cannot be seen. If possible, prepare a con-

federate in the same manner. The effect can be obtained alone, but with

a confederate the results will be much more convincing.

Presentation: Speak to the audience about "spiritualism," and the be-

lief that so-called "mediums" have the power of invoking the aid of

spirits to produce phenomena contrary to the laws of nature. Tell them

how you, as a magician, have developed your magical powers to the
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extent that you are able to duplicate these feats. Invite them to join you

in a seance. Invite as many spectators as there is room for to sit around

a bridge table, or any other lightweight table. Sit at the table with them.

If you are using a confederate, he should sit opposite you. As in an actual

seance, ask everyone to place his hands flat on the table, palms down. As

you place your hands in this position, allow the free end of the pencil or

stick to go under the table. Do this naturally, and without hesitation.

Then pencil or stick will not be seen, your hand and sleeve concealing it

from view. Your confederate does the same with his pencil. Now ask for

complete silence, so that everyone can concentrate his attention on caus-

ing the table to rise. By exerting a slow, steady, upward force with the

right hand, you and your confederate can cause the table to rise from the

floor and float in mid-air (see illustration). Inasmuch as your hands are

flat on the table it is obvious that you "cannot" possibly be lifting the

table.

It is possible to perform this effect without any equipment on your

body. In this method, ask everyone to place his right hand flat on the

table, near the edge. In order to steady the spiritual forces, tell them to

grasp their right wrists tightly with their left hands. In grasping the

wrist, the left hand should approach from below the right hand so that

the fingers curl up over the wrist. In order to cause the table to rise, you

and your confederate extend your left forefingers under cover of the

right hand, so that the finger reaches under the edge of the table. An
upward pressure wall now lift the table. Because everyone's attention is

on the table, no one will notice that one finger on your left hand is not

visible.
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194. Reproducing Sponges

Effect: A small sponge is shown, and may be examined. It is placed in

a spectator's hand, and even though the spectator closes his hand tightly,

upon opening his hand he finds that the one sponge has become two. He
closes his hand over these two sponges, and then finds three when he

again opens his hand.

Preparation: From a fine rubber bath sponge, obtainable at your local

drugstore, cut three pieces of equal size. Trim the comers of these pieces,

and round them to form balls one to one and one half inches in diameter.

Place these balls in your right jacket pocket until you are ready to per-

form the trick.

Presentation: Invite a spectator to assist you. Reach into your jacket

pocket with your right hand and take out a sponge. Actually, you remove

two sponge balls, concealing one behind your second, third, and fourth

fingers by curling your fingers toward the palm of the hand. The other

ball is shown freely between your thumb and forefinger (Fig. 1). Drop this

sponge on the table and ask the spectator to examine it.

TWO SPONGES
SHOWN AS ONE

FIG.

2

After he has been satisfied that all is fair with the sponge ball, say,

"Of course, you know that sponges are living things, and that all living

things are capable of reproducing themselves. The same is true of this

sponge. All that is required is a satisfactory environment in which it can

grow. As it happens, the palm of your hand closely approximates the

conditions required for a sponge to reproduce itself. If you will please

hold out one hand, holding it palm upward, I will demonstrate."

Pick up the sponge from the table with your right hand. With a slight

rolling motion of the fingers, bring the two sponges together, holding

them between your fingers. As you do this, squeeze the sponges together

so that they appear to be one sponge ball (Fig. 2). With a bit of practice
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you can do this smoothly and without hesitation. Place these sponges in

the palm of the spectator's hand, and close his fingers, forming a fist of

his hand. Ask him how many sponges he is holding. He will, of course,

signify that he has one. Tell him to open his hand. He will be surprised

to find he has two sponges; in fact, he will be so surprised that neither he

nor any member of the audience will notice that your right hand has

dropped into your jacket pocket. Instructing the spectator to drop the

sponges on the table, remove your hand from your pocket, concealing the

third sponge in your hand, as you did before.

Pick up one of the sponges and place it in the spectator's hand. Pick up
the other sponge, and place it, together with the concealed sponge, in

his hand, and close his fingers over them. When he opens his hand he

will find that he now has three sponges.

195. Handkerchief Penetration

Effect: A spectator ties two handkerchiefs together at their centers. The
performer causes the handkerchiefs to separate, the knots remaining in

the handkerchiefs. Apparently the handkerchiefs have penetrated one

another.

Preparation: There is no preparation other than obtaining two men's

handkerchiefs, which may be borrowed from the audience. It is advisable

to use one handkerchief that has a colored border or some other means

of distinguishing it from the other. For a pretty eflFect, substitute square

silk scarfs, about eighteen by eighteen, available at five and ten cent

stores and women's stores.

Presentation: Unfold the handkerchiefs, and taking one at a time, hold

them by diagonally opposite comers, stretching and twisting the cloth

while v^th a throwing motion you wind up each handkerchief to form a

ropelike length. Hold your left hand in front of your body, fingers curled

shghtly, with the hand parallel to the front of the body. Place one of the

curled handkerchiefs in your left hand so that the ends of the handker-

chief drape down on both sides of your hand, one end draping over the

forefinger, the other end over the little finger, the handkerchief lying in

the palm of the hand and held loosely by your curled fingers. (For clari-

fication, ends of this handkerchief are marked lA and 2A in Fig. 1.) Place

the other rolled handkerchief across the first at a right angle, placing your

left thumb above the point where the handkerchiefs cross, to prevent
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FIG 3

them from slipping. (Ends of this handkerchef are marked IB and 2B in

Fig. 1.)

Grasp the end of the top handkerchief and wrap it around the lower

handkerchief by carrying the end 2B over the other handkerchief and

back to its original position. Place your left thumb above this twist to

prevent it from slipping. The top handkerchief is now securely wrapped

around the lower one (Fig. 2).

Grasp that end of the other handkerchief which is marked lA with

your right hand, and wrap it around the bottom of the handkerchiefs en-

circling end 2B and bring it back to its original position (Fig. 3). This

twist should cover the first one. Place your left thumb over the twist to

I
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prevent it from slipping. Both handkerchiefs now appear to be securely

wrapped around one another.

Request a spectator to tie the ends of one handkerchief, and to pull

the knot fairly tight (Fig. 4). Apparently you are asking the spectator to

imprison the handkerchiefs firmly. Actually, the knot keeps them from

falling apart, for, despite the wrapping, the handkerchiefs are not

wrapped around one another. Be sure to remove your left thumb from the

handkerchief before it is caught in the knot.

Turn your left hand over, and request the spectator to tie the ends

of the other handkerchief together in a similar manner (Fig. 5). Calling

attention to the fact that both handkerchiefs have been wrapped around

one another and tied by a spectator, grasp the ends of one handkerchief

in one hand, and the ends of the other in the other hand (Fig. 6), and

pull your hands apart. The handkerchiefs will separate, with the knots

still tied in them (Fig. 7). Apparently one has passed through the other.

Here is some suggested patter for this trick: "Our scientists have told

us that solids are not really so solid after all. According to them, all solids

are composed of atoms, which Tm sure you've all heard about, but the

surprising part of their announcement is that there are spaces between

these atoms. Well, I figured that if there are spaces between atoms, I

should be able to pull a solid through another solid. But then the scien-

tists told me that would be impossible, because the atoms are moving

so fast that there are always a couple in the spaces. I still believed I

could pass a solid through a solid, so I began to experiment. Tonight,

ladies and gentlemen, I should like to demonstrate my latest discovery.

"By an adaptation of the ultra-dimensional theory of hyperbolic equa-

tions based upon the elliptic paraboloid, I discovered a formula for pass-

ing solid through solid. Of course, I am still in the experimental stage,

but I can now cause two handkerchiefs to penetrate one another. First,

two handkerchiefs must be twisted along their x-axes according to the

equation x equals cosine y. Next, crossing these handkerchiefs at their

midpoints, we wrap them around one another, following the formula x

equals secant y tangent z. To firmly press the spaces between atoms to-

gether, I would like someone to tie tightly the ends of this handkerchief.

Thank you. And now would you please tie the ends of the other hand-

kerchief. Thank you again. Now, despite the fact that these handker-

chiefs have been securely wrapped and tied about one another, they can

be separated at the exact moment when their molecular vibrations are

in phase, like this. As you see, solid has passed through solid, leaving the

knots tied in the handkerchief."
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196. Scarries Non-Burning Bill

Effect: The performer borrows a one-dollar bill from a member of the

audience, asking the owner to note the serial number of the bill before

giving it up. The bill is folded and placed in an envelope, which may
also be borrowed. A lighted match is held behind the envelope, permit-

ting the audience to see the outline of the bill still inside. The envelope

is then burned. Reaching into the ashes, the performer retrieves the bill,

unharmed, and returns it to its owner for identification. (Created by the

author.)

Preparation: Obtain a stage bill (if unavailable, a piece of green paper

cut to the size of a dollar bill can be substituted), and fold the bill in

half, across its width, green side outward. Fold the bill twice again in

the same direction, and then finally fold the bill so the top edge matches

the bottom edge (Fig. 1). Place this bill in your right jacket pocket. In the

same pocket place several wooden matches. Equip yourself with an

ordinary letter envelope and a saucer or small flat metal tray. Place these

items on the table.

Presentation: Unobtrusively reach for and hold the folded fake bill in

your right hand, conceahng it behind the first and second fingers. The

fold of the bill should be along the line where the fingers join the palm

of your hand, the open end of the bill pointing toward your fingertips.

By slightly curling the fingers in toward your right palm, you can grip

the bill tightly while concealing it from the audience (Fig. 2, performer s

view).

Request the loan of a bill of any denomination from some member of

the audience (we will assume that a one-dollar bill is offered to you), and

ask the owner of the bill to note the serial number of the bill, or to mark
it in some manner so that he can identify it later. Take the bill in your

left hand, then place it in your right hand, green side toward the audi-

ence. The fake bill is concealed behind it (Fig. 3). Transfer the borrowed

bill to your left hand, grasping it with the fingers facing the audience,

the thumb holding the folded fake bill from the rear. By pulling the

thumb in slightly toward the palm of your hand, you pull the folded fake

bill to the left so that it overlaps the exposed bill by about a half inch,

this being concealed by your fingers. (Fig. 4 shows the performer's view

of this). The upper edge of the folded fake bill should be on the center

line of the borrowed bill.

With your right hand, grasp the top of the borrowed bill, and bend

it toward yoiu* body, folding the bill in half (Fig. 5). Continue to fold
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HOW TO FOLD
FAKE BILL

FAKE BILL
PERFORMER'S

VIEW

FIG.8

the bill by twisting it around, until it is one-eighth its regular size (Fig.

6). While you are doing this, be careful that you do not open the fingers

of your left hand and expose the hidden fake bill. The left thumb covers

the bottom of the borrowed bill and the protruding part of the hidden

fake bill, so that your hand can be turned to show the audience all sides

of the borrowed bill. This is very deceptive, as the audience is certain

that nothing is concealed in your left hand. With your right hand, fold

the top edge of the borrowed bill toward the palm of your left hand,

bringing the top edge even with the bottom edge of the same bill (Fig.

7). Take the two bills in your right hand, so that the protruding part of

the fake bill is facing skyward.

Pick up the envelope with your left hand, open it, and holding the

envelope with the flap side toward the audience, insert both bills into the

envelope with your right hand, until the protruding part of the fake bill

touches the inside bottom of the envelope. Then, with yoiu: left hand,

grasp the protruding part of the fake bill through the paper. The right

hand, still holding the borrowed bill, pulls it slightly upward until the

bills are separated from each other. While your right hand is still in the

envelope, conceal the borrowed bill in your right hand by curling your

fingers around it (Fig. 8).

Remove your right hand from the envelope, with the back of the
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hand facing the audience. Your right hand takes the envelope by its side,

hiding the borrowed bill from view. Casually show the bill inside the

envelope again. To the audience this appears to be the borrowed bill, but

actually it is the fake bill.

Moisten the gummed portion of the envelope flap and seal it. Slide the

envelope out of your right hand with your left hand, leaving the bor-

rowed bill in your right hand (Fig. 9).

Drop your right hand into your jacket pocket and remove one of the

matches, leaving the borrowed bill in your pocket. Strike the match, and

hold it behind the envelope so that the light passing through the paper

will reveal the dark outline of the bill inside the envelope. The audience

is now fully convinced that the bill is actually in the envelope. Hold tlie

lighted match to one comer of the envelope. After the paper has burned

for a few seconds, place the envelope on the saucer or tray and permit

it to bum completely. While all attention is on the burning paper, place

your right hand naturally into your jacket pocket and pull out the bill,

as you did at the beginning of the trick. Remove your hand from the

pocket, keeping the bill concealed. After the envelope has completely

burned, reach into the ashes with your right hand, and stir them around

a bit. Show the bill at your fingertips as if you had produced it from the

ashes. Open the bill to show that it is unharmed, and return it to its

owner for identification.

197. Scarnes Telepathic Sugar Cubes

Effect: A spectator mentally selects two designs from four that are

drawn on two cubes of sugar. The performer concentrates a moment
and tells the spectator what designs he is thinking of. (Created by the

author).

Presentation: While you are seated at a dinner table, take two cubes of

sugar from the sugar bowl. Remove the paper wrappings, and draw the

following markings with a pencil. On one of the wide surfaces of the

cube, draw a cross (X). On the opposite side of the sugar cube draw a

circle (O). Now, on the second cube of sugar, draw a square () on one

side and a triangle (A) on the opposite side (Figs. 1, 2, 3, and 4). Remark

to your audience that wdth these sugar cubes marked thus, you are about

to try an experiment in telepathy. Turn your back, and instruct the

spectator sitting opposite you to do as follows: stack the two cubes to-

gether (one on top of the other), in the meantime making a mental note
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DESIGN ON TOPSIDE OF
SUGAR CUBES

DESIGN ON BOTTOM SIDE
OF SUGAR CUBES

FIG.3

FIG.5

of the designs that are face to face. With your back still turned, instruct

the spectator to hold the sugar cubes under the table in the same stacked

position. You now moisten the tip of your right thumb and forefinger

with your lips.

Turn back to face the audience. Reach under the table with your right

hand. Ask the spectator to permit you to take the sugar cubes for a mo-

ment. While you are holding the sugar cubes, press heavily with the

thumb and forefinger; this action creates a pencil imprint on these fingers

of the designs on the outside surfaces of the sugar cubes. Immediately

return the sugar cubes to the spectator by dropping them into his hand.

Now look the spectator straight in the eyes and state that he is not con-

centrating. Ask him to concentrate on the two designs he noted mentally

at the start of the experiment. While these instructions are being given

to the spectator, withdraw your right hand from under the table and get

a gHmpse of the imprints on your thumb and forefinger (Fig. 5). As men-

tioned above, these two designs imprinted there were made from the two

outer surfaces of the sugar cubes. The spectator is concentrating on the

two designs on the inner surfaces of the sugar cubes. Therefore, the de-

signs on your fingertips are not the ones the spectator is thinking of.

Since you know the four designs, you call out the two that are not im-

printed on your fingertips. And these prove to be the designs the spec-

tator is concentrating on. You then rub your right thumb and forefinger

together and the imprints will disappear, leaving no trace as to how the

trick was done.

^'^
^•-?.^
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198. Color-Changing Cube

Eri-'Ecr: A colored cube is shown, first on one side and then on the

underside. The top side is shown again. A spectator places a finger on

the underside. When he removes his finger from this spot, the color has

changed.

Preparation: Secure, from any novelty or magic shop, a six-sided cube

which measures one cubic inch or less and has a different color on each

side. If this cannot be secured in your locality, you can make the neces-

sary cube by employing a little carpentry. After making the cube, sand-

paper all sides so they are all even and slick. With either crayons or

paint, color each one of the sides differently. For example, let us assume

that one surface of the cube is black, the opposite or underside is white;

red on one side and blue on the opposite side; green on one side and yel-

low on the opposite side. If you are making your own cube and do not

have the crayons or the six colors of paint available, you may instead

print the name of each color on the side where it belongs.

Presentation: Hold the cube between the thumb and forefinger of the

right hand, the red-colored side showing (Fig. 1). Turn your hand over
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so that the palm faces skyward, but at the same time, the forefinger and

the thumb give the cube a turn to the right (Fig. 2). This puts the white-

colored side (originally against the forefinger) at the bottom. Reverse the

motion, and show the red-colored side again. Have a spectator place a

finger on the underside or bottom of the cube. Then slowly turn the

cube over. Have the spectator remove his finger, and behold!—the white

side has changed to blue (Fig. 3). The cube can be held with any color

uppermost—the effect is the same.

199. Ring Around the Pencil

Effect: A borrowed ring is made to vanish. A pencil is then pushed

through the sides of a paper bag. At a magic command, the ring suddenly

appears on the pencil under seemingly impossible conditions.

PREPARA.TION: In this effect a specially prepared handkerchief is used.

This can be made by covering an inexpensive ring with a small square of

the same material of which the handkerchief is made, and sewing the

edges of this square to one comer of the handkerchief. Have this hand-
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kerchief in your pocket when ready to perform the effect Also, supply

yourself with a long sturdy pencil and a small paper bag, which should

be placed, opened, on the table.

Presentation: Borrow a ring from a spectator. Remove your handker-

chief, and holding it by its center, place the ring under it. Actually, as you

move your hand with the ring under the handkerchief, grasp the pre-

pared comer between the second and third fingers of the same hand.

Grasp the sewn-in ring through the center of the handkerchief with your

other hand, and remove your hand from under the handkerchief with the

ring concealed in it. Hand the handkerchief to a spectator, and have him
hold the ring through the folds of the cloth from above, permitting the

rest of the cloth to hang down.

With the same hand in which the borrowed ring is concealed, pick up
the paper bag by its open end, fingers inside the bag and thumb outside.

The ring is hidden between the fingers and the inner surface of the bag.

Pick up the pencil with the other hand, and penetrate the paper near

the thumb with the pencil, pushing it through the ring, and then pene-

trating the other side of the bag (Fig. 1). You can now show that the bag

is empty by backing away from your audience slightly and turning the

open end of the bag toward them in such a manner that the pencil will

be in a vertical position. When the pencil is in this position, the ring will,

naturally, sUde to the lower side of the bag. By tilting the open end of the

bag upward slightly, the ring will be hidden from view (Fig. 2). Close the

bag by twisting the ends together.

Have a second spectator hold the pencil at both ends, holding it in

front of his body, with the bag hanging down between his hands. He
should have a firm grip on the pencil. Approach the spectator who is

holding the handkerchief, and grasping one corner of the cloth, say the

magic word and pull the handkerchief from his hand. Shake the cloth

and show both sides, proving that the ring has vanished.

Approach the spectator who is holding the pencil and the bag. Grasp

the lower part of the bag and give it a sudden downward thrust, tearing

the paper away from the pencil. The ring is then seen dangling on the

pencil between the spectator's hands (Fig. 3). Return the ring to its

owner.

200. The Magic Bag

Effect: An egg is produced from an empty cloth bag. The egg is re-

placed in the bag, and vanishes. It is once again produced from the bag.
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Preparation: For this efiFect a special bag is used. It may be prepared as

follows: Obtain a piece of heavy woolen colored cloth, about twenty-two

inches long, and eight inches wide. Lay the cloth flat on the table. Fold

about six inches of the top end flat over the cloth and sew the side edges,

forming a pocket (Fig. 1). Now fold the strip of cloth in half, aligning the

free end with the first fold, enclosing the pocket. Sew the sides together

so as to form a bag. When completed, it should look Hke an ordinary

cloth bag, except that it has an upside down inside (Fig. 2). It is a good
idea to sew a cloth border around the edges of the bag to keep the cloth

from imraveling. Do not sew a border on the open end of the pocket.

When the bag is turned inside out the open end of the pocket should

barely be visible, so that when the bag is in motion the pocket cannot be
seen. Turn the bag right side out, and place a hard-boiled egg within the

hidden pocket, near the top of the bag. Place the bag on a table until

ready to perform the trick.

Presentation: Pick the bag up with your right hand, enclosing the egg
through the edge of the bag, and say, "Here I have an empty bag." (Fig.

3 shows how the egg is held in the pocket.) Prove that the bag is empty

OPEN
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by turning it inside out, keeping a firm grip on the egg. Keep the bag in

motion so that the edge of the pocket cannot be seen while the bag is

inside out. Restore the bag to its natural form, and have a spectator reach

into it to verify that the bag is really empty. After he has done this, walk

away from him, saying, "I think this gentleman has laid an egg." As you
say this, release your grip on the egg, and permit it to fall to the bottom

of the bag. Walk to another spectator and ask him to insert his hand into

the bag to remove whatever he finds inside. His removing the egg should

produce a laugh from the audience.

Now hold the egg in one hand, and place the bag upside down over it

(Fig. 4). Turn the bag right side up and let the egg fall to the bottom of

the bag. Permit a spectator to feel the egg through the bag. Holding the

egg with one hand, turn the bag upside down again, guiding the egg

into the secret pocket. Grasp the top of the bag, and again enclose the

egg in the grip. Turn the bag right side up again, and transfer the bag

from hand to hand, casually showing that both hands are empty. Do not

make the action too deliberate. Make a magic pass and show that the egg

has again disappeared, turning the bag inside out to prove it. With an-

other magic pass, cause it to reappear.

201. Scarnes Names from Nowhere

Effect: The performer tears a sheet of paper into eight pieces and

places four of these pieces in a spectator s hand. The spectator is in-

structed to close his hand over these papers. The performer asks four

spectators their first names and writes a name on each of the four re-

maining pieces of paper.

The performer bums these papers (with the names) in an ash tray.

After they are burned, the spectator is requested to examine the four

pieces of paper he is holding. Upon examination, the four spectators'

names are found written on these four pieces of paper.

Preparation: Fold a sheet of paper, approximately eight inches by four

inches, in half, making a packet four inches by four inches. Fold into

quarters and then into eighths. Make a crease out of the folds of the

paper by applying pressure on them. The paper is now folded into

eight two-inch squares. The creases are made as a guide when tearing

the sheet into two-inch squares during the performance of the trick.

Place the folded sheet of paper in your pocket for use later on. The

other requirements are an ash tray, a packet of matches and a pencil.

The trick is best performed while seated at a table.
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Presentation: You are seated at a table with several spectators. (Make
sure that an ash tray is available.) You must learn the first names of four

of these spectators. These people may be friends, or you can learn their

first names by a little detective work.

Armed with this information, you create an opportunity to leave the

table. Secretly remove the folded sheet of paper from your pocket. Un-
fold the sheet and with a pencil write a spectator's first name on each of

the four left-handed folded squares. For example, let us assume that the

spectators' names are John, Arthur, Mary and Jane (Fig. 1). Refold the

paper with the writing inside. Place the paper back in your pocket. After
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returning to the table, inquire if anyone present has a blank piece of

paper, but before you give anyone a chance to oblige, reach into your

pocket and come out with your prepared sheet. Act a little surprised at

finding this sheet of paper—a little acting helps at this time.

To impress the spectators that the paper has no writing on it, do the

following:

Unfold the sheet downward, so that the writing cannot be seen. A
little practice will give you the right angle.

With the writing on the undermost side, tear the paper in the centei

(Fig. 1).
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Place the sheet in your right hand under the sheet in your left hand.

The writing is now covered by the bottom sheet of paper. Tear these

two sheets in half by the fold in the paper (Fig. 2).

Place the papers in your right hand on top of the papers in your left

hand. Square them up and tear them through the center fold (Fig. 3).

Place the papers in your right hand on top of the papers in your left

hand. You now have eight pieces of paper, each approximately two

inches square.

Every other piece of paper has a name written on its undermost side.

You pretend not to know how many pieces of paper you hold. There-

fore, you indulge in a little counting. The counting is done in the follow-

ing manner: you put the papers down in two piles on the table—one to

the right and one to the left, and so on. This division has separated the

papers into a pile of four blank papers and a pile of four papers with the

names on them. If you have followed directions, the left-hand pile will

be the four papers with names written on their undermost sides. Pick up

these papers and place them in the hand of a spectator (with the writing

liidden from view, of course) and instruct him to close his hand over

the papers.

Now ask the four spectators (whose names are written on the other

papers) to call out their first names. Each name is vmtten on one of these

four sheets. In our example the names are John, Arthur, Mary and Jane.

Drop these four pieces of paper into the ash tray, apply a lighted match,

and bum them completely.

After the papers have turned to ashes, mumble a few magical words,

like "Hocus Pocus." Have the spectator open his hand and examine the

papers. He will be surprised to find the names vmtten on the papers.

Note' When writing the names secretly on the large sheet of paper, use

a soft pencil so that the writing cannot be seen through the paper. If you

desire, you may use one name four times or you can use the letter X.
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