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INTRODUCTION

¥ ?”
Thed: i ic

‘Think of semi ic magicas sleigh jc wi leigh Hetheflashing. ies bet i icandsleight of
draw. As with almost any skill, there are those that have a knack for developing dexterity. For them, ita
comes easy.

1 3
iohts) isnot di icks thy themtobeincl is

volume. In i es, I "what

Inmy enti i

do this wi

rock and reweave, is so small that a trick containing the sleight is not semi-automatic.
Tt ft L icians thi i Many forget

that “execute” i

their iple li ight better b hand fans.
: 4 or atoms A

trick toset up!
i i i i effect. If be

perfect and you can’t make

u i

fect, Arout alogical
‘get-réady for

i i i b d

the fly inthe middle of an effect. For these:
rossaus, youmay grein the: hice of} material Ihave

is

volume. This is one of ined 1 it was
defined.

fact that I don’t beli ing.” Driving is

easy tovio but the car docs notdriveitself. Its not self-working, Proper planning beforehand and proper
execution of thetasks du

fo: abetter journey. Surely in front of an

aden, one must
i

-
With semi ic card

i routining, scripting, et on (timing, blocking,

=) io make for abetterjoumney. The real magic: comes in putting it all together into aresulting act or show.

fmagic.

ith other magicians. Th
i of alareoft idered

nutually
exclusiy ished in dif

‘The fact that i ide i

i

layoftheland. Thisi: ionofhow this seriesgl
evolved thanit is part of any master plan.

I started this collection as an effort to catalog my own work for my own benefit. It has grown far
beyond that,but theprimary mission is still the same. The fact that others have: enjoyed the product of my

ing

bonus. But I find that I

single effect crosses the boundaries and works for both situations.

Ifyou have any interest n this branch of the rt, you foul find something here that you like. You will

probably: di homewhen I received
the draft of the book back Temet their

i favorite
effects. More th: item showed

.
Dif labeled the

p

© “Anything that is written to please the author is worthless." - Blaise Pascal (1623-1662)
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“ and I'm afiaid when ic, thi

my overthemap. Iliketh th ial,
and th

. Feelfresto label the tricks in your copy as you wish. (Although, it would be beter if you waited ul youarrivedhome todo so.)
It shouldn’t surprise me that even after four volumes, there are stil those that don’t believethat the sametomatic card imultaneously de

laymen. Magic

don’t bei ick~and esnie i i bd ini tlooked bilities. These ma i
th ine stickir i

i

with pre-drilled holesd then
squat in the

opening to
show that the person inside has di (For the record, I have neversquatted to prove that anything has vanished. Okay, perhaps Ihave but not as part of a magical effect.)Th dic h is *t bel ick bceii

. This, of course, 1f-workib h ion

a that all sleigh d magicis

basedupon the pass.
Theseare the same cardicians who believe that hiding a card in one’s palm and reproducing t can beining. Tt

would: that iti i i
based ining. Th isn’t the point, Ifthe audi d isth theeffect has the same limited degree of mystery as when the audience correctly deduces that palming is themethod. Itis the magician’s responsibilty to disguise the method —whateverit is and wherever it pokesthrough allowing the audience to focus on theeffect.

As magicians, fiction is our business. When reality creeps into the illusioni the form of a scantily cladmethod, the llusionis
damaged. My view; . :

al
ard aleioheo) ” pewi

ide. And, wh

routined, and

itisimpossible for the lay andience to distinguish the difference.
This i i d by th by early cardicianswhoopenly disdai ofgimmicked cards. When they secretly inserted gimmicks in their repertoires, they were many times morei i

ld do the same. Thi i

stoopi
illofth In other the expert:did what all magician: do. They by steering their audi

from themethod. This misdirecti i i i
d i

anything wasdone. Iffor no other reason than to add additional camouflage, magicians who are well versed in both sleightof hand i i wd i

far better j

toattack i As
‘you sift through the tricks

that await you,
al

that th

effect does not.

You might wonder who needs another card trick? There are tens of thousands of card tricks. Almosteverybody knows at least one ~and cards. arereadily available for those who desire to foist that trick upon all
‘who didn’t antici

. [remember i i ing

as ayouth illusioni
(or “basket squatters”) suggested that the next ‘meeting should be card trick free. I offered to handle the
program for the meeting: 7:00 Welcome, 7:05 — adjournment, My point was that card tricks are thecollectibles among non-collector magicians. They are casy to carry, casy to share, and their quantity makes it
impossible to possess all of them.

In this volume I h hare with

you parts ofmy
i hich al i

from some of my friends. Select from among them and work with them. Try to understand what makes theeffect work. The more you know about structuring an effect and about your own performance character, the
better you will be able to blendthe two. And, tis the seamless blending of your material with your delivery of

“2

Ifyou don’th
)! develop

(To beclear, buy the book frst. Zhen lay off the ticks) Ifyou don’tknow your character, ‘you won'tknow‘what material looks best in the hands of your character. Selecting tricks before you have decided on yourisi i ion att

ou know ing. Snow skis atthe equator are as out of lace as a bathing suit in Iceland. Decide where you want to go, and hen select thetricks that best get you there. You don't have to be funny, dramatic, or mysterious. You do haveto beengaging. Formost, understanding this takes many years of trial and error. Formany, the understanding nevercomes. These are the magicians who want to perform but ultimately find themselves all dressed up with noplace to show.

that material that will ensure that you achieve the result you seek.
lay off the tri

April 1,2002

“Thegreat tricks are those combining a maximum ofeffect with a minimum of manipulativehazard,” Dr. Jacob Daley (Quoted in the introduction to Bruce Elliott’s The Best in Magic.)
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How to Read This Book
‘Where! don'tinclude the complete script, almost always includethe snippets necessary

to explain or justify my actions as well as the presentational hooks which introduce the trick.
Since these patter chunks are necessary to he successful performance, you will want to include
the imi] ives). The hook — the

i i i i

and draw them into watching something because they find it interesting - and ultimately,
entertaining ~ is critical to creating interest in what you are doing. Think of it as whatever
patter you use prior to “pick a card.”

Thave continued the convention started in The ‘Trapdoor and continued in my lastfour hardbound books. To make navigating the text easier while holding a pack of cards,
have bold-faced the initial references to illustrations and italicized the dialog. Ihave also
included all in

som irrel references to the hi; inspiration of
the trick in the background section of the description. This makes this history available to
others who - like me- are interested in this type of ‘thing.

‘There are many more tricks in the book than those listed in the table of contents. You
‘will find both minor and major variations in the Leftovers section of many of the tricks. This

ion al i i leigh i

. You will
mis h ofthe depth

of the book if you overlook these sections.
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TELEPHONE TRICKS

TELEPHONE TRICKS

Until ing sleights, onl 5

being
performed over the phone. This creates a problem, Semi-automatic card wicks tend tobe more process-oriented. Th is not: process
adds an additional amount of risk that many magicians may not care to take.

Further, becausethe: magician can’t see what the spectator is doing, the trick could take a wrong tumearly onand ulda’tknow until the failed climax. Thi
must be precise to guarantee that every precaution is taken to ensure the spectator is fueled toward a
successful climax.

Some may
|
lookat the fact that this i isalotof work rssimle mente mee -while others will use

fear of failure. Idon’tshare
ei

. When
are properly performed, they are unique enough to generate the: reeling

o
of ‘the event by the: witness. When

orthy
‘as with magic performedin person, the story grows with retelling.

Phone tricks also have a unique property to them both for use with friends and commercially. Picturea
last minute, small party for friends that you cannot attend because you: are ont of town. If the hostess has a

younot only can “mak "you can of Youmay
the party

wi ing

to purch: i forthehostess. i

the cost ofthis volume many times over.

tis notnecessary for thetricks in this chapter to be performed via the telephone. Itis the fact that they
fall fei being i i

here.
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THE PHONY CARD TRICK
Steve Beam

Themagician calls a friend on the phone. “You
and 1 both have a deck of playing cards. I'm
going to shuffle mine. Just to keep everything
above board, I'm going to put the, phone down so
you can hear me shuffle.” Over the phone, the
spectator hears the magician put the phone down hard

on thetable and then hears cards shuffling. Yelling
from afew fect away from the phone, the magician
asks, “Can you hear the cards Seing mixed?"
‘They of course respondin the positive. “J¢'s ashame
Youare not here. I'm doing all these shuffles with
one hand.”

“Now 1 would like you to mix yourdeck of
cards. I'll wait while you shuffle your cards.” The
‘magician waits afew seconds.“Ican t hear yours

being mixed. It's not that I don’t trust you. just
want to make sure they're well shuffled.” After
the spectator shuffles the cards into the mouthpiece
ofthe phone, themagician asks, “Are you using both
hands? That's cheating." Atthis point the spectator
will usually goalong with the joke and profess that he
is indeed shuffling with one hand.

“Okay, now, cut off about a third of your
pack. You can mix them again ifyou wish. You
can even switch hands and shuffle them with the
other hand if vou wish."

“I want you to addthe digits ofthe number
you just counted. If, for example, vou find you
are holding 15 cards, want you 10 addthe digits
of your number to arrive at a single digit. In this
case, one plus five equals six. Have you done
that?" The spectator complies. urn the packet

Jace up. Okay, now I want you to count from the
Jace of the cards you are holding and remember
the card at the position of your new number. In
my example, you would remember the 6" card

Jrom the face. Have youdone that? Great that's
Your card please don't forget it. Now drop the
packet on top of the deckand push the deck aside.”

“Even though 1 had no idea how well you
would shuffle your cards, how many you would

cut off, or which one you would select, I was able
to predict what would happen. You will remember
that before we started, we both shuffled. our packs.
Once Ifinished shuffling, I placed my cards aside.
The order the cards were in at that time,:formed a
prediction for what you would do. What is the
name of the card you are thinking of?" The
spectator names his card. “The seven of hearts?
Well, let's see if my prediction was accurate. I'm
going to pick up my pack and spell the word

‘prediction’ dealing one card to the table for each
letter. P-R-E-D-I-C-T-I-O-N. I'll turn over the
last card I dealt. You are not going to believe
this, but my prediction card is the seven of hearts.
Gee, what are the odds? Well, I hope you enjoyed
today’s card trick”

‘The spectator will protest. “How do I know
You're telling the truth?” Ever the innocent, the
magician responds, “Here, I'll hold it up to the
phone so you can see it. Yep,that’s the 7ofhearts,
all right. Kind of spooky isn't it. I think it's aft. The spectator will think he’s been had.

Themagician innocently proceeds. “Wait! You
haven't seen the best part.” Pick up your deck of
cards and hold it face down. I want you to spell
‘prediction’ as you deal one card to the table for
each letter. Turn over the last card that falls at
the last letter. What is it? The 7 of hearts? Even
spookier!™

The Work. Ifyou follow the instructions given
to the spectator, his card will end up at the tenth
position from the top of his pack. The word
“prediction” spells with ten letters. The only way the
spectator can mess up is to take less than ten cards

or more than 19. There s an easy solution for both
ofthese.

First, if the spectator takes less than ten cards,
he won't be able to “add the two digits” together.
When that occurs, he will mention it to you. Justask

him to add a few more cards from the pack and
recount the packet.

TELEPHONE TRICKS

‘You won't know he took more than 19 until he
spells down to the tenth card and names the card
thatis there. If thatis nothis card, you will know that
he took at least 20 cards. We will pick up the trick
already in progress just b

pell
the word ‘prediction.’

“Wait! You haven't seen the best part. Pick
up your deck of cards. I want you to spell

‘prediction’ as you deal one cardto the tablefor
each letter. Turn over the last card that falls at
the last letter. What is it? The 5 of spades? And
you chose the 7 of hearts? Well, maybe this isn’t
the best part.”

‘The spectator believes the magician has made
amistake. Buthe quickly recovers. “Waita minute!
Freeze—don’t move. Remember at the beginning
when you shuffled the cards? You must have used

both hands. Did you?" The spectator confesses
that he did. “That's it! I want you to continue
dealing from where you left off. This time [ want
you to spell ‘both hands’ since you shuffled with
both hands at the beginning. ” The spectator spells
“B-O-T-H—H-A-N-D-S.”

“Turn over the card which falls at the last
letter.” Tt will be the 7 of hearts, the selected card.

Leftovers. With the “both hands” contingency,

‘you are covered up to a cut of 29 cards. Since that
is 12 more than the third you asked him to cut, it

should be an adequate margin for error. Ifyou want
10 be covered up to 39 cards, there is yet another
contingency — butif you need it, ant
to find a trick more suited to you. If and when he
spells “both hands™ and still doesn’t arrive at his
selection, ask him the number of cards he cut of fat
thebeginning. You can remind him of your direction

atthebeginning of the trick to cut off abouta third of
the pack. Now, ask him tospell “direction” (without
thes”) which spells with 9 letters. The last card
dealt will be his selection. An altemativeto this final
contingency would beto tell him that since he shuffled

with both hands, “We are going to have to unshuffle
the cards in order to find your selection.” Ask
‘him to spell/deal “unshuffle.” The last card he deals

will behis selection.

Ifyou haveto evoke this contingency, tell the
spectator to pause and appreciate his current

situation. Not only is that the last card he dealt, butit
isalsothe last selection you will everask him to select.
You're going to locate some spectators who can
follow directions.

Just to clarify fthe cards, below
is a chart that equates the number of cards the
spectator originally cuts to the position his card will

ultimately arriveat in the pack.

Original Resulting
Cut Position

10-19 10

20-29 19

30:39 23

If youare performing this in person, you may
‘wish to predict the card they will ultimately choose.
‘Take the shuffled pack and hold it so that only you
can see the faces of the cards. Note the card on the
face. We will assume itis the ace of diamonds. This

‘will bethe selection. Count from the face of the pack
to the 19" card, in groups of two and three cards so
that it looks random to anyone paying attention. As

you spread, you are looking for the mate to the card
on the face, the ace of hearts. Once you get to the
19" card, place your right first finger on the back of
that card and continue spreading looking for the ace
of hearts.

:

When you find the ace ofhearts, upjogit. You
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arenow going m
that cuts the pack. Split the deck behind the 19%

card from the face, where your right first finger is
‘marking the spot. With your righthand, remove the

upjogged card as shown in figure 1. Table this card
offtothe side with yourright hand. Finish by tabling
yourlefthand's cards face down nearyou and placing
the right hand's cards on top of these. Theace of
diamonds is now the 19* card from the top of the
pack. Ask him to cut off about half the pack. Tum
yourback and proceed with the handling that includes
the “both hands out.

If themate to the card on the f1ce is in the first
19 cards, upjog it where itrests but don’t count it in

yourtotal. Splitthe pack behind the 19" card when
you finish counting toit. Use your left handto remove
the upjogged card from the right packet as shown in

figure 2. Table this card with your lefthand. Finish
by tabling your left hand’s cards face down and
placing the right hand's cards on top of these. The
aceof diamonds is now the 19" card from the top of
the pack.

Leftovers. When performing this in person
rather than over the telephone, I will often set this

20

trick up for arepeat. The first time through, Instruct
the volunteer to cut off a third of the cards. This
almost always ends up with his card at the 10%

position. Then repeat the effect, asking him to cut
offhalfthe cards. The audience thinks Ihavemadea
‘mistake when it isn’t found at the end of spelling

“prediction.” So, use the ‘both hands” ruse to finish
offthe effect.

Raj Madhok prefers spelling “emergency” to
spelling “both hands.” When the first spelling of

“prediction” doesn't reveal the selection, “We have
an emergency situation here.” Then the spectator
is directed to spell “E-M-E-R-G-E-N-C-Y.”

Background. Thehandling ofthe multiple-nine
force used in this effect is is from Ed Marlo’s 9999
Miracle from The Unexpected Card Book (1974).
In that non-telephonic version, the peformer

FS on % 5

in positions 10, 19, 28, and 37. From here, the
performer was to cull - either overtly or covertly
depending upon which “procedure” was chosen the
possible selections to the top and bottom of the pack.
Using acombination of bottom slip cuts, the magician

appears to cut at the selection called out by the
volunteer.

Ifyouwould like to experiment with other tricks
usingthe same principle, you might want to try
Location, Location, Location from Volume 2 or
Prime Location from volume 3. Youwill also find
the principle used for Witchcrap, elsewhere in this
volume. Iwill briefly repeat the inspirational sources

forall four tricks below.

Van Osdol’s Number Trick was published in
Rufus Steele's 50 Tricks You Can Do, You Will
Do, Easy to Do (acompilation ofthree books from
1909, 1924, and 1935). Using that effect as a basis,

Ireinvented Audley Walsh’s Calling All Cards from
Rufus Steele’s 52 Amazing Card Tricks (1949). I

used my reinvention as the inspiration for Location,

Location, Location, which is completely different
from theinspirational source.

TELEPHONE TRICKS

SUPPORT YOUR LOCAL MAGICIAN
Steve Beam

Tt ing tri

the

phone or in person. The latter provides more
opportunities forsituational humor andIwill describe

itin that venue. In either arena,
thetrick without touching the cards from start to finish.

There is a fair amount of spelling that
‘accompanies this trick. However, ifyou will surround

the effect with a humorous presentation you will cut

the perceived timeto arespectable level. Thehumor
in my presentation capitalizes on the fact that the

spectator does not select the magician performing the
trick as his favorite magician. In orderto complete
the rick thespectatoris guilted into changing his mind.

The magician asks a volunteer to shuffle the
pack. “There are many professional magicians
working on television and in Las Vegas. You have
probably heard of several like Lance Burton,
Siegfried and Roy, Penn and Teller, and Harry
Blackstone. There are even several from the past
including Doug Henning, Mark Wilson, Dunninger,
and Harry Houdini. You probably havea favorite
TV magician and we are going to let him help you
with the next trick. Select your favorite TV

magician now, butdon't tell mie who he's yet.”
Th dandlostin the

pack without the magician touching the cards. The
deck is reassembled and held in dealing position by

the volunteer. “I want you to deal one card to the
table into a pile for each letter in the sentence
you are goingto spell. I want you to spell, ‘My

Javorite magician is blank." Of course, when you
get to the blank, fill it in with the name of the
magician you are thinking of." Assume they spell/
deal “My favorite magician 1s Harry Houdini.”
Tothis, themagician says, “/ guess you didnt know

how to spell ‘Beam.’ I know that words with...

uh... four letters... can be tricy.” Usually at this
point, the volunteer offers an e<cuse that he didn't

asks

the last card he spelled/dealt. “Is that your card?
No? Well,

[guess Mr. HandcuffKing couldn'tfind
your card.” pauses for
“Well, sinceCi couldn't find your card,
perhaps you wouldlike to reconsider your choice
of magicians to... oh... I don’t know... maybe
someone more... local. Someone closer to you -

both emotionally and geographically. Someone
else who might care how this card trick ends. Gee.

wonder who that might be. Hmm. Any ideas?”
At this point, the volunteer changes his mind to the
magician currently performing. The magician
sarcastically asks, “Oh, so now I'm your new
favorite magician? Gee thanks. That's ... almost
an honor.”

Still hurt, the magician states, “Iguess you are
wondering what would have happened if vou had
spelled your new favorite magician’s name. Well,

unless Handcuff Harry has anyother ideas, I guess
there is no time like the present. Mix the cards
youareholding and drop them on top of the tabled
pile. Pickup al of them and spell: ‘What would

happen fIspelled Sieve Beam?" They spelldeal
qu

tothetable. Th asks for the
name of theselection. The spectator turns over the
last card dealt and finds theselection. Themagician
finishes with, “7 guess it pays to support your local
magician.”

The Work. Thetrick is based upon mathematics

‘but contains just enough detours to lose even the most

discerning audiences. The only restrictions are that
you start with a52-card pack and when the volunteer
cuts off “half the pack,” he must cut between 20 and

29 cards inclusive. Ifyou are performing in person,

you can gauge the number of cards cut to ensure that

heis within the parameters necessary for the trick to
work.

know the: trick should If this over ,
ask

be included. Th moves on— a himtocutthepacki dthen adj

tad hurt at the tur of events. as necessary to get them closeinsize. Then, justto

21
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besafe, you may wish to follow with, “To save time,
pick up the smaller of the two piles.” This is
because you have asked him to cut the deck into two
“about equal” piles. Ifhe did exactly whatyou asked,

he would be left with two piles of 26 cards. Your
acceptable range is between 20 and 29 cards. This
‘means that your safety zone is 7 cards at or below
the midpoint and 4 cards ator above the midpoint.
Because of this, he is more likely to cut too many
than too few. This is why you want thesmaller of the
two packets. Ifhe tries to cut the pack in the middle
‘and takes the smaller half he will most likely have at
least 20 cards and no more than 26.

Once he picks up the smaller pile, ask him to
shuffle the packet and then secretly count the cards
in the packet to himself. After he counts them, ask
him toadd thedigits ofthat numberto arrive at another
secret number. Then, with the same packet, ask him
to spread the cards toward himself and count from
the face of the packet to the back, to this secret

‘numberand rememberthe card at that location. When
he replaces this pile on pile, his selecti

will automatically be the 19* card from the top of the
deck.

For example, assume he cuts off a packet of
cards which he counts to find he has 25. He adds
the digits of this number (25) to arrive at 7 (2+5).
He now spreads the packet with the faces toward
himself and counts to the 7* card from the face. This
is his selection. When he replaces this pile on the
tabled pile, his selection will automatically be the 19

card from thetop of the deck.

Now he chooses his favorite magician. You
‘want to steer him to someone other than you. Do
this by listing offa few famous magicians he may have
heard of and steering him toward a “TV magician.”
It doesn’t matter how many letters the magicians
name has — it won't interfere with the successful
conclusion of the effect. In the example above he
chooses Harry Houdini. With him holding the pack
in dealing position, hespells, “My favorite magician
is Harry Houdini.” He doesn’t have to spell the

Ith t
point out this fact, as he later will haveto spell
correctly.

Ask him to turn over the last card he dealt as
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‘you point to the top card of the tabled pile. After
showing that hedidn’t spell to his selection, ask him
totum that card face down and then shuffle the cards
hehas left in his hands. Ask him to drop those cards
on top of the tabled pile and pick up the pack again,
Note that this shuffle does nothing to disturb the.
position ofthe selection, but they later will remember

thatthey “shuffled the deck” after the first spelling,
‘The selection is now at the 34" position from the
top. From here, itis only necessary for them to spell
a34-letter sentence to arrive at their selection,

Using the presentation above, you will want to
include your namein the 34 letters that make up the
second sentence to be spelled. It doesn’t matter
whether you are using your first name, last name, or
acombination ofthe two to arrive at the right number
of letters. You can eveninclude atitle such as “Mr.
Vemon" if you ask them to include the punctuation in
the spelling. My name spells with 9 letters. Below I
willlistafew examples of sentences yournight choose
to use depending upon the number of letters in your
names). i

is 34 and
you only have to remember the correct sentence that
works for you.

+ Whatwouldhave happened spelling [S-letters]?
+ What would transpireif Ispelled [6-letters]?

What would occur now if Ispelled [7-letters]?
Iwonder what would happen with [8-letters]?
My second favorite magician is [8-letters]?
What would happen if I spelled [9-letters]?
What would oceurif I spelled [10-letters]?
What would happen if Ispell [1 1-letters]?

Leftovers. Sinceyou are to appear somewhat
‘miffed when they select another magician, youshould
be prepared with “affectionate nicknames for the
more obvious choices. As Iam follicly impaired,
referring to David Copperfield as “Mr. Blow-dry
Stage Magician” is comical. Lance Burton could be
“Mr. Las Vegas Dove Producer.” Perhaps you are
getting theideawell enough that I don’thave to further

i i
in ourindustry.

Background. The automatic placement used
above is avariation ofthe 9 force or count-back force.

The deal-through, which moves the card from the
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19th cardtothe 34th, is an elaboration of the principle

publishedin Volume3 of Abbott's Anthology of
Card Magic (compiled by Gordon “Mike™ Miller)

as Jack Yates’ Miracle Mix-up. The principle was
later used with a small packet in Jim Steinmeyer's
Nine Card Problem.

RIGHT ON Q
Lewis Jones

Lewis was a major contributor to Volume 3.
His Patten Principle remains one ofthe highlights of
that reader searching for a miracle
would be well-served to revisit it.

Lewis's books are must-reads for anyone
interested in semi-automatic magic. They include The
Encyclopedia of Impromptu Card Forces, The
Paragon Move, Person to Person, Cardiograms,
Imp Romp 2, Shampagne, The Spring of52, Con
Sessions, Lusions, and Counter Feats.

A professional writer by trade, Lewis was born

e. Heb i din

as if dealing hands for three players ina game. He
can stop dealing at any time that each dealt packet

i

f .

ides

which

of the three tabled packets he wants to eliminate, and
discards this packet on to the half-deck he pushed
aside earlier. For the moment, heretains the undealt

cards in his hand.
He decides which of the two tabled packets he

‘wantsto use, then you ask him: “Do you wantto
look at the top card or the bottom card of that
packet? Your choice.” Remember his answer.

hein
spon Tyn

‘magic after
witnessing Dante’s llusi Henow

lives near London and is semi-retired - which
thankfully leaves him more time to spend creating
magic. Much of his creative times spent working
with Jack Avis, and acombined effort called Ahead
of the Pack is being published even as I write this.

‘This is Lewis's adaptation ofTony Bartolotta’s

effect, Tale of the Q. In this effect, spelling out a

simple sentence leads a spectator to locate his own
card. Lewis has created aversion that (a) does away
with the need for a break; (b) does away with the
need for reciting the alphabet at the end; (c) can be
done without your touching the cards; (d) can be
done whileyour back and(e)
can be done over the phone if desired. It was this
last condition that qualified the effect for this chapter.

The Work. While yourback is turned (or while

‘you are on the phone) the spectator shuffles the deck.

Explain thatthis effect is concemed with words, not
‘numbers, soyou will be using cards to represent letters.

Accordingly, the spectator begins by dealing cards

into a face-down pile on the table, one card for each

letter of
ining half-deck

aside (these cards will not be used again).

The spectator now deals cards into three piles,

He looks at hi it.
d, tell him: “Drop

pile on top.” If he looked at the bottom card, tell
him: “Drop that pile on the other one.” Finally he
drops his held cards on top of al.

You now ask him to spell out a sentence by
dealing one card at a time, face-down, into a pile,
with each card representing a letter. The sentence he
deals out letter by letter depends on whether he chose:

tolook at the top or bottom card of his chosen pile:

Ihe chose the top card, the sentence is:

“The card that I'm thinking of is ..."

Ih i 4, is:

“Thecard that | am thinking of is .."

Notice that the only difference is the extension
of “I'm"to “Iam.”

‘This dealing reverses the order of the cards.
When the spectator runs out of cards, he picks up
the dealt packet and continues dealing as before, until

the sentence is complete. He then names his chosen

card, d face-up. This will be his

chosen card.
Obviously, ifyou prefer to do the final dealing
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yourself, have him look at the top card (only) of one
of the piles, and drop the other pile on top. In other
words, he isnot given the choice of selecting a bottom

card. As before, he drops his held cards on top of
all. To finish, youspell out this sentence instead: “The
card you are thinking of is...” Then tum up the
next card, the selection.

‘The only thing the spectator tells you is whether
helooks at the top or bottom card of his chosen pile.
‘You might wonder if there is a way to deny yourself
even that tiny item of i tion.

Lewis is
not

leave many stones untumed so as you might imagine,
he has solved this problem as well,

When the spectator has selected atabled packet,
tell him: “Now lookat either the topor the bottom
cardof that packet, but don't tell me which you
decided on. That is your secret. Just remember
the card.... If you looked at the bottom card, drop
that pile on top of theotherone.Ifvou looked at
the top card, drop the other pile on top of it. That
leaves your chosen card buried somewhere in the
middle, right?" (This question is a check on whether

the packets are in the right order.) As before, the
spectator now drops the cards hei holding on top
ofall.

Holding the complete packet face-down, the
spectator now deals cards into a face-up pile on the
table, one card to each letter of the sentence: “The
card that | am thinking of is..." When the cards
run out, he picks up the tabled pile, keeping them

face-up, and continues to deal face-up cards to the
end of thesentence.

When he stops, ask him to name his card,
then tell him: “dnd it’s staring you in the face,
isn’t it?" You say this; safe in the knowiedge
that the chosen card will be face-up on top
of either the held cards or the dealt pile on the
table.

Leftovers. Ifyou are present for the procedure,
itis, asimplematterto apply Lewis's face-up solution

i ings inthe
face down handling. Simply have them spell any
23-letter sentence thatfits the situation. Then,
you can have them turn over the top card of
the appropriate packet, depending upon whether
they selected the top or bottom card of their
packet.

I'would usea different sentence to fit my lack
of personality. After the card is selected and lost
among the cards originally cut off, “Now is usually
the time in the show where I would find your card.
So, I want you to spell, ‘I want you to find my
cardnow.” When they finish spelling, look at your
watch. “When does now’ start?” They will explain
that “row means now... duh!" You finish with, “Well
then, turn over that card... now.”

Background. The inspiration for Right on Q
came from Tony Bartolotta’s Tale of the Q which
appeared in No. 1 of Karl Fulves’ Later Day
Secrets.

Beam’s Law #22: Flatulence is poor misdirection for the classic pass.
Atbest, it's only passable.
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ALPHANUMERIC
Steve Beam & Doug Canning

In this phone effect, the magician offers to teach

awilling friend how to do card tricks. The volunteer
selects and then loses his own card. Hethen locates

his card by spelling a few sentences.TheWork. For any spelling effect of this type
to be worth doing, there has to be a logical link
between what is being spelled and the effect itself.

finishes, ask him to drop them on top of the deck.
‘Theselection is now the 26" card from thetop of the

deck. Ifhe runs out of cards trying to spell the magic
words, suggest that perhaps he could havechosen
somestronger words, but that you'll go ahead and
try to getit to work.

nknown Number Control. Use this control
Otherwise, it d hat i

simply the magicians ill-fated effort to disguise the
method behind the effect.

Iwill offer three methods of controlling the
selection to thedesired location. Thefirstuses spelling

for the control — consistent with thespelling used in
revealing the selection at the climax of the effect, You

can choose your favorite method and cut and paste
as desired.

Call afriend on the phone. Ask him ifhe would
like to learn to do card tricks. Ifhe answers in the
positive, ask ifhe has a full deck handy. Once he
retrieves the pack, ask him to discard the jokers. If
you are fairlyconfident that he has a full deck, use
the first control. If not, use the second where the
exact number of cards being used doesn’t matter.

Start by asking him to shuffle his deck because you
don’t want him to think that you are using a set-up
pack. (This of course, would have required that you
had access to his pack before this call.)

52-Card Control. Ask him to spell “/ want to
learn to do card tricks,” dealing one card for each
letter into a pile on the table. “Now cut off about
half ofthe remaining undealt cards and look
at the bottom card of those you just cut off.

Drop this cut-off packet onto the tabled pile
burying your selection.” Ask him if he knows
any magic words. If not, “Well, you don't expect to
be doing magic tricks without knowing any
magic words. do you?" Then offer him a choice of
afewof your favorites. If he already has amagic
word, you are ready to proceed. Ask him to spell
the magic word dealing one card for each letter onto
the tabled pile. Ifhe has any cards left over when he

hen
52 cards. Ask the volunteer to spell “I wanttoleam
to do card tricks,” dealing one card for each letter
into apile on the table. “Mix the remaining undealt
cards and then look at and remember the new top
card of that packet. Place that packet on the
table and pick up the other pile of cards. Shuffle
this pile so I don't know the order of any of these
cards.” Now ask if he knows any magic words. As
before, ask that the magic word or words be spelled
as he deals one card for each letter onto the tabled
pile. Any remaining cards can be dropped on top.
Theselection is now the 26" card from thetop of the
deck.

Simple Ending. “I think you would have to
agree that there is no human being alive without
a 900-number that could possibly know the
identity ofyour selection. And, since we re already
using the phone, we can't call them to get help. |
only hope we are good enough to find the selection
without help. Which brings us to a question. Who

is the best magician in Cary? You don't know?
Let's ask the cards to help. Spell that question,
dealing one card for each letter into a pile on the
table.” When they are finished, follow with, “Turn

over the last card you dealt and you'll have your
answer.

Unfortunately, the sentence just spelled only
works well for the limited number of magicians living

in Cary or another four-lettered town or state. Ifyou
don'tlive in a stateor city that is cooperating with
this card trick, you might want to move to amore
card-trick friendly environment. Lacking that, you

‘may want to substitute the following. “/understand
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that you are wondering right now whether youaregood enough to do card tricks. You're asking
yourself ifyou can really find your own card, Wel]
don't ask me. Ask the deck. Spell the following
Sentence, dealing one cardto the table for eachletter you spell.” Can-Ireally-find-my-chosen-

card?” Pause for amoment and then finish with,
“For the answer to that question, turn over thelast card you dealt.”

lore Complex Ending, The selected card hasbeen secretly controlled to aposition 26" from the
top of the pack. “Part of being a magician is
developing a positive mental attitude - because
at this point, to be frank, neither of us has anyidea where your card is. But You have to appearconfident. The audience is on pins and needles,the cameraman is focusing on yourhands, and

the producer is about to cut. away to a commercial,
You have to act calm and. confident. You have tohave a PMA or positive mental attitude. PMA is

like PMS, only with more positive andless attitude. So, repeat after me, ‘My cardcanbe found." In fact, I want you to spellthat. Spell, “My card can be found" dealingone card for each letter to a pile on thetable.”
“Okay, you have th

part down.
You have the attitude and I sense your coolness.

But now you have to make a guess where the card
is. There are only 3 places for the card to be.
It’s either on top, near bottom, or in the middle.

Which one do you want it to be?” Depending upontheir answer, ask them tospell:

+ “Itison top.” Then tum overtop card of those
in hand - that is, the top card,

* “The middle.” Then turn over the top card of
those in the hand saying, “You have spelled down
to the middle of the pack. Turn over the nextcard.”

* “Near bottom.” - They spell out, then say,
“Well, the nearest card on the bottom half is thelast card you dealt. Turn over that card,”

Leftovers. Doug has another control without
spelling forthose occasions when youknow they have

exactly 52 cards. Ask the volunteer to cut the pack
into three roughly equal thirds. Heis then to combine
any two of the three into a larger ‘pile and count the
cards in that pile. “7 assume you have a two digitnumber. I would like you'add the two digits
together and deal that many cards onto the pile
remaining on the table. For example, ifyou are
‘holding 21 cards, you would deal 3 cards onto the

tabled pile. Now look at the top card of the pile
You are holding. Remember this card. It is yourselection. Now scoop up the cards from the table
and drop

opofvour. ” Their
card is now at the 26" position from the top of the
pack. During the proofreading, Doug commented
that this control is not only original with him, but also

quiteingenious.

DOING YOUR NAILS
Steve Beam

Ineffect, the magician calls a friend on thephoneand asks him to grab a deck of cards. The deck isshuffled and cut in two halves. The. spectator can
take either halfand is instructed to push the other half
aside.

“Wedon't need all the cards to do this trick,but 1 at least need to know what cards we are
using. Please deal the cards you are now holding

Jace up into a pile and call their names.” This
takes less than thirty seconds. When the spectators
finished, the magician asks, “Now howdoyou expect

meto remember all of those?" Aftera brief pause,“ll give it a try anyway. Square the packet and
tun it face down on the table. Cut off half the
cards, at least a dozen, and count them silently to
Yourself as you deal them back onto the tabled

26
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pile.”
When he’s finished, “Yc

selections andyou are having trouble ishing, ask for
thy l heis looking atof

a two digit number. [want you to add those two
digits giving youa new number. Pickup the cards
again and deal that many cards back to the table.
Look at your new top card ofthe cards you hold.
Remember it. Pick up allthe tabled cards and

drop on top of them. You can cut the pack ifyoulike. Infact, you can shufte the pack ifvou realy,
really, really want to. Of course that may
completely mess this up.”

“Now I want you to hold the phone between
your shoulder and your ear to free up your hands.
Got it? Okay, now spread the cards in front of
the mouthpiece on the phone so I can see them.”
The magician listens for any noise that will
communicate whether the spectator is playing along.
Ifthe spectator isn’t, “I cant se vof the cards.
Play along with me, wouldyou?” If the spectator
is playing along, “Would you spread them slowly
from hand to hand? I think I'm getting an
impression.” The magician nails the selection
(thereby justifying the tricks ite),

The Work. This is simply the nine force
expanded. When the spectator cuts the pack in half
and reads offthe cards, you write down the cards at
positions 10, 19, and 28 (ifhe has that. many). There

area maxi
rds for him to chy

.

Ideally the cards will be: of differing suits. Ifthere are
three different suits, you could use the Memory ADE
(see chapter on “Moves & Concepts") to pump the
correct suit. Once you know the suit, consult the
three you wrote down to see which card he chose.

‘What's nice about this is thatas soon as he deals
through the cards you know what outs to use. Ifhe
took less than 27 cards, he only has two possible
selections. They will differ in color, suit, or value,
You use that information to fish. Ifthere are three

will
help you nail it. Example, “Is the card you are
looking at odd or even valued?” Or, “I'm having
trouble focusing ~ is that a spot or a court card
You're looking at?" This question would allow you
to eliminateat least one of the possible choices right
up front.

More often than not, there will only be two
possible selections. Thisis because he split the deck
in two before he started and then cut cards off the
pack. This would tend to leave the volunteer with
aboutafourth of thepack. As result, he will usually
end up taking the card at the tenth position.

Ifthereare only two possibleselections and they
are both of differeng colors, pick one and go fort.

“Iseeared card.” fhe agrees, name the card. If
he says he didn’t choosea red card, “Actually,
see alot of red cards... and they are blocking my
view of the queen of spades.” Obviously, you
‘would name the selected card of the opposite color.

You can use the same patter if one card is a
court and the other a spot card, or if one card is a
©odd-valued card and the other an even-valued card.
Finally, you could use the same presentation if both

werered but of differing suits.

Background. The four-card ranging force was
apparently ishedin 1951 in Tony Koynini's

Any Number which appeared in Tony Koynini’s
Card Miracles. Peter Duffie points out to me that
the author was twenty years old and had only beenin
magic four years at that time. Stewart James

apparently independently inventedit and described it
in a letter to Milt Kort dated March | 7, 1944,
Reference The Card is Up in The James File.

If you want to see a backwards use of the
concept, consult Location, Location, Location from

Volume 1 of this series.



SEMI-AUTOMATIC CARD TRICKS, VOLUME 4

THE TYRO CARDSHARP
Doreen Knott

A young magician, name of Will, One trick went well. His cherished liftsHad exceptional manual skill And palming showed, clearly, the rifts.
‘Throughout his youth, and rightly, he In his preparation. All his cuts
Was proud of this dexterity! Were greeted by spectators” “tuts”,Andso, he pondered deeply, and
‘Thought he'd turn to sleight of hand.

He commented to his dear spouse
"I'm sure this will bring down the house!”
From that day his life was crammed
With cards; and all his patter hammed

Before a mirror; he would say.
"Before too long, “twill be the day

‘When, with my sparkling legerdemain
‘The folks will gasp and cry, “Again!
The greats are back! Now we must bow
To this young man. He'll show us how
To appreciate their finest art!"
And, Will, still dreaming, thought he"d start
With double lifts and classic forces -
He'd delved deep into his sources
Before, in eamest, he began
To deal cards in a splendid fan.
This done, he thought, “That's no kerfuffle!
I'll learn areal earth-shaking shuffle!”
A deal, alift (and overhand)
The cards ‘gan to take the upper hand!
They flew aside, they travelled high
And low. they travelled far and nigh,
But some small skill, at last, he gained
The cards stayed still - no longer planed
Across the room like stones you'd see
Skimmed o'er some gently heaving sea.

His first show neared: his decks at hand
For everything to go as planned.
He'd sought advice from all his friends,
With fulsome oaths to make amends
Forall their freely given time.
He murmured to himself the thyme
To fit the routine for his show,
And mopped his brow, "twas time to go.
Alas, his Fate had thought to throw
A spanner in his works. For no
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His turnover would have been just fine
With pastry, apples and red wine!

His cards, at last, littered the stage
Like China's Snowstorm. Filled with rage

He quit the theatre, keen to leave
To consult his very good friend, Steve,
‘Who thought that Will should start anew
Nor bite off more than he could chew.
So once again he practised hard
To gain the mastery of each card,
Assisted now by yetmore books

‘To gain what he desired - those looks
Of admiration. Then he went
Unto a hall. "Twas heaven sent
‘That on the stages grubby floor

Remained a functional trapdoor.
For, as he tried again to show
Justhow the ‘Double Down’ should go
With ‘Seven Card Stud’ and ‘Monte’ too
(His chances of success but few)
Again the Fates deserted him,

A chance of happiness was slim,
His deals were done for good and all,
His aces cut - throughout the hall,
(He'd dropped his hands), the cards flew wide
And he had moments to decide

His fate. The trapdoor opened in the floor:
He'd done with cardsfor evermore.
So to himselfhe firmly said,
“Ithink I'll tum to coins instead!!!”

David and Doreen Knott live in Suffolk,
England and have served for years as officers

in the local Ipswich magic society where
Doreen’s work has graced the pages of their
newsletter (The Cauldron) for years. She

kindly supplied an original work for this
volume.
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PREDICTION

istory of magic, the ruse ofreading
with ‘magic. Surely apableofdoing
predict the future and read the minds of others.

Sincethe future is a book whose pages are yet to be written, the ability to read from those pages holds a.

fascination tomost audiences. Tobe clear though, prediction effects are seldom about meaningful information.
‘When combined with card tricks, they are often simply predictions ofevents which may happen within the
confines of theshow. Predicting which card will be selected or where it will end up does not hold the same
interest as predicting the outcome of asporting event, or the date ofa life-changing occurrencein aspectator’s

life.

So, youmust sell the prediction aspect and try to pique the audiences interest. You might do this by
comparing the numbers on playing cards to lottery numbers. In oneofmy older prediction effects, I explained
that I was developing a system to predict winning lottery numbers one digit atatime. “Z’m not thereyet, but
the system is showing promise. Iam up to 10% accuracy on the first digit.”

Equating iction
aspect

i in the lives of thy i

hook their
attention 0 likely

to hold their interest. ake thi

your life,
why not practice your abilities by predicting what type of tricks are awaiting you when you tun the page.



SEMI-,\UTOMATIC CARD TRICKS, VOLUME 4

THE NOBS PREDICTION
Steve Beam

This comedic revelation ofa selected card
combines an old gag with a new gag, and converts it
to acardtrick. Ineffect, th ici deck
of cards out to the audience for a selection to be
made. The magician takes the pack back and tables
it. “Before westarted, I placed a prediction inside
an envelope which has been heie on the stage
since the very beginning. You will notice that ithas been kept under lock and key.

* The magician
points to an envelope on the stage with a padlock
and a key resting on top ofit. Removing the
hardware, the magician shows that the envelope has
the word “prediction” written on its face. “/n a
moment, I'm going to ask you to name your card.
Is there any wayI could have known before the
show what you would say next?” The volunteer
replies, “No.” The magician reiterates, “Ladies
and gentlemen, he said "No." And, inside the
envelope, my prediction of what he would say
next... No." Thankyou very much.” The magician

up forall to see and takes a bow.
Afteramoment, he notices thatnot everyoneis

as enthusiastic about his prediction as he is. When
the groans die down, “I really did predict whatyouwould be thinking and I wrote it on the other side
of this card. Right now, all of you are
thinking...this." Tuming the card around, the
audience sees the letters, “BS. The magician doesn’t

read the letters and in fact appears not to notice what
is written on the other side of the card. “Did lgetit
right?

The magician appears surprised that the
audience is laughing. He glances at the card and is
dismayedto find those letters on there. “No! That's
not what Ipredicted. This(!) is what I predicted.”
The magician opens the card up to show the
prediction, “TEN OF CLUBS."

The Work. Using a computer, print your
prediction on heavy paper using a large font, “TEN
OF CLUBS.” Now fold the prediction so that the

adjacent N and O (ten of clubs) shows on the front
and the “BS” at the end of the word shows on the
back asi in figure 1. Pl. liction

in
an envelope remembering which side reads “NO”
and which sidereads “BS.”

Using your favorite method, force the queen,
seven, or ten of clubs. (Of course the force card
should match the card on the prediction —a ten in this
example.) As this is a prediction of the card they
select, your favorite method should be: impossible to
reconstruct later. The classic force, whileusually the

best force, would be transparent in an effect like this
because thereare not enough trappings to disguise
the force. On the other hand, the cut-deeper force
has justenough process to disguise the method along
with the advantage of the pack being entirely out of
the magician’s hands throughout.

Assuming you are using the cut-deeper force,
start with the ten of clubs on top of the deck. Give
the deck a couple of quick false shuffles and then
hand it ber

oftheaudience. Ask that they
cutoffthetop half of the pack and tum it face up and
replace t on the lower half. “To make this twice as
difficult, I want you to cut again, this time cutting

PREDICTION TRICKS

deeper and lifting off even more cards. Turn those
cards over and replace them on the lower half.
Spread through all the face up cards until vou
cometo the first face down card. That will be
Your card. Hold it up so that everyone in the
audience cansee it. Now place it back in the pack
and shuffle the cards.”

‘Take the pack back and direct attention toward

‘your prediction envelope. Remove the card with the
“NO” showing, and then conclude the routine as
explained above.

d. Theinspiration for this came from

Stewart James “The ‘It’ Girl” which was published

in volume 2 of The James File. His effect had cards
with feminine names on them. Afteronewas selected,
heretrieved his prediction from an envelope with, “1

predictedit.” His prediction was theword, “it.” After
the response, he unfolded it to show "RITA." [
decided that Iwas much more likely to perform the
effect if itused playing cards which are in every day
use.

I found the “No™ prediction (predicting aresponse tp the question rather than the answer to if)
credited to George KaplaninJ. G. Thompson's 1972

book, The Living End. It was explained ina trick

called Surrealism on page 62.

Semi-Automatic Card Tricks- The series that put the
Y-Chromosome into self-working card magic.
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EASY ON THE CURRY

Steve Beam

This is yet another swipe atthe venerable Open
Prediction effect. It avoids the single card deal-
through — which can be dramatic — but can often be
redundantand boring,

The Work. Takeashuffled pack from the
spectator. Di

ly

gli

ard

actions to your words, rotate the lefthand’s half face
up and onto the right half, coalescing the two face
down cards above the break with the face up cards
just placed on top of them. As soon as the cards
abovethe break are added, liftup all the cards above
the break with i

from above leavis
of the pack as you openly spread through the cards
to remove a prediction. You will predict the mate
(card that matches both color and value) to the
glimpsed card. Place this mate face down on the
tableto the side.

Flip the pack face down and obtain a break
beneath the top two cards. You are going to openly

Reversal in ordertoill

ig the
original top half face down in the left hand. Tap the
right hand's cards on the top card in the left hand as
shown in figure 2, referring to that as the card where
they cut,

Now that you have illustrated what they are to
do, flip the left hand's cards face up and place them
on top of the right hand's cards. Take the face up

the spectator is to do.Pay particular attention to this
as this open setup procedure dovetails tightly with
the patter, strengthening both in the process.

Hold the pack from above with your right hand,
retaining the break with your right thumb as shown in

figure 1. Release the lower half of the pack with
your right thumb and take that half in the left hand,
“In a moment, I'm going to askyou to cut off
half the pack and turn it face up on the other half
to mark the place where you cut.” Matching your

pack back and obtain abreak beneath
the two cards on the face. Double-cut the top two
cards to the bottom of the pack. (That is, take the
pack in the right hand, picking up a break beneath
the top two cards with your right thumb. Cut the
bottom half onto the top, addingit those cards to the

two cards abovethe break. Finish, by cutting all the
cards beneath the break to the top.) Turn the deck
face down and table it.

Status Report. The deck is face down with the
exception ofthe third and fourth cards which are face

PREDICTION TRICKS.

up. The fourth ction cardwhich sense to flip the

pack
overto show

is face down on the table. cardis not in that half either. Simply turn the packes g

“I'm going to go ahead and let you in on the
prediction.” I'll show you mine now, ifyou will

show me yours later.” Turn the prediction face up
and return it to the table. Explain that you are
predicting the only card in the pack that matches that
card both in color and value. Assuming the tabled
card is the three of diamonds, “Weare looking for
the three of hearts.”

Direct the volunteer to cut off half the pack, tum
the upper portion face up and replace it on the lower
portion. Square the cards and then pick them up.
Spread through the cards slowly. “You could have
cut to one of these cards ~ let s see if the three of
hearts is among them.” Spread through the cards
deliberately. You need to show that the predicted
cardis not there.

When you arrive at the first face down
card, upjog it. As you thumb it upward, you
will expose face down card beneath it showing
that everything is as it should be. Square the
pack leaving the face down card upjogged. Now
remove the card and table it face down next to the
prediction.

[The reason you square the cards before
removing the face down card is that if you didn’t,
there would beno excuse for not dghting the reversed
half. You want to show the card is not in the other
half before you return all cards to facing the same
direction.)

Oncethe pack is squared again, makes perfect
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er the cards as with the other
half until you cometo the face down cards. Again,
‘you can thumb one card past the first face down card
showing asecond face down card. This is to convince

them that you have arrived at the separation point
between the two halves.

‘Take the face up cards in your palm-up right
hand. Rotate your right hand palm down and place
the face down cards under the cards in your left
hand. You have apparently righted the pack.
However, there remains a reversed card third from
the topwhich can be cleaned up at your leisure. Finish
by revealing that he face down cardi in fact the mate
to the prediction.

ound. This is a easier version of my 4
Little Off The Top which published in the June 2001
issue of MAGIC.

A thorough although incomplete discussion of
the history of Paul Curry's Open Prediction plot was
published in volume one of this series. Thereyou will

also find five versions of the effect including my
Opened Prediction, Unopened Prediction, Closed
Prediction, Public Prediction, and John Riggs’ The
Solution.

If this doesn’t satiate your appetite, you might
wish to consult Stewart James in Print - The First
50 Years by Allan Slaight and Howard Lyons, Jon
Racherbaumer’s Hierophant #1, and the third
volume of Marlo’s Magazine. Each of these
includes numerous versions, both sleight of hand and
semi-automatic.
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LOCKBOX PREDICTION
Steve Beam

For this clean prediction effect, the magician
tables a card face down from a spectator-shuffled
deck. “If Ihada lockbox, I'd place your prediction
in there with your social security.” The cards are
slowly spread before the spectator with the request
that he touch a card with his forefinger. “That's the
finger next to the finger you use when you drive.”
‘While the spectators finger retains its contact with
theselection, the cards above andbelow the selection

arerotated face up. This has the effect of isolating
thesselection face down in the middle of the face up

pack.
“There is now only one card face down in

the pack. I predicted that you would take a face
down card. 1 did this by placing my prediction
face down on the table before we started.
However, I have noticed that that part of the
prediction seldom draws applause so |may as well
turn my prediction face up.” The magician turns
over the prediction card showing (for example) the
king ofhearts, “There is only one card in the pack
that has the same color and same valueas the
king ofhearts. Let's locate the king of diamonds.”
‘The magician spreads through the pack searching for

the king of diamonds. When he comes to the face
down selection, he tables it next to the prediction.
Spreading through the rest of the pack, there is no
king to be found.

The Work. Takea shuffled deck from spectator.
Remove card that matches the card on the face
(bottom) of the pack and table it face down to your
right. Spread through the pack and ask a spectator
to touch a card near the middle with his first finger.
Freeze at themoment he touches a card. Direct him
to keep his finger on his selection,

‘Take possession of the pack with the right hand

as shown in figure 1. This frees your left hand so
that it can turn palm down and take possession of all
the cards beneath theselection. Rotateyour lefthand
palm up and use your left thumb to peel the selection

squarely onto the face up cards. See figure 2. This
handling allows youto reverse the bottom half of the

pack without lashing the original bottom card of the
pack which you have predicted.

Rotate yourright hand palm down and place its
cards injogged on top of the left hand’s cards as shown
in figure 3. Now that you haveisolated the selection,
he can removehis finger so you can square the pack.

PREDICTION TRICKS

Reach for the prediction and tum it face up as
justified in the presentation above. Replace it face
up on the table to yourright, Explain that you will
locate the mate to the prediction card. Spread the
cards from your left hand to your right. Thumb the
cards over slowly enough for the audience to see the
identity of each card. When you get near the face
down card, thumb cards over one by one to ensure
you don’t spread past the face down card.

‘When you come tothe face down card, separate
the spread immediately aboveit. Hold the left hand
cards as shown in figure 4, paying particular attention

to the left thumb’s position. The right edge of the
thumb is on the left edge of the top card. At this
point, perform the following simplified multiple push-
off. Push the top card to the right, pivoting the near
left comer on the left palm. As soonas the face down

cardmoves about a quarter of an inch, the left pad of
the left thumb automatically engages the face ofthe
second card and you will find that it moves to the
right along with the card aboveit. Push thetwo cards
as farto the right as possible as shown in figure 5.
You will findthat your left thumb covers theindex of
the face up, predicted card.
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Rotate your right hand palm down and align
its cards with the double card on top of theleft-hand packet. Your right thumb goes under
the near right comer of the double card and. clips
it to the face of the right hand packet as shown in
figure6. Assoon as ‘your right hand has possession
of the double card, rotate your right hand palm upand overtothe right. In one continuous: action, thumb
the face down card now on top of the right packet
onto the table near the prediction cn your right, It

lands face down beside the face up prediction. This
switch of the prediction card for the selected card,
‘while discrepant, glides right past the senses of the
audience.

Bring your right hand backto the left and
continue spreading cards from the left packet to the
bottom of theright packet. Youhaveto. continue thesearch for the predicted card. When you have

exhausted the deck, you are ready to reveal the
‘matching cards for the climax.

show signsof talent.

Send in the clowns...
In arecent correspondence with Mick Ayres, he mentioned that afew years agoalocal clown began convincing a few of Mick's clients that he

was a magician. “His show fee was so low he was getting booked out ofsheer curiosity. My retaliation was to make up a few clown jokes.”
Lasked Mick for permission to includea few of them in this volume.

Thoseofyou who think this ‘may be mean-spirited, allow me to remind youthat clowns loveto make people laugh.

Q. What's big, bright red, and squishy?
A. Aclown’s nose... after repeated left hooks.

Q. What's the difference between a clown and alaboratory rat?
A. After years of patient work and study, a laboratory rat begins to

Q. What's the difference between a clown and a mime?
A. Youdon'thave to useasilencer when youshootamime.

Q Why do NRA members love clowns?
A. With those big shoes, you don’t have to lead them nearly as much.

PREDICTION TRICKS

COLOR MY WORLD
Mick Ayres

For years, Mick Ayres has been a large part of
themagic on the South Carolina Coast. Hehas done
itall from ownis i ishis

running the local clubs, and generally promoting magic
inapositivelight.

He has written several manuscripts on magic
including, Really... What Instrument Do You Play?

and authors both The Escamotenr, ajournal for the
South Carolina Association of Magicians, and
Solocoma, amonthly publication for the Society of
LowCountry Magicians. Currently, he performs at
the Disney Vacation Resort on Hilton Head Island,
South Carolina.

Effect. A prediction is written down and folded

away. Next, adeck of cards is shuffled and, in an
extremely fair manner, one card is separated from

the others by aspectator. The prediction is opened
andread. You have accurately foretold which card
‘will be chosen!

Forthe blowoff, as you make thepoint that this
trick works with any deck, the pack spread on the
table and is seen to beof acompletely different color
than the selected card! This is a fooler for lay
audiences and magicians and it leaves you clean at
the finish.

theres a ‘slight’ bit of preparation. Get two decks
of cards, one red-backed and the other blue. Put
the five of spad ly nine cards of
each deck. Next, remove the five of clubs from both
decks and switch them (that is, put the red card on

top of theblue deck and vice-versa). Finally, putthe
red deck (with the blue card on top) in the blue card
case. The other deck goes into the red card case.
Put both packs in your right pocket.

To perform, mention that you'd like to show
your friends something special 1 sing a deck of cards.
Reach into your pocket and, with aquizzical look on

your face, remove both decks. Look surprised and
say, “Well, I try to come prepared...this trick will
work with any deck so name one...red or blue?"
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You will use whichever color is chosen, so put the
other one backin your pocket. For the sake of

ion, let's say th

pack.
Remove the cards from the case; put the case

offto one side and table the deck face down. Now,
pick up a small piece of paper, write down Five of
Clubs, then fold the paper and put it aside as you
say, “I just wrote something special, but we'll
havea lookatit later.” Don’tsay anything about
the pack being a blue deck; just trust that your
audience has eyes.

Pick upthe deck and, keeping the faces towards
theaudience, giveit abrief shuffle while retaining the
ten-card stock on top. When finished, hold the deck
face down to let them get a good look at the blue-
backed card while you say, “Using the fifty-two
cards in this deck, I want you to isolate a special
card for yourself. Just to keep things fair, we'll
do everything with the deck face up so there won't
be any cheating. Okay?”

Tum the deck face up and spread through the
pack. Take roughly ten to twelve cards into your
righthand and drop them face up on the table. Take
anotherten to twelve cards off and drop them on top
of the tabled cards while saying * deck

a fair shuffle and now we give it several random
cuts...casino rules, you know.” Take athird group

d drop th hobbled Asyouspread
the deck totake the fourth group of cards, you should
beableto easily spot the five of spades. Takeall the
cardstothe right of the five of spades and drop them

to the table. You now have exactly ten cards
remaining in your left hand. Drop them onto the
tabled pile and square everything up.

Hand the face up deck to the spectator andsay,
“We've done somefair shuffling and cutting, but
we really don’t need an entire deck to do this trick,
50 let's thin it out. We need a random number
and I'd prefer to use one that is special to you. If
I'm not being too personal, tell me...how old you
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were when you first drove a car?” Let's say the firstleamedtodrive?” isthe first question Jim Swain
speciatosays sixteen. Yourspond ith, “Olay, wwe in Ausalian ces to dimiate agood orion UNDERSIDE OF THE MOONplease deal sixteen cards to the table.” ofthe deck, meking his upcoming bottom deal that i‘When heis finished, pick upthenew pile, hand much easier. I realized the question (and others ike Raj Madhok

it to him and say, “We're going to use
one of these sixteen cards as your special card.
Since we're only looking fora single card, let's
use the number

you

ch ingle

digit.
The number sixteen has two digits. a one and a
six, right? Add those together and You
get...seven! Okay, deal off seven cards, putting
the seventh card off to one side. What is it? The
five ofclubs.” Youjust performed a face-up version
of the 10/20 force.

Say, “Now, we just went through a very
random process and have isolated one special
card, the five of clubs, from the remainder of the
deck. Would you please unfold that piece of paper
and read italoud? The five ofclubs itsavs? Well,
how about that!”

Tum the five of clubs face dc the tabl

youask, “Think back to the beginning ofthe trick
Do you remember that I said this would work with
either deck?" Pick up the deck, tum it face down
and dribbl backed cards directly onto the
table ina loose pile. Say, “/ just wanted to prove
my point.” He's going to dive forthe cards anyway,
S0youmay as well let him inspect them.

round. This is the inspirational source in
Mick’s own words. “How old wereyou when you

it) could beused with the 10/20 force to eliminate
the request to ‘pick a number between 10 - 20,”
‘The ‘driving’ question always gives me the answer |
need, yet

gi i oni
y

number — plus the added bonus of making the effect
that much more personal to the spectator. So,
although I got the question itself from Jim Swain, [
useit fora very different purpose.”

Leftovers. Doug Canning suggested an
alternative to the “learning to drive” question to

guaranteea number between 10 and 20. His question
is, “How old were you when you first kissed a boy
(gir})?"" Usually, they will namea number between
102d 20. Butifthey name any age from 6 t09, you
follow up with, “And howold was the girl (boy)?
They'll probably give you a number close to theiri  Youh y

vet very personal numbers... let's add them
together...”

Or, when performing for close friends, Doug
ing

variation. If th is less
than 10, “No, I'm not talking about puppy
love here. 1 mean when they stuck their tongue
halfway down your throat.” This line will probably
cause them to add a few years to the number
provided.

The reason there are so few women performing magic is
because they have difficulty keeping a secret.
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Raj Madhok poses as a noted Twin Cities
dermatologist. He continues to make

the world

place for skin
while si

‘pursuing his passion for close-up magic, mentalism,
and East Indian conjuring. He is aregular attendee
at FFFF and his material has been published in

Apocalypse, Magick, The Trapdoor, The
Minotaur, MAGIC, Syzygy, Vibrations, and The
Journal of Cutaneous Pathology. His wife
Ashlesha anddaughter Anjali enjoyhismagic as long

as he promises not to give up his day job. But, in
perspective, his most impressive accomplishment is

that of achieving the illustrious (if unpaid) title of
Humor Additor. Heis part of the unsung (and did I

already mention unpaid?) team that tackles various

subjects with me in hopes of generating something
better than the nothing that would otherwise occupy
the unused page at the end of each chapter.

‘This is Raj’s reworking of an Ed Marlo effect
where the spectator takes the pack behind his back
and reverses a card. When the deck is brought
forward and spread, the reversed card matches a
card predicted earlier by the magician.

The Work. Makea prediction of the card of
your y

Place your choice of sticky substances on the face of
thejoker. Raj uses Finn Jon roughing stick, but 3M’s

Restickable Adhesive will work as well. [fusing the
tape, it should be about the size of a pea. Place the
joker on the face of the pack and reverse the
predicted card five or so cards aboveit.

When ready to perform, casually spread the
pack face down, being careful notto flash the face
up card. Hand the deck to the spectator and ask
‘him to take it behind his back. He is to remove any
card, tum it over and place it on top of the pack.
Now instruct him to cut the pack and complete the
cut, This last maneuver places the sticky substance
against the face of the card he just reversed.

Tak him and

squeezeit

4

in the guise of squaring the cards. This ensures
‘whatever sticky substance you used will do its part

and attachthej

Spread the cards on the table showing the
predicted card is reversed in the middle. Shift your
attention to wherever you placed the prediction.
Reveal it in your most dramatic manor.

Leftovers. I was toying with this and decided
'youmay wish to try this minor variation. Reverse
the bottom card of the pack (assume a joker) and
apply theadhesive to its back. There is noneed to
reverse other cards as this will also serve as the
predicted card. Proceed as above, using ajoker with
a different colored back as your prediction, Openly
place it face down on the tablebefore you start.

‘The spectator performs the same card reversing
and cutting the pack process. When he returns the
pack to you, squeeze it as before. Spread it on the
table and act concemed. “The red deck I removed
the prediction card from didn't have a joker.” Pick
up the predicted card and stare at it with a concemed
expression. “Well, I guess what I should have said
is thatit did have a joker... but now it doesn’t.”
As you deliver the last part of the line, turn the card

er
In 9 d other than

a joker — but write “joker” on its face. When the
spectator apparently reverses the joker, “The red
deck I removed the prediction card from didn’t
have a joker.” Pick up and stare at the prediction
with concen. “It didn't have ajoker.... so Thad to
use another card.... and I wrote my prediction on
it.” Tum over the card showing “joker” on its face.

Edward Marlo’s Dark Side ofthe
Moon was published in the February 1991 Linking
Ring. I would suggest you compare both methods
astheeffectsareidentical. While this volume was at

the printer, Raj and] were made aware that Michael
Close used double-stick tape for his handling of the
Marlo effect as far back as 1992. Michael's elegant
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ME AND YOU
Lewis Jones

Lewis approaches problems in thesameway I 10. Hifi equipment

dobuteadsup witha completely differentrouteto 3. Microwaveoven
is almost 1. Vide

ll

that Iwill or 6. Th d

opportunity present itself. 9. Freezer
Effect. A spectator shuffles thedeck, andthe 7. Nutand bolt

magician writes out alist often prizes he can win ifhe
turns out to be lucky. Just when it

has gone wrong, and the magician is going tooo
badly, things take a sudden turn for the better, and it

all ends insmiles.
Setup. Dig around in your toolbox and come

up with a washer, then find a small clothespin. Put
‘both of these into a matchbox, which goes into your
pocket, Have a pencil and a sheet of paper handy.Work. After aspectator
deck, contriveto glimpse the bottom card, pteis still in hi

P
3

and then lay the paper face-up on the table. Take out
the matchbox and lay it on top of the paper. There
‘will bea fairly strong supposition that someone is going.
to besteered towards winning the nut and bolt, since

thesearetheonly items that could fitinto the suspicious
matchbox. There is no need for you to make any
comment aboutit.

i

that he began by giving
the cards a thorough mixing. As a visual

our words, take the packetiinto
cards4 iti

. This
i

your f recon
whatis to

follow is ing inthe
nature of a drawing, and you need a list of prizes.
Hand the sheet of paper to someone, and ask them
to list the numbers one to ten down the left hand
side, in random order. You then take the paper and
begin openly writing down alist of prizes, beginning
at the top of the list, and working your way down.

‘The only critical requirements that opposite the
number 4 in this case) you write "C lothes dryer and
washer.” One of the other items should be something

trivial that could conceivably fit into a matchbox.
Something like*nut and bolt." Make the remaining
eightitems as extravagant as you like. As you proceed

down the list, you could ask for suggestions, and
incorporate: them into thelist. Later. this could leave

your posi ition,

the top into your right hand, and then separate your
hands. Push across some more cards on top of the
right hand packet. Then push the next packet across
to the bottom of the right hand packet. Continue like
this, alternating the transfers above and below the
packet in yourright hand. When your left hand has

only a few remaining cards, transfer all but oneto the

bottom of the right hand packet, and end by
transferring the one remaining card to thetop of the
righthand packet. This is adeliberately sloppy mixing,
and fits with the rough-and-ready take-a-chance
nature of the effect. You are done. The force card is

now on top of the deck.

Point out that the frizy number will be
that hadcontibutedhelavish

items discs; Your final list
‘might besomething like this:
5. Televisionset
8. Refrigerator
4. Clothes dryer and washer
2. Leather sofa

process in which the
cards will be distributed between the two of you. You
will beeliminating your own cards time and again,
until thespectatoris left with only one card. The value

of that final card will be used as the number of the
spectator’s winning item.

Demonstrate what is to happen by way of

PREDICTION TRICKS

performing a reverse faro. That is, pull thetop card
of the deck towards youinto an injogged position, as

you say, “Me.” Make it clear that “J always start
with ME.” The next card is pushed away from you
into an outjogged position, as you say, “You.” The
next is injogged. And so on, alternating injogs and

outjogs. Atevery injog, say “Me.” At every outjog,
say “You.” Continue like this until you have moved
exactly 16 cards. (The 16th card will have
been outjogged).

Atthis point, your left hand deposits the rest of
the deck face-up on the tablena crosswise position,
directly in front of you. This face-up packet is the
beginning of a discard pile. Your right hands till
holding

lternately injogged and outjogged.
While your! holds on to the

cards, your right hand strips out the injogged cards
(“MY cards"), and tosses them face-up onto the
discard pilein front of you.

Beginasecond reverse faro with the eight face-
down cards sill remaining, butstop aftera few moves,
asif further demonstration was superfluous: “I think
you get the idea.” Give the eight cards a little
shuffle, and dropd them face-up ontop of the face-1-up

dad the entire

Se “We don’t want this to go on too long,

s0 we don’t need the whole deck. Cut off about
half, and we'll use that.” All you needto make
sure of is that the spectator cuts off between 16 and
32 cards. Leave the uncut cards in a face-up discard

pile in front of you on the table. Make sure the

Number 9 - the trip to the Bahamas. But don't
Worry - there are more nines in the deck.”

Continue in the same way with reverse faros,
remembering to begin every run withan injog (“Me”).

After every discard of the injogged cards, draw
attention to the value of the top card of those
remaining, and point out the desirability of the item at

that numberin the prize list.

Eventually there will be only one card left, and
twill bein the “You” position (outjogged). Flick this

card and tell the spectator “You. This is vours. And
it's your big moment.”

Pick up the matchbox and rattle it. Say, “Why
do Iget the feeling your lucky number is going 0be seven? for

“Still, that's gamblingfor you.”

that you have apparently miscalculated somewhere
along theline. Try (not very convincingly) to get the
spectator to change to a different number, or to

go for doubler quits. Don’t be too persuasive about
this: you don’t want him to accept.

You find yourself committed to provide the
winner aclothes dryer and washer. Announce that as

an honorable man, you aresobliged to carry out the
termsof th

the
prize he has won so fairly. Then empty out the
contents of the niatchbox to show that you have
in fact delivered the promised goods.

Don'’tworry if you can’t finda matchbox. Just
‘make sure the washer is gripped in the jaws of the
clothespin before you place them in your pocket
heforctond

pectator that you can h: ideahow
many cards he has cut.

“Infact, we can do even better for vou. Why
don't we leave allthe cards face-up, so you can
see exactly what's happening all the time." Begin
the elimination process, starting with an injog (“Me”),

then an outjog (You), and continuing in the same
‘way until all the cards have been used. Strip out all

the injogs (“My cards"), and toss them, still face-up,

on tothe face-up discard pile. Point to the face of the
card on top of the held cards, and then at the item at

that number in the list of prizes. “If you'd cut off
Jjustafewcards, this could have been the last one.
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pin and washer.

you ss then out of your pocket, and then place
them into the closed hand of a spectator. Inside a
closed hand, the two items present a nondescript
sensation to the rather insensitive palm, and feel like

asingle object. And even ifthe spectator can vaguely
make out the contours ofthe items, they feel not
dissimilar to anut and bolt.

‘ound. The washer and dryer idea for
the gag finish came from Don't Bet on It. This item

appeared as part of No.6 in Karl Fulves’ series,
The Charlatan. Thisis similar to many other gags
that could be offered as the prize. For example, “a
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blank check” could be a piece of paper the size of a
check with nothing on it. Ifit’s the type of paper
used for checks, so much the better.

While the title, Me and You is neither
grammatically correct nor polite; it reflects the
evolution of this effect. This started as an effect Lewis

called n and Out which represented the actions
taken during the reverse faro. He then sent me a

(but clever) handling of the first with an updated
’

Yous ct Me Tiibod
hi

‘may be a charm, but I felt this version lacked some
of the charm present in the first two. I'sent him back
along commentary with altemate solutions to the
problems he was trying to solve. He completely
ignored theseand sent back the above method, which
is better than all of the previous ideas. And sincein
the final rendition he changed the reverse faro so that
the magician received the first card rather than the
spectator,

i

reflect the proper order. Thus, Meand You. (And
ry much

as well. Then hesenta third version. The third time
you probabl trickswasrandom
thought process.)

WITCHCRAP
Steve Beam

Thad ahard time picking my favorite version of
this toincludehere. Itis a principle Ihave used many
times before but this particular use is streamlined
and has built-in humor potential.

Effect, Themagician removes two prediction
cards and places them face down in front of the two
spectators he will use. He tries to match each
prediction card with the personal traits of the
spectators. “In each deck of cards, there is one
card, and only one card, that matches with each
person. Youmay have noticed while playing cards
that there is one card that appears more often than
the others. It may be a winner... or a loser.
Tonight, I'm going to attempt to f.nd your special
card.”

Staring at the first volunteer, “You have
Pleasantlysharp features, a positive outlook. You
have a warm glow about you. I think this cardisthe one cardin the pack for you.”

Moving to the second volunteer, “You have a
colorfiul personality, sense of humor, and a sly,

secretive way about you. This is the only card in
the pack for you.” Both cards are tibled in front of
their respective spectators.

Now the magician directs the spectators to cut
off a packet and remember a card in their packet.
He then instructs them to tableth sir packets face

‘
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down in front of them. “You arenow each thinking
of a card. For both of your selections, there is
only other card in the pack that shares the same
value and same color as the one you are thinking
about. Turn over the predictionsI placed on the
table beforehand, your own very unique cards, and
Place them face up on your packets.” To the first
spectator, “Does this card match your card — is it
the same color and value? No?" The magician
has failed. Switching the top cards of the two packets
for the spectators, “Now that I think about it,
you're the one with the sense of humor and sly
secretive ways. Is this card the same color and
value as your card? No?" Failure again.

Tuming to the second spectator. “Does this
match yourcard? No?" Switching the two top
cards again. “/ was right the first time. You are
the one with the warm glow. I should have stuck
with my first impressions. This one matches your

card, right? No?”
Yanking victory from the jaws of defeat, “Wait

a minute! I'm the one with the warm glow and
personality to spare. I knew it was one of us.
These cards are my cards. Let's put them to work.

I'wantyou to spell each card, dealing one card to
the tablefor each letter.” The volunteers each spell
the face up cards in front of them, dealing one card

PREDICTION TRICKS

to the table for each letter in the identity. “With a
warm glow and as much personality as you can
muster, turn over the last cards you dealt and they
should be your selected cards.”

The Work. Start by placing the five of clubs
and six of hearts face down in front your two
volunteers. When each cuts off a packet from the
deck at the beginning, you must restrict them to
between 10 and 19 cards. Ask each to count the
‘number of cards and they will arrive at a two-digit
‘number. Instruct them to add the two digits together

of their packets and cutthe packets at that point.
The spelling is conducted from the point of the
insertion.

All thatis necessary to arrive at this conclusion
is the Prophecy Move. (Referto the chapter titled
Moves & Concepts.)

Both ofthese endings have different features to
commend them including: (1) Spectator shuffles the
deck; (2) Predictions are removed before the trick

starts; (3) There are no calculations or funky spellings
bythe magician; (4) The trick can be repeated with

tori .

spread the cards and count from

the face of their packet and remember the card that
falls atthe random number. They may then tableboth
of their packets, a their selections arenow tenth from

the top ofthe packets.
Ending #1. Ask them to place the predictions

faceup on top of their packets After any byplay,
have thy icti ing

their spell on
the predictions themselves. Since each prediction

ions. On the latter, you still have to
i

of letters such

asthe four, nine, jack, and king of clubs can be paired
with the ace, two, and tenofhearts or spades. I

prefera club paired with a heart to make the cards
look as different as possible.

Leftovers. Occasionally, magician friends will
‘hang around after a session and try to piece together

during the session. This:
my favorite tricks for that purpose. When the

ard spells
with eleven cards, they will

iselections
which (includ cti ere trick, Lcasually the two predictions for thesix

atthe eleventh positions. of clubs and the five of hearts. Now each of them
Ending #2. Forthis,the magician asks the

spectators to insert their indicator cards in the middle
spells with a different number of letters and neither
allows you toarrive at the selections.

BIRTHING TWINS
Steve Beam

The magician has two cards selected. “Weare
goingto use two different cards to create a single
card.” The cards are tumed face up and are (e.g)
the four of diamonds and the queen of spades. “We

said that the two cards together would create a
card so we will use the value ofthis card - a four

— and the suit of this card - a spade — to arrive at
the four of spades. You could have created any
one of 52 cards—yet you birthed the four of
spades.” The magician reaches in his wallet and
removes aplaying card.

Ending #1: “Itis the four of spades. Now, I
know what you're thinking. You are thinking that

I have a whole deck in my wallet and I just
thumbed through it quickly and removed the four
of spades. But, I assure you, this is the only card
inmy...." Themagician flips open his wallet and the
audience sees another card there: The magician looks

downat the face down card and then back to the
audience. “Well, okay, so there was one more
card.” Themagician lifts the newly discovered card
and discreetly looks at its face. “Yep, it's the four of
spades too. Thank you very much.” He tables the
card to theside whereundoubtedly another spectator
will flip it over face up showing itto be the queen of
diamonds. “Busted again. But wait! The two cards
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you both chose earlier can be put together in two
ways. Not only do they form the four of spades,

but if wetake the value from the queen and the
suit from the diamond, both prediction cards
match your new card. Congratulations! You two
arethe proud parents ofj(fraternal twins.”

Ending#2: Thisisa i

the sameeeffect. pri"to him by his mentor in magic, his great uncle, the
magician removes the wrong prediction card, Rather

than the4, itis the QD. “You know, I'm beginning
to think myuncle wasn't so grea: after all. But
wait! The two cards you both chose earlier can
be put together in two ways. Not only do they
form the four ofspades, but if we take the value
Jrom the queen and the suit from the diamond,
both prediction cards match your new card.” First
climax. “Now, / know what you re thinking. You're

thinking that your card couldeitherbe the 4S or
the OD... what about the 4S? Well, did I mention
that the uncle who showed me this wasn't just

dinary uncle. He was my gre And
hewas a great magician. So great, that he had
all the bases covered. There is another card here
in my pocket and it is... the four of spades.”

Ifyou don’t want to usea wallet, you can use a
card box with two cards from another pack. Remove

one and maintain pressure on the other through the
box while the box is held inverted. At the right
moment, release pressure and the card slides out.

Ending #3: This is similarto ending #1. “/tis

the four ofspades. Now, I know what you're
thinking. You are thinking that I have a whole
deck in my wallet and I just thumbed through it
quickly and removed the four of spades. But, |
assure you, this is the only card i

inn
7

"Suddenly
a stringof playi ds in th

the two cards you both chose earlier can be put
together in two ways. Not only do they form the
Jour of spades, but if we take the value from the
queen and the suit from the diamond, we end up
with the queen of diamonds. In fact, we end up
with several queens of diamonds.” The

magician
1g of cards in

they face the audience. They are all queenssof
diamonds.

The Work. Themethod is handled simply with
atwo-card force. There are many forces which an
efficiently force two cards. The criss-cross force and

the Prophecy Move come tomind immediately, I'm
going to provide a not-for-magicians force that
reaches the goal nicely. Start with the four of
diamonds on top of the deck and the queen of spades
on bottom. The two mate cards (four of spades and
queen of diamonds) are in the wallet, card box, or
pocket as you prefer.

Openly riffle shuffle the pack, retaining the top
and bottom cards. This allows fora very convincing
shuffle. Slide the deck for

pick it up and start dealing cards into a pile on the
table. After he has dealta dozen or so cards, instruct
him to deal cards until the cards remaining in his hands

areapproximately equal to the number he has dealt.
He can stop when he wants.

When he stops dealing, ask him to table the
packet he holds. There are now two piles on the
table. Recap what has happened. The deck was
shuffledand he split the pack into two piles. Thereis

no way you could have known when he would stop
dealing. Now, reach over and flip both packets face

upsimultaneously. Therecapping provides amoment
oftime misdirection. Thesimultaneous flipping of the

packels is too much for the senses to track. The

the wallet falls free of the wallet. The magician #0
down at the string of cards with their backs to
the audience. “Well. okay, so there were aifother cards.” Th

from his side. “Yep, they reall the,oi spades.
Thankyouvery much.” Helooks at the audience.
"I can tell you're not buying this. But you know,
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follow the respective locations of
the cards in the pack. The cards on the face of each

packet are the original top and bottom cards. Thisis
asimplebut effective force.

Ony

the component cards by matching the value of one
card to the suit of the other. The rest of the trick is

automatic.

PREDICTION TRICKS

THE POCKET FISHERMAN
Steve Beam

‘The magician turns his back on the audience as

deal m intoa
pile for: When thefirst vi

dealing, thereare two piles of approximately the same

size. The magician asks for each to turn his pileface
upand
will be put together to make another card. Pointing
to the person on his left, “The person on my left

will determine the value, and the person on my

right will determine the suit. * He asks them to
show each other their cards and agree on the card to

‘be made from the two.
Heasks them to table their individual cards face

down andeach is instructed to shuffle their remaining

packets. Themagician tums to face the audience,
collects and combines the two halves and then drops

the pack into his outside jacket pocket. Heexplains
that heis going fishing for the card (*cod?") in his
pocket the card the two ofthem have created from

the two they stopped on.
He reaches into his pocket and pulls outa card.

Holding it heasks
forthe: a of the card they “created.” Holding the

of hearts, they

hearts. The magician appears stunned. Slowly he
turns the cardhe’s holding to face the audience. “This

is where you would normally hear the applause.
I'm guessing | wasted my afternoon practicing
my encore.” He paus

i i

what he will do to save face.

Looking to his left, he asks for that person's
value. He turnsto the person on his right and asks
for that person’s suit. The audience explains that he
has it backwards. “No, I asked for the person on
my left... whoops... I was turned around at the
time. I gotit exactly backwards. Okay, I have
one more chance. Let's see if I can get the card
youare thinking of” Reaching into the pocket again,
the magician retrieves asingle card. Snapping it, he
tums it over to show henailed it.

The Work. As with Birthing Twins, the

‘magician forces the two cards which are fips
cross.

‘mates of
is

In our example,

places the ace of clubs on top of the pack and the
four of hearts on the bottom. Before the trick begins,

hesecretly pl
four of clubs

in theleft outside coat pocket with the faces outward.

‘The four of hearts is nearest the body.

Give thedeck acouple of riffle shuffles retaining

the top and bottom cards. Hand the deck to a
spectator on your left. Ask him to deal cards onto

the table in front of a spectator you name on your
right. Tum your back and explain that he can stop
whenever he wants, but they both should have a

similar number of cards.

‘When he stops dealing, ask both to turn their
packets face up and note the card on the face of their
packets. With your back tumed, gesturetothe person

now on your left and ask that he takehis value and
combine it with suit of the card belonging to the
person on yourright. Gesture to the person now on

‘your right
ings

clear. Ask them to place
the cards they used to create a new card face down
on oftheir packets.
‘Tum back around and take the packets from them in

your lefthand. Assemble the pack in the lefthand in

dealing position.
Place yourleft andiin

your
leficoat pocket to

he fth ere. Th

previously hiddenee two cards. =
the deck. Ask them to concentrate on their individual

cards before plunging your left handinto your pocket.

Pretend to be having difficulty before triumphantly
bringing the hand forward with the fourof clubs, the

top card of the pack. .

Follow through with the routine as above. Just
before returning to the pocket for the new top card,
state that you have to do it backwards. Turn your
back on them, and then plunge your hand into the

pocket and bring forth the ace of hearts. Finish by
retrieving the pack and taking your bow.
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Leftovers. The fact that you misunderstand
the combinations and haveto return to the pocket
a second time for another card lends credibility
to the fact that you could fish for any card
and bringit forward. Play it up as a featof skill
relying on the delicate sense of touch you have
developed.

1 believe you should get m imum use of
everything that works in your favor. As long as the
deck is outof sight, hereis an excellent opportunity

fora deck in the pocket
that is minus the two force cards. We will assume
this fifty-card deck is divided into red and black cards

and its cross-mates (ace of hearts and four of clubs)
are on thetop and bottom of that pack (assuming the

rest of the reds make up the top half and the blacks
‘make up the bottom half).

Introduceafull pack of fifty-two cards with the
ace of clubs and four of hearts on top and bottom
respectively. Proceed with the routine. When you
place the packin your pocket, the force cards remain
onthetableas before. Place this pack slightly forward

of the other in the pocket so the cards from the two
decks don'tintermingle. Remove the two cards from

the second packas perthe routine above. When
i

from
imply

remove
the second pack. Return the four cards (selections
and their cross-mates) to the proper placein the pack
based upon color and you are set for another stunner
with aspectator-shuffled pack.

magicians.

amateur card magician.

separately.

separately.

+ Your order from Jeff Busby arrives.

You know you have seen everything in magic when...

After you have been practicing magic for along time, you get the feeling that you have
seen everything. Sometimes you getthis feeling before youshould. How do you know that
youreally haveseen everything? Afterall, “everything” is alot. Researchers from Trapdoor

If you'veseen the items below, then you truly haveseen everything.

+ Hank Leesends you that refund for the trick you didn't like.
+ Copperfield closes his annual television show with close-up card trick.
+ Stan Allen publishes last issue of Juggle - says he no longer has the balls.
+ Tony Georgios awarded the literary fellowship from the Academy of Magical Arts.
+ TheUS Playing Card Company begins selling “Tricycle" playing cards for amateur

- Ricky Jay and Persi Diaconis begin publishing a monthly magazine gearedto the

+ Following in the footsteps of Pallbearers Review & Apocalypse, The Linking
Ring decides to bind all previous ring reports in hardbound form and sells them

- Phil Willmarth, author of Magic with a Handkerchief, starts selling boogers

+ Simon Aronson forgets his memorized stack.
+ Amazing Randi and Uri Gellar room together at IBM convention.

SURPRISE

PARTY
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Oneofmy favor

from Volume 3 ofthisseries

wastheBirthday Card Trick. Th uses
his own birthday to arrive at a selected card — referred to as his birthday card. Both the birth date and the
identity of

i

When ician retri d fromit,
hesays, “Since February 5* is sofar away, I'll go ahead and give you your present now.

” Turning the
selection face up, the magician finishes with, “Happy Birthday” or “Surprise!”

Th i i ing

effect on the audi Ttdoesn’thaveto bea
A drat Iibirthday. An anniversary, or other date, hasaneq )

birthday theme with th ing

story. “Peopl
1s asking me how started doi

ic. When
1 was a child, my friends said they wanted to go together and buy me a birthday present. wanted a
bicyclefor my birthday. When unwrapped my present, all 1 had was this deckof playing cards. [didn’t
understand what was going on until I tured the case over.” At this, I tum the card case over showing the
word “Bicycle” on the case. “Thus I learned two things at a very early age. First, that it pays to be
specific. Second, that my friends were a bunch of cheapskates.”
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IT TAKES A YEA

Joe Riding

Joehas written comedy and magic routines for
some of thetop names in Great Britain including Paul
Daniels, WayneDobson, and Tommy Cooper. Heis

alsoin demandas a performer himself, featuring close-
up, platform, and after-dinner speaking.

Thetideis probably a quote describing how long
mostcardtricks last. While this trick las some amount
of dealing, the audienceis actively engaged and the

Joker in the deck, the chosen card will be the top
card ofthe deck. (If you are working with a deck
‘with some other number of cards, ask how ‘many
months you have to find their card as you areas fost
astheir card.)

Joe also mentions that you can alter the
presentation by using custom made cards. For
example, he has rigged a deck with the top fifty golferstime passes quickly (fora year), intheworld. When working in asituation where therecard d

are likelytobe
golfers,

he ask oathdi which favoril The
he replaces and you control to thetop. Explain that
this trick is a long trick, and you are going to use a
calendar to accomplish it. At this point, Joeasks
the volunteer to list two days inthe week beginning
with T. The volunteer quickly says, “Tuesdayand
Thursday.” Hereplies that they did very well, but
‘he was thinking of “today and tomorrow. *

Now thatyou have them inthe mood, tell them
you

ing

to ask a few i

iestions.
First, ask how many months are in ayear. When
they answer, deal twelve cards from the: top of the
dockontoth he isatth
of the tabled cards. Drop the rest of the deck onto
the twelve cards.

You next ask how many days are in anormal
year. When they reply, pick up the deck and deal
three piles of cards of three cards, six cards, and
then five cards to represent the 365 days ina year.
Drop the remainder of the deck on top of the three-
pile. Pick up thi ined

pil dropiton
thesix-pile. Again, pick up the coinbined pile and
dropiton the five-pile.

Next, ask how many days are in the longest
month. When they answer, deal 31 cards onto the
table and again drop the deck on top.

Finish by saying that there are four weeks ina
month. Ask how many days are in a week. When
they answer, deal seven cards to the table. As long
2s you are working with a 52-card deck, the last
card dealt will be the chosen card. If you have a
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en
above but golf-related, he winds up with the favorite
golfer atthe conclusion of the spelling. Obviously,
you can construct the questions (and the number
of cards) to reveal the original top card under
any situation. Questions would be golf-specific

suchas the number of holes on the average golf
course.

Leftovers. I present this with a birthday theme
and with diti ion, [startby
asking them to go through the pack to shop for a
birthday card for themselves, Oncetheyselecta card,
havei itto the top ofthe pack.

“Name three days thatstart with T.” Yousay, “Very
800d, but Iwas thinking ofToday and Tomorrow.”
‘They laugh and say, “That's only two.” “You're
right. The other one was the day after tomorrow,”
They complain ~it doesn'tstart witha T. “Isaid,
THE day after tomorrow. T-H-E!”

“I'm going to program the deckofcards with
ion I couldn't possibly know. What is the

month of your birth? And the date?” Assume
they state their birthday was February 5*. Magician
deals two cards to table and to the right of that, five

cards. He then drops remainder of pack on last
packet dealt (5 cards) followed by whole pack on
two cards. Despite the fact that you couldn't have
known this information, you have used it to control
the selection into starting position. The selection is
on bottom and you are ready to proceed. This gives
an air ofrandomness to what follows.

SURPRISE PARTY

Since during this 1* dealing process it doesn't
‘matter how manycards you deal,

to deal the year of their birth instead of month and
day. Thus, if they were born in 1958, you would
deal 1,9,5, then 8 cards into either a single or four
separate piles. Drop the deck on them in reverse
order, sending the selection to the bottom. Again,

this ad i it

"thave
known this information. Ionly use this for males, as
females are less likely to provide the year of their
birth.

(Using Joe’s golf example, the first question
could be something such as their personal low score.

This will bea two [or try to keep from snickering, a
three] digit number. Deal that number in the same
‘way you dealt the three-digit number 365.)

Inow omit the question about the number of
months in a year and I alter the phrasing of the
questions slightly —just enough to be consistent with
the birthday theme.

« Inanormal year, how many possible birth

dates are there for parents to choose from? (Since
th fiom i "the pack, ir

the piles by dropping the deck on them can be done
inany order. Ifthe spectator is doing the dealing, tell
him to drop the pack on any packet and pick up the
combined packets. Have him repeat with the other
two piles.)

+ During fthe year, how
many days are there for you to plan your birthday?

+ When you're choosing which day of the
week to hold your birthday party, how many choices
do you have?

“I think we all agree that it would be
impossible for meto select from 365 days per year,
31 days per month, or 7 days of the week, which

one is your birthday. And while I don’t know

which one is your birthday, I think I know what
I'm goingto getforyou... a birthday card. What

card did you select for yourself earlier?” They
name their selection. Reveal it on top of the tabled
packet ~the last card they spelled to.

“Always endeavor to form an accurate conception ofthe point of view
most likely to be adopted bya disinterested spectator.”

Nevil Maskelynein Our Magic, 1911.
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PARTY TIME
Steve Beam

Tenjoy performing the stacked method of the
Birthday Card Trick from Volume 3 when there
is timeto set up thesmall Pprearrang sment required.This method will do nicely for times when youdon’t have time to set the cards in advance. It is
particularly effectivewhen either themonth or the day

isalargernumber. This has the effect onthe spectatorof burying his card in the middle rather than nearthe
bottom.

Takeab
both the top and bottom cards. As an alternative,
you could preset the top and bottom cards and then,
shuffle around them using ashuffle such as the riffle
shuffle that can retain the topand bottom cards. Let’s

assume you havethe ace of clubs on top andthe aceof spades on bottom. Have the spectator hold the
pack in dealing position as you tun yourback. Have

him deal cards equal to his month to thetable, Assume
February 5 is his birthday so he will deal two cards
to the table. Tell him to drop the deck on topof thedealt cards.

Now have him deal cards equal to the day ofhis birthday. In our example, he will deal five cards
to the table. Ask him to look at and remember theI dh

. That is his bij
rd. Ask him

to replace the card he noted on the dealt pile andthen drop the deck on top of those cards.
Tum to facethe spectator and pick up the pack.

Giveitaquick cut, glimpsing the bottom card before
itis buried in the middle. Assume the glimpsed card
is thesix of diamonds.

To find the selection and the birthday, turn the
cards toward you and start. spreading the cards from
yourlefthand to yourrightuntil you findthe card youJust glimpsed. Start counting on the six of diamonds
and count all cards before you cometo your first key
card. You will find there are fivecards, the number
equal to the day of his birth, The last of those, the
one just before the first key, is his selection. Upjogit
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as you continuespreading. Start counting on the first
key card and count all the cards that fall before the
second key card. In this example, you will count
two cards, thenumber equal to his birth month. You
now know his birth date and his selection,

Background. This was previously printed in
my Hand-Picked Card Tricks and is based onvarious handlings of other tricks from Semi-
Automatic Card Tricks, Volume 3, Raj Madhok

and Scott Robinson i i it

reading The Birthday Card Trick from that volume.
My reason for not including this in the last

volume was that I believed the spectator’s cut madethe setup version far superior. Iwas looking fora
way to achieve a spectator’s cut without losing

anything. Raj Madhok has come up with a solution
which nails it. Iwill printithere in Raj’s words from
his e-mail. “Iam still toying with the cut, So far I'm
Boing to use the Jay Ose false cutin the spectator’s
hands. Thatis, cut the top third cut to table. Cut themiddle third toright. Cut the bottom thirdto the far
right. Timemisdirect. Pick up left toright, left ontothe middleand the combined pile onto the rightmost
pile. This needs ajustification or funny line to cover

he cutti

our cut gagsin Volume 3,
For example, Ifyou were born on a day of the
week ending in 'Y’ cut the top third." “If you're
wearing your birthday suit under those clothes
cut off another third." “Ifyou were separated atbirth from your mother. drop the last third." “Ave
You an innie or an outie? OK, then pick up thecards from right to left.”

Jay Ose’s False Cut was published on page 93
of Hay Lorayne’s Close-Up Card Magic (1964).

Thereare “cut gags" in two. different routines in
Volume 3. The gags in Bite Me relate to the size ofthe packets being cut during a multiple selection
process. However, Raj is referring to the gags in
Clearing the Deck.

EEESURPRISE PARTY

SECOND BIRTHDAY
Steve Beam

‘This is the Birthday Card Trick from Volume 3
with multipleselections. It is completely impromptu
‘and can be done with 2 borrowed and shuffled; pack.

In
thi: ine, th ici: ks for someone

toplay the part of a person having a birthday. The
magician hands the b

0
her. “Thank youfor helping. Sinceit's your party,
You should be properly attired. Normally at this
point, I would ask you to strip down to your
birthday suit. However, sincz we have all these

people here... I'll first ask that evervone else tum
their backs. Or... ld jr

you're
properly attired underneath. ” The spectator (mal
or female) will usually jump at this out,

“Unfortunately, our birthday girl wasn't too
bright. 1don’t mean you, I mean the person vor

op
ing. She wanted to th

pris
party for herself. She invited a lot ofguests — but
only a few showed up because she kept the date
to herself. After all, she wanted it to bea surprise.
I'll turn my back. Deal the moath ofyour birthday
to the table. Then, in a pile to the right of that,
deal the day of your birth to the table. Look at
the last card dealt. That's your birthday card.”
‘The magician tums his back on the process, but
recaps the directions in real time to ensure the birthday
girl doesn’t get confused. Once she has noted her
birthday card, she s instructed to drop the remaining

cards on the first pile she dealt, then the combined
pile ontop of the remaining pile. “Please hand the
pack to someone else, thus inviting them to your
party.”

The magician asks the new spectator to peek
atthe new top card. “Note its value. Court cards
count as ten. That's how many dollars you are
going to spend on her gift. Deal that many cards
fo the table. Peckat the last card you dealt, the
top card of the tabled pile. That card will also be
the gift you get for the birthday girl. Please
remember which one ofthefifty-two cards is your
gift. Please drop the remaining cards onto the

tabled packet and then hand the pack to the next
person to attend.” The third volunteer takes the
pack and runs through the same process, ending upith aselecti

‘cards in frontof them.
They too are instructedto drop the remaining cards
on top of thy

3

The magician tums back around, takes the pack
and givesit a quick cut. “7 don’t have any idea
‘how many cards were dealt by any ofyou. But,
since you guys look like you could really use a
party, let me see if I can make this surprise
happen.” Th ici

and upjogs and removes three cards. Tumning to the
two partygoers, “What were thepresents you were
8oing to get ourbirthday girl?” They each name
their cards and the magician tums them over.

‘The magician

holdsasingle cardandturns to
the birthday girl. “7 don’t want you to think I'm
upset, but I notice you didn't invite me to your
party. 1 guess you don’t consider me one of your
“really close friends.” The magician delivers this in
ahurt tone. “But that's okay. I'll be okay. And
besides, I was busy on February 5* anyway.” The
audience is surprised because the magician named
the birthday. “But /did get youa card.” Hesnaps
the remaining card face up. “Surprise!”

The Work. This is one of the easiest multiple
locations you can attempt. Because of this, there is
no excuse for not spending the time necessary to
properly scriptit to ensure the spectators perform as
needed,

Takethe borrowed pack and secretly note and
remember the top and bottom cards. Youmay find ic

easier to cut the pack between two cards of the same
suitso that you will only have to remember different
values. We will assume the ace of clubs is on the
bottom and the two of clubs s on thetop of the pack.
You can givethe pack further shuffles if desired while
retaining the top and bottom cards,

To recap the process, the first spectator deals
hermonthin one pile and day in the other. Assuming
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February 5* as the birthday, she deals two cards in
the first pile and five cards in the: sceond pile. She
notes the top card of the five-card pile. She now
drops the pack on top of the first pile she dealt, and
the combined pile on top of the five <ard pile.

She hands the pack to someone ise, inviting
him orher to the party. This new person peeks at the
new topcard of the pack. That tells them how much
they are spending on the gift. Have them deal that
many cards to the table. They are to peek at and
remember the new top card of the tabled packet,
and then dropthe balance of the pack on top.

‘This person hands the pack tc another person,
inviting him or her to the party. This new volunteer
peeks at the new top card of the pack. That is how
much they

i
the gift. to

itis an eight. Counting that card as one, count. eight
cards moving toward the back (top) of the pack.
Upjog the eighth card. That s the third spectator’s
selection.

Look at the card to the immediate left of the
upjogged card. Assumeitisafour. Thatis your next
key. Counting that card as one, count four cards
moving toward the back of the pack. Upjog the
fourth card. That is the second spectator’s selection,

Starting to the immediate left of the card you
Just upjogged, count the cards until you cometo the
original top card of the pack, the two of clubs. Do.
not includethe two of clubs in your count. You will
count five cards in this example, the day of themonth
of her birth. And, you can upjog the fifth card (the

deal thatmany cards to the table. They areto peek
atand remember the top card of the tabled packet,
and then dropthe balance of the pack on top.

Tum to face the audience. Pick up the deck
and glimpse the bottom card in the process of
giving itashallow cut. Thatis, cutjustabout a dozen
cards from the top to the bottom, noting the original
bottom card in the process. This glimpsed card s
yourkey card to find all three selections and the date
of birth.

Tum the deck toward yourself, Spread through
the cards until you come to yourkey card. Assume

is the birthday card.

Now, starting with the card to the left of the
two ofclubs, count to the original bottom card, the
aceof clubs. Include the ace in your count. In our
example, you will count two cards. This is the month

ofherbirth. You now have thethree elections, along
with the month and day of her birth. Finish as
described in the routine above.

Background. This is my Birthday Card Trick
from Volume 3 without a stack and with multiple
selections. This packs far more impact than the
method wouldseem to offer.

SURPRISE PARTY

PRIME CUT
Magic Christian

Back when Iwaspublisking The Trapdoor
(1983-1998) I was at the Fechter’s Finger Flicking
Frolic convention in Buffalo, NY when a subscriber
friend of mine asked meif had any contributions
yet. Irattled off a few of the attendees who had
contributed and Christian was on the list. Excitedly
he asked, “Did you get that killer prediction
effect.” What youareaboutto read is th

that question.
Ineffect,

pi thathe’s
going to give him an early birthday present. “7Jmnow

it's not your birthday — but that's okay — this isn't
much ofa present. I'm going to do a card trick

Jor you.”
Christian has lectured woridwide and is a FISM

winner. He is an expert on the Viennese conjuror,
Hofzinser and has written a soonto be translated

bi of themat.
You are now going to force one of the X-cards

on a spectator. Ask the spectator to touch one of
the cards. The odds are 4 to I that he will select an
X-card. Ifhe does, gather the other cards so that
the indifferent card is on the top of the other three
and slide the four cards that weren't selected onto
heb This

X-cards that were not selected to the bottom of the
pack. Sli X-

but out of the way to oneside.
If the spectator goes against the odds and

touches the indifferent card rather than one of the X-
cards, drop the pack on top of it. Ask the spectator
to touch another card. Drop the deck on that card.
Continueuntil theres onecard left. Ask the spectator
toslideittoward herself. No matter which way the

raphy
‘work. Ispent time with him out and about in Vienna
and was treated like a celebrity just because I was
with him. (To this day, Thave maintained that it was
he who was being treated as a celebrity because
everyonesaw that he was with me.)

he Work. Secretly ascertain the birth date of
someone in the audience. It should be a date that

can be easily expressed with four playing cards. It
can bethe year or the combination of the month and
year. For example, “February 5, 1958" could be
expressed as “1958” or “2-5-58." However,
“February 5, 1958" would be difficult to express using

the “MMYY"™ format because there is no zero ina
deck of cards. ["MMYY" uses four digits to express
themonth and year, two digits for each as in 0258.)
Therefore, the year alone would be the better
prediction.

Start with the four X-cards
whi

your
prediction on top of the pack. This is your only
preparation. False shuffle the pack. Casually deal

five cards onto the table in what appears to be a
random order. Actually, deal three on thefar side of
thematand two on thenearside of the mat. The fifth
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pect
he ends with an

the other three X-cards on the bottom of the pack.
Double cut the bottom card of the pack, one of

the X~cards, to the top. Table the pack andask the
spectator whois helping you to cut the pile into thirds,

Assume hecuts the top third to the far left (‘C"") and
the middle third (“B") between the top and the bottom

(AY).
Pick up A and hold itin the left hand in dealing

position. Obtain aleft pinky break abovethe bottom
two cards of the packet, the two X-cards. Hold
packet in the left hand in dealing position. Use
your right hand to outjog the top card for halfits
length. Pick up the top card from pile B and place it

squarely (also outjogged) on the top card of pile A.
Pick up the top card of pile C (actually an X~card)
and place itsquarely on top of the outjogged cards in

yourhand.
the original bottom packet

with three cards outjogged on top of it. These are
the cards the spectator cut.

itch. Bring your right hand over the
packet from above. With your right fingers at the far

short edge and your right thumb at the near short
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edge, square the packet. As soon as the outjogged
cards are pulled flush, take all the cards above the
break in theright hand and pull them to theright, As
yourright hand pulls these cards to theright, the left
thumb drags the top card to the left. Use the right
hand's packet to flip this top card ace up onto the
two cards which were below the break which are in
thelefthand already. See figure1.

As soon as the X-card is face up, take it onto
the top ofthe right packet, held there with the right

forefingeras shownin figure 2. Your righthand takes
hs cardover to pile "Cand places it on top of the

le.

Retum yourright hand to take the second card
from thelefthand in the same fashion shown in figure
2. Placethis card faceup on top of pile “B." Flip the
sole card remaining in the left hand face upon top of
theright hand's packet (pile "A") and table the packet
ina line with the other two piles. You have just
executed aclean, quick, and casy switch so that youend with the three X-cards. Armange the piles in the

proper order so that there is a gapat the appropriate
place for theselected card to fill and complete the
date.

The Climax. Ask the spectator to tum over the
cardhe originally chose. Itis an X-card. Place tin
the appropriate place for it to complete the date from
the spectator’s view. Pause and look at the four
numbers.

“I wonder what these numbers mean. Oh,
wait a minute. This is your birthday present.
When was your birthday?” Pausefor them to name.

their birthday and for the effect to sink in.
Background. This is a subtle, yet powerful

effect. Theswitch move used to swap the X-cards
for theindifferent cards is Christian's and of course
could beusedin an ace-cutting trick. Christian says
he was inspired by an effect of Jean Hugard's called
Challenges. Christian's effect is a variation of an
earlier effect of his called The Ci “hallenger which was
originally published in issue #65 of The Trapdoor
(1997).

SURPRISE PARTY

BIRTHDAY MEMORIES
Simon Aronson

Simon is one of my favorite authors. His easy
conversational style of writing hides the technical
nature of the material he describes. Most ofhis
material is semi-automatic and it is all worth a serious

study. Start with his Bound to Please, move to
Simply Simon, then finish (for now) with his new
book, Try the Impossible.

My Birthday Card Trickfrom Volume 3 caught
Simon's eye, partly because of the date T used to
illustrate the effect. Simon and Ginny and my wife
Dawn and I share the same anniversary. [used that

date (May 19%) as an example when I explained my
effect.

Simon's version of the Birthday Card Trick
uses his specialty, a memcrized deck. And,

coincidentally, it uses the same dateas an illustrative

example. Idon’tuse amemorized stack ~ but every
time ime with

Simon, I I

will go home and memorize one. Simon suggests
that if you don’tuse amemorized deck, try this using
anumber deck — stacked in order from 1 ontop to
52 atthe face to follow the method.

‘With deck in memorized order, false shuffle,
tabie the deck and turn your back. You know the
top and bottom cards of the pack and they are your
two keys. Behind your back, the spectator is

instructed to deal cards from thetop of the pack to
form apile on the table. In our example of May 19%,

thespectator deals § cards (May = 5), and then drops
the balance of deck onto that pile. She next deals off
a second pile equal to the day (the 19). The
spectator looks at and remembers, as her “birthday
card”, the top card of the just dealt day pile. She
then buries her birthdaycard, by dropping the restof
the deck on top ofit.

In the original effect, the spectator would cut
the packat this point. The down sideis that with this
version you don’t get the spectator-cut. The upside

is that you don’t have to fish through the pack to

learn the birthday or the birthday card.
Tum around, pick up the deck, and put it away

into its case. In doingso, yousecretly note the new
top and bottom cards ~ your two keys. This is an

easy process. Take the pack face up with your thumb
on the face and fingers on the back. As you insert
the pack in the case, the card on the face of the pack
is staring atyou. As you slidethe pack intothe case,
aslight pressure on the backmost card will cause it
to hold back about half an inch as the rest of the
deck drops into the case. This s all youncedto see
theindex.

You are now set to reveal the spectator’s
birthday card and her birthday. The stack numbers
of the Top Key and the Bottom Key tell you
everything you need. There is no calculation or
formula needed to arrive atacard’s stack number
— that is what

i ized.

By using
anumber deck to try this, you'll appreciate how

instantaneous the following is.
Birthday Card=Top Key, minus 1 (or, simply,

it's the card immediately preceding Top Key in your
stack order]

Birth Month = Bottom Key, minus |

Birth Day=TopKey, minus Bottom Key

That's all there is to it. Well, of coursethereis
that time you spent memorizing that pack of cards —

but that was in the past.
‘Background. The Birthday Card Trick using

a 13-card stack was published in Volume 3 of this

series. A non-stack version was first published in
Hand-Picked Card Tricks, and reprinted in this
volume as Party Time. The same version, with a
variation that allows multiple selections is published
‘here for the first time as Second Birthday.
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Old Magicians

A few years ago, Phil Willmarh the editor of The Linking Ring) movedto my area from Chicago, We
frequently have lunch together to discuss things magical. Last year, [was one of several magicians Robbie
(Phil's wife and more) invited to a surprise 69* birthday party for Phil. This year, Phil celebrated his 70%
birthday and his family came from all over the country to help him celebrate. Robbie asked several of his
magician fri ingtoPhil. (Wi his house, and with
magicians basically cheap, we were okay with the lack of an invitation.)

I celebrated this auspicious occasion almost as much as if had been treated like the family I thought I
was and had been invited to his 70* birthday party. Don't misunderstand. I'm sureit’s an honor to be invited
tothe 69” birthday when the family doesn't think it’s an important enough occasion to attend (or even retum
his calls). 1don't mind beingastand-in for perhaps one of his better]looking family membersat thenon-

. I'm swreif
r, I'd by

top 200to call. (Okay, maybe top 300.)
Not to be outdone, at my house we celebrated with our own, “After 70 Years, We've Had our Phil"

party. Butthatis anotherstory. The more if barely) relevantssueis that as [wrote the letter to Phil, I wanted
to assure Phil that he wasn't old. (I know...

- but Twasbs to benice.) Of course,
i
in order to do this, Thad

to answer th ion,

what is oldfo hing

that final curtain
? Given that this chapters on birthday duit, ITough itmightbe educational Gf whitespaceold agelis to him. Ido this asa prand I guess I already mentioned that white space problem.

What is Old For A Magician? What are the Symptoms?
Ringmembers start breaking wands when you arrive at the meetings.
Your false bottom has been replaced with a real bottom.
Youarenot producing your final load as often as you'd NB and perhaps then, too early.
You H for 1

Marlo’s
advice: “Altledsg lidoya.")

You forget whether you dealt the last card down .... or under.
Your cards don’t rise like they used to.
You use new-deck order as your memorizedstack.
Your firstmagic book was written using Hieroglyphics.
You referto Veron as “that pesky kid with the cards.”

eliris bowls withthe, Memebows.
. the dozen by X d ing

them.bielis no longer considered stage size orin performance condition,
Yousew one end of your opto the comerof a diaper.

. hatit; ick, (Th y ings.)
Yourmenioni is such that when a fellow magician holds up any card at any time, you havestarted saying,

“Yes, that was my card.” (When they explain that you didn’t select acard, you comment on how flawed
the memories of the younger generation of magicians are getting to be.)

+ Yourlinking isa; you can't find the dz

§0

SURPRISE PARTY

Youreferto Metin as thesissy kid in the Doug Henning outfit.

During yourlast show, your rabbit wasn't the only one peeing as he was being produced.

. bersofthe local club visi
Your favorite stage props are the Milk ofMagnesia Pitcher and Hippity op Kaopectate.
You knew Erdnase when he was doing balloon animals.

Youstop doing bizarre magic —just in case.
You've forgotten what was in the Busby order you're still waiting on.
‘Thelast time you did abox trick, they started throwing dirton i.
Youtake anap during the intermission ofthe 21-card trick.

The IBM has awarded you the Order of Merlin ExCadaver.

Thope you find the cataloging of these symploms tobeofusetoyou Wieyou re devising anew trick
‘with that playing card ure I'1l youat
Phil's not-worth-it-to-family-members-t <o-bother? 1* birthday party,
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Glossary of Abbreviations used in the
Semi-Automatic Card Tricks series.

Before we travel too far on our pasteboard journey together, it is important to acquaint you with the
po : 5

Th a
‘ways to refer to f people

in th ick learning and
Tam hoy

i ill adopt these definiti heuni
standard, saving

inmagic books. [would prefer
i

this ized

you know, likemy

BM - Bizarre Magicians ~ No further definition is required as the name and the abbreviation denote
separate but equally accurate descriptions of this term.

COW — Card-trick Opposing Women ~Members of the female persuasion who have an open distaste
for: them. Species

i don’t compete

wit d trick th ftai scale. Exerci i

they not
only support pt of women in combat butrealso equi be th

CTP Card Trick F their i

referred to as “Card Lard") and fantasies about FCTF.

ECYF- Female Card Trick Jw Seantlycla, wonderfully feminine, yet imaginary creatures posing
i in i

(CTPs).

FAM Female Audience Members ~1dentification methods must be quick and precise as they must
bei their alk a = from i from the front

INEPT—
Hlasionists Not Equipped,for Pasteboard Tricks Performers for larger audiences who

think card tricks with regular left for quirky Consistent
‘with this theory, they believe the best way to show a large, lightweight basket is empty is tosquatin it.

MC Magic Collector ~ Wonderful individuals who purchase most magic books, including those on
semi- automatic card tricks. They areto be appreciated and treated with care. Species has an abnormal
Germann P: When g foran

MC: ‘sporting a leather
tion.

(Author's Note: Thereis
no truth to the rumor that he has had individual cards leather-bound to force on MCs.)

PONDSCUM

TOMATO
- Pirates Of Non Digital Secrets Collecting Unauthorized Magic To

Openly Market As Their Own Species of capitalistic tricksters who collect the fruits of the labor of others
from magic books and transfer them to video under the guise of research — occasionally adding credit but

without seeking the permission of the creators.

RAM -.~Related Audience ‘Members — These are family ‘members who must watch card fick in the

nvert their i

ona . RAMs
‘must often be reminded that decimal points in the ratingare not acceptable and maybe:rs when all
numbers in the rating reside to the right of said decimal point. Bewareas the acronym doubles as a verb
meanin ofpl toaninterior cavity of

SCTW Serious Card Trick Watcher ~identiiedby overflowing pocket protectors and thick, black-
rimmed glasses, which have atleast together. For audi

SCTW, you may wish to integrate StarTrek® patter but only with series-accurate themes and references.

?

SHRINK

WRAPPED

CARD

TRICKS
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SHRINK-WRAPPED CARD MAGIC

Semi-automatic card magic is generally less
visual than sleight of andmagic. Becauseitis usually
more process oriented, especially when it is often
based upon mathematics, the performer has to gotoforttodiseu
‘method,

My view has always been that the time saved
Teaming leights should bespent structuring, scripting,

and routining the semi-automatic material to getthe
most from it. Marty Kane s one of the masters of
this area of card magic. He builds solid tricks,
highlights them with entertaining hooks, and adds a
large dollop of his sense of humor. Heis oneofthe
few magicians whose patter I could use just as itis
‘written.

Marty's material has appeared in The
Minotaur (Can yousay, “Whe:e's my last issue?”),
Precursor (where “second generation” applies to the
quality oftheoriginal print

person, personal pronoun capital ofmagic), and The
Trapdoor (our motto: “We don 't need no stinkin"
mottos).

Because of his impressive output, I have been
after him for years to write a book on his magic, 1

have pursued this as aggressively as I could whilenot
having my heartin it. He hadseveral one-man inserts

in The Trapdoor and his material is reflected in all
volumes of this series. Iwould like him to have his
material out there almost as much as would like to

have it in here. And, as I was assembling his
substantial contributions to this  olume, it dawned on

me thatthe material merited its own. chapter,
Thetricks are excellent. But, even ifyou don't

usethe material, pay close attention to how he covers
the process. Oftentimes, he converts the process to
thehighlight of the trick. Rather than detracting from
the effect, the process in his effects adds humor,

suspense, or both. His presentation of Lynn Searles’
Moracle was the first item of Marty's to make tin
my repertoire many years agc. His simple patterbased uponthe odds adds just enough manure to the

multiple reverse faros thatthe presentationslides ight
pastthe audience.

Tam notonly ahuge fan of Marty's magic and
his presentions, I also like the way he writes.

erefore, ing chapter consists of Marty's
only slightly-edited prose. I'm fortunate to count
Marty among the many friends I have who share a
common passion. Ifyou have not been exposed to

his magic, you are in for a treat. Lie back on the
couch and enjoy Shrink- Wrapped Magic, We will
start withabrief autobiography:

In 1953 my parents mailed the following birth
announcement from Newark, N.J. - “Weare raising
Kane." Dad entrapped meinto magicusing a stripper
deck 6 years later. After its secret was revealed when
Twas 9, my goal in life became collecting every kind
of trick deck in the world. It took until my late teens
befc ling

that ing

one effect pergaffed deck, deck after deck after deck, only
entertained myself. My last gaffed deck was
purchased at Al's Magic Shop while I attended
Georgetown University. (There might have been
further purchases had there been any magic shops in
New Orleans when I subsequently attended Tulane

University.)
My only interest in magic for thenext few years

was using a regular deck for Fully-Automatic Card
Tricks. Iwas completing my studies at St. George's
University, School of Medicine, when I met Michael

Kom, the first magician with whom I could actually
speak. He was a bit surprised that after years of
close up performing,” I'd never heard of a little
number called the Elmsley Count. Hebecame my
mentor and | became his tor-mentor - thanks to my
obsessiveness.

During my Psychiatry Residency in Gainesville,
Florida, Imet barmagician Paul Cummins. Amongst

his wonderful generosities was exposing me to the
work of his hometown (Larchmont, N.Y.) neighbor,
J.K. Hartman. Amazed by Jerry’s publications, I
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chanced a snail mail correspondence with him in
1984. Averystimulting andinfluential fiendship with
this kind gentleman followed.

My final majormagical development began in
1995. By then there'd been more than enough years

of being astounded every time I read anew book by
Peter Duffie. Ichancedasnail mailto Glasgow. Since

then, Peter's brilliance and benevolencesignificantly

shaped my magical outlook. (One day I hope to
reach the level of Hartman and Duffie’s chiKarery.)

Currently Ihaveaprivate Psychiatry practice
outside Orlando. DisneyWorld employees are
amongstmy patients. Atleast one ofthem is Goofy.

THE JACK OF DEATH CARD TRICK
Marty Kane

What better to serve as an introduction to
Marty's card magic than with a cheexful little number
about suicide?

“I'd like a volunteer to help me re-enact a
tragic tale of woe. Could you assist? Thanks.
What's your name? Marilyn? 1 appreciate you
helping, Marilyn. I'd like you to think of a card
to represent yourself. Please take the deck, look
through the faces to find the card, place your
choice face down on the table and then shuffle
the deck as muchas you'd like.”

After this is done, “You 're not going to see
your card again for along time, so to help reinforce
its name, please deal cards one at a time onto
your card, dealing one cardfor ech letter of the
‘name ofyour card. 1 don't want to have any idea
what your card is, so I'll turn my hack before you
begin.”

Tum to face her when she’s completed this.
“Good job. Please set the deck veside the pile.
Your role in this tale is that ofa damsel in distress.
You're in distress because today you learned that
your favorite TV soap opera is going to be
cancelled. Apparently you've been watching too

many of these shows, because in true soap opera
fashion, you've now become suicidal. You decide
to seek professional help. You choose aspecialist
from the telephone book. Please pick up the pile.
1 will spell aloud the name of the person with
whom you make an appointment. With each letter

you hear, please transfer one card from the top of
the packet to the bottom of the packet. The first

6%

letter is D. Please place the top card to the
bottom. Good. The next letter is R."

Continue this spelling/transferring procedure as

you spell D-R-J-A-C-K-K-E-V-O-R-K-I-A-N.
‘At some point along the way, she and/or other

audience members shouldrecognize the name being
spelled.

When she has completed this, say, “ Well done.
Asyou know, at this point, I don’t know how many
cards you have in your packet and I don’t know
where in the packet your selection lies. In fact,
even you may not know where in the packet your
selection lies. Anyway, back to the story. You go
to his office and say, ‘Hi, my name is Marilyn and
I'm wondering whether I should...” He stops vou
right there and says, ‘Marilyn, I think you should
kill yourself." You ask him why he thinks that.
He responds, ‘Trust me. I'm a doctor."

“He continues by saying, If you're
wondering whether to live or not, you'll have to
ask yourself the same question Hamlet asked
himself." You ask him, ‘Which question is that?"
He responds, To be or not to be, that is the
question.”

“You thank him for his help and leave
his office - alive. But you realize heis right.
That is the question you must ask yourself
because you are still suicidal. This is how
You'll answer it. Take the top card of the
packet into your free hand and say ‘To be."
Place that card underneath the packet. Now take
the top card off the packet. Say, ‘Or notto be’

SHRINK-WRAPPED CARD MAGIC

and discard that card onto the deck. Take the
next card and say, ‘To be." Place that card
underneath the packet. Take the next card and
say, ‘Or notto be.” Discard that card onto the
deck. Please continue this procedure until you re
‘holding just one card.”

‘Watch the procedure closely. Her final card
will always correspond to “To be.” Reach over and
tapit, saying, “To be. Good choice, Marilyn,
you've decided to be rather than not to be. And
what card did you earlier decideto be?” After she
names her selection, have her tum over her card -

herselection.
Notes. This was inspired by a ine of patter

from Peter Duffie’s unpublished "Lying Time.” The
mechanics of the effect are from “Australian Self
Help,” from The Collected Works of Alex Elmsley,
Volume 1 by Stephen Minch.

Attheend of theunder/down deal, the last card
held will always correspond with “Tobe,"regardless
ofwhether there had been an odd or even number of
cards in the packet. Refer to the work on the
Matsuyama Elimination Deal later in the volume for

additional examples and credits on this principle.

HALVE IT YOUR WAY
Marty Kane

2 andling. Say, “For this effect,
we'll use number cards. We'll use the lowest
number cards, every ace, 2, 3. and 4. We'll also
use the highest number cards. every 7, 8, 9, and
10. I'll remove the remaining cards.” Openly
spread through a face up deck and outjog every 5,
6, and picture card. Square the sides of the deck.
Strip out and discard the outjogged cards.

“I'll now arrangethe cards into a special
order.” Tilt the packet faces to yourself. Spread
through it and singly displace about 6 cards, acting
as if complex work were being done. Do this justa
tad facetiously. Square the packet and hold it face
down.

“I've developed a special false shuffle to go
along with the special order. Some people really
think the cards are being mixed." Perform a few
shuffles that appear just a tad too haphazard to
‘maintain any order.

“We'll now demonstrate what can be done
in combining the special order with the special
shuffle. Please tell me to stop riffling at any
point.”

Hold thepacket in dealing position. Riffle down
the outside comer with your thumb and stop when
notified. Lift all the cards above the thumb break
with your free hand. Have the spectator note the
bottom card of the upper packet. Assumeit's the 3

67

of clubs. Replace the upper packet onto the lower
one, performing an Ovette Master Move (aka Kelly
Bottom Placement) in the process. (Any bottom
control will work here. My favorite is Steve
Pressley’s A Cut Below from Volume 1 of this serics.)

“1d like you to finish this demonstration.
Please take the packet.” Hand the packet to the
spectator, glimpsing the face card in the process.
[J.K. Hartman's Transfer Glimpse from Card Craft
fits perfectly here, A primitive summary: the packet
begins in left hand dealing position. Theseactions
flow as one: the thumb moves underthe packet and

slightly levers the packet up on its right edge. The
packet is gripped between the thumb below and the

fingers on top. As the palm turns down, the packet
is twistedend for end. The packet remains face down,
but the twistallows for a glimpse.]

“One ofthe ways [ arranged the cards was
to alternate them by color, red-black-red-black
throughout the packet. [State the color of the
selection as the 2™ color you name, because the
selection will end up in the 2% pile dealt — its top
card] You are going to separatethe colors by
dealing the packet into 2 piles on the table, dealing
cards backand forth [point to a spot right of center
and then 10 a spot left of center] until ou ve run
out. Please give it a whirl

‘Throughout this effect, whenever you point to
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the 2 spots to designate where the spectator is to
deal, you'll always pointtoa spot towards the right
before pointing to a spot towards the left. It will be
presumed that the spectator will follow this order.
Also, for descriptions sake, qualities ofa3 of clubs
will beused. Whenever

the opposite qualities, simply substitute the opposite
ty.

‘When the spectators done, point to the pile on
the rightandlabelits the color opposite of the color
ofthe election, saying, “Theseare the red cards.”
Point to the other pile, saying, “Thoseare the black
cards. Please pick up the pile which is the same
color as your selection.” After he has done so,
discard the remaining pile.

“lalso arranged the blackdoe to alternate
bysuit, clubs-spades-cl the

name, because the selection will end up in the 1+ pile
dealt —its bottom card.] You are going to separate
the odds from the evens by dealing the packet into
2 piles for the last time. Please give it a final
whirl.”

done,

pointtothe pil

theright, saying, “These are the odd values.” Point
tothe other pile saying, “These are the even values,
Please point to the pile which is the same value
as your selection.” Discard the rejected pile.

A two-card pile will remain. As aresult of all
the divisions, he will have theoretically separated the
cards such that his selection will be in one of the
following pairs: ace, 3; 2,4; 7,9; 0r8, 10.

Ifthe selection is the Tower ‘value of the pair,
slidethe|

top. card off to we left while: saying, “There
5p

packet. {State the suit of the: wi as the 1* suit
youname, because the selection will end up in the 1
pile dealt — its bottom card.) You are going to
separate the suits by dealing the packet into 2
piles again. Please give it another whirl,"

When thespectatoris done, point1o te pile on
aying,

“Thesearethe clubs.” Pointto the other pile, saying,
“Those are the spades. Please pick up the pile
which is the same suit as your selection.” After
he has doneso, discard the remaining pile.

“I also arranged the cards to alternate
between the higher set of number cards and the
lower set of number cards. [State the set in which
the selection belongs as the 2" value you name,
because the selection will end up in the 2pile dealt
~itstopcard.] Youaregoing to separate the higher
set from the lower set by dealing the packet into
2piles. Please give it another whirl,"

When the spectatoris done, point to the pile on
therightand label its the opposite set of theselection,
saying, “These are the higher cards. Point to the
other pile, saying, “Those are the lower cards.
Please pick up the pile which is the same set as

Your selection.” After he has done so, discard the
remaining pile.

“I also arranged the cards to alternate
between the odd values and the even values.
[State the value of the selection as the [* value you

§8

are2ca nainiy

Value of the pair, slide fhaten card off to the right.
Proper ascending order has now been set.

“I arranged the low and high number cards
in a special order to alternate in several ways. |
gave them a special shuffle that hopefully
maintained the are: You divided the cards in
half and You divided the blacks
in half and chose the clubs. You divided the clubs
in half and chose the low clubs. Of all the cards
we started with, there were only 2 odd low clubs.
They are the ace and 3 clubs.” Point to the right

card and then the left card as you state each value.
“Please put your finger on the card

corresponding to your selection.”
Discard therejected card. “Let's see how well

the special shuffles were performed. What's the
name of vourselection?"" Have him tum over the
remaining card to reveal his selection.

Handlings. Use only the aces and
twos as the lowest value number cards, and the nines
and tens as the highest value number cards. Using
the same divisions as above, after the odd-even
division, you'll beleft with 2singlecards side by side.

They arelabeled/forced as odd and even. One card
is discarded, leaving the election.

For either this or the above handling, the picture
cards could be used, but clarification of their odd or

even value would be needed.
For the 16-card handling, the nines through
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queens couldbe used instead. 1 he spectator divides
the packet by color, sui, spot, and odd-even.

. There are more odd
value: ro even valuecards inadeck. Ifa full deck
were used, a spectator may question why piles are
eveninsize after the odd-even division. Eliminating
4 odd cards would avoid this issue. This elimination
would also avoid the problem of4 choices in the
Version B summary when an odd value card is
selected versus only 3 choices in the summary when
an even value card is selected.

Version A. Say, “ds you know, every card in
the deck represents a number. Of the court cards,
thejackis 11, the queen is 12, and the king is 13.
Thirteen is the unluckiest of all numbers. It'd be

very unlucky if the card you select in a moment
represents 13, so I'll eliminate that possibili

Openly spread rough the face up deck. Ouogall thekings.

form arow as yousay, “Goodjob. You've. divided
the deck into low, middle, and high value sets.”

‘Thespectator retains the appropriate piles as
theremaining 2 piles are discarded. Proceed as above
forthe 16 card handling.

Version B. Say, “We'll use the lucky sevens
as leaders in this effect.” Openly spread through a
face up deck, outjogging the sevens. Square the
sides of the deck. Remove the sevens as aunit and
table them face up in the center of the mat.

Perform the effect as above until the spectator
is handed the deck with his glimpsed selection (3 of
clubs) at the face.

Pick up the pile of sevens and separate them by
color, the pair with the color of the selection (black)
being tabledin a faceup pile on theleft, the remaining
pair tabled ina face uppile on theright.

“ arranged the deck (0 alternate by colo,

the kings. Proceed as above until the deck with the
glimpsed selection is handed to the spectator.

If the value of the selection is a 9, 10, jack or
queen say, “I'd earlier arranged the deck so the
values would rotate in sets from low to middle to
high. Lowvalues are ace through 4, middle values
are 5 through 8, and high values are 9 through
queen. You're now going to deal the deck into 3
piles to separate the value sets. Please deal a
card here, here, and here, then continue throughout
the deck.” From right o left, point to 3 spots. After
he’s done, label/force the piles from rightto left as
low, middleand high.

Ifthe value of the selection is an ace, 2,3, or4,
explain the arranged set order is from high to middle

0 low, and later label theright to lef piles as high,
middleand low.

If the value of the selection is 5, 6, 7 or 8,
proceedas above forahigh value card until explaining
how to deal the cards. Add, “Flease deal the cards
out as ifyou were dealing a 3 handed game ofcards, dealing a card here, here, and then here.
Continue throughout the deck.” Point toa position
on theright, the left, andthen to a position directly in
front of the spectator.

After he’s done, slide the pile in front of the
spectator into a position between the other 2 piles to

£9

red-black You'll now
separate the colors bydealing the deck into 2

piles. Please deal a card here, a card here and, go
backand forth.” [As above you'll mention the
selection’s quality 2, 1, 2%, then 1* when you
describe each division.] Point to a spot on the far
(spectator’s) side of the right hand pair of sevens,
and then to aspot on the far side of the left ‘hand pair
of sevens.

When he’s" done, label the piles as they
correspond to their leader piles. Add, “Please pick
up the pile which is the same color as your card.”
The 2% pile (left hand pile) is picked up. Tum the
right hand pair of sevens face down and drop them
onthe pilein front oft. Discard this pile.

Useboth hands to casually” slidethe remaining
pair of sevens apart, positioning them so the seven of
the samesuit as the selection is to the right while the
othersevenis to the left.

“I also arranged the cards to alternate by
suit within each color. The blacks alternate as

clubs-spades-clubs-spades. Please deal your
packet into 2 piles as before.”

When he’s done, again label the piles. Hepicks
up theappropriate one. Tum the lefthand seven face
down and drop it on thepile in front of it. Discard
this pile. Slide the remaining seven into the middle of
the mat.
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‘Thelayoutofthis 3* divisions gearedtojustify
the use of the remaining 7. “7 also arranged the
cards to alternate by range of value, between...”

Ifthe value is below 7 say,  . high and low,
High is above 7; low is below 7, and 7 is in the
middle. Please deal a card here, a card here, and
go back and forth.” Point toaspot on the near
side ofthe seven, then to a spot on the far sideof the
seven, forming a column of 3 cards.

If the value is above 7 say, *... low. and high.
Lowis below 7, high is above 7, and 7 is in the
middle. Please deal your packet into 2 piles as
before.” Point to a spot on the right of the: seven,
thentoaspot on the left of the seven, forming a row
of 3 cards.

‘When he’s done, again label the piles. Hepicks
up the appropriate one. Turn the seven face down
and drop ton the remaining pile. Discard this pile.

“Cards are either odd or even in value. [
had also arranged the cards to alternate in this
quality. Please deal a card here and here and
continue through the packet.” Point to a spot on
theright, then pointto aspot on the left,

Asaresultofall the divisions, the selection will
bein one of the following sets:

[ace,3,5) [2,46] [8,10,0] [9,4,K]

Once you're familiar with the effect, at any time
after glimpsing i ily

envision

in whichsettheselection will belong. Also determine
whether the selection is the low, middle, or| high value

ofits set.

If theselection’s value is a middle value (3,4,
jack or king) of its set silently point to each pileafter
the spectator’s last dealing and act confused, as if
you've forgotten how to label the piles,

“Without any leader card as a guide, I've
forgotten which is which. Let's try that last one
again.” Quickly place the right hand pile (the
selection is thebottom card of this) onto the left hand

pile. Have the spectator pick upthe pile. Point toa
spot ontheright and then the left labeling the spots
as odd and even, respectively. Have him discard
the rejected pile. The selection is now the middle
card of the remaining pile. Give the pile aspread in
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either direction.

Iftheselection’s value is not amiddie valueofits, afterthe spectators last dealing, label the piles
aloud as described in the paragraph above. Have
him discard the rejected pile. The selection is the
bottom card ofthe remaining ple.

Ifthe valueis alow value ace, 2,8, or 9) of a
set, give the pile a spread from right to left.

Ifthevalueis ahighvalue(S,6, queen, orking)
of aset, give the pile aspread from left to ight.

Summarize what has been done. “/arranged
the deck to alternate in several ways. I gave the
deck some special false shuffles that maintained
the arrangement.”

“You divided the cards in half and chose the
black cards. You divided the black cards in half
and chose the clubs. You divided the clubs in half
and chose the low clubs. You divided the low clubs
in half and chose the odd low clubs. Your choices
narrowed the deck down to 3 cards. From low to
‘high, they are the ace, 3, and 5 ofclubs. It just so
happens | arranged the cards from low to high."
Sweep yourindex finger across thespread from right
toleftas yousay “low to high”

“Place your finger on the card that
corresponds to your selection.” Place the 2
rejected cards aside. Ask the: spectator the name ofhis selection. Have him turn over the card.

Notes. Ifthe use of the sevens as leader cards
is viewed

, consider
beginning the effect by saying, “Sevens are usually
considered lucky. In this effect they are considered
unlucky, so they'll be eliminated. ” Openly remove

the sevens. Proceed without leader cards.
By always keeping track of the location of the

selection before each division, rote memory isn’t
needed to recall how to list the order within each
division.

‘This effectwas inspired by, butis entirely distinct
from, my Divide and Conjure! postedat the private
magician’s website, The Second Deal. An improved

version of D & Cis slated for publication in Peter
Duffie and Robin Robertson’s Card Conspiracy.
These were distantly triggered by Robert E. Neale’s
The Devil and His Disciple from Life, Death and
Other Card Tricks.

PRECISION DIVISION
Marty Kane

Ifirstmet Marty:
i

The Trapdoor. Usually, after he contributed
something, he would forward an update prior to
publication. And then another. And often, another.
‘These variations would usually arrive in themail (pre

il days) just after I had fini iting

up his

now “outdated” version. As the editor ofa magazine,
Ihave tosay that these improvements were met with
mixed emotions.

When collecting his material for this book, I
didn’t bother writing anything until just before

publication - for fear that he would come up with ye

another version or a further development.
i ith his material

ip
with

multiple variations. He suggested that [only include
‘my favorite version of each of his items. He thought
the additional versions would not be of interest to
anyone. Ididn’tentirely agree. Sothe compromise
in most cases is that you are going toread my favorite
versions (yes, plural) of each item that had multiples.si 5

facedown.” Acquire pinky

break below the

q
of clubs as you close the deck. Turn the deck face
down using sideto side actions, the pinky causing a
stepin thebreak. The pinky recovers the break.

“Here's a novel idea. Please select a care

flu
and returned to position. False shuffle the deck.

“Playing cards are either red or black. I'll
divide this exactly in half and begin to test my
luck.” Hold the deck in left hand dealing position.
Perform the first of 5 Reverse Faros. (For
description’s sake, i'll be assumed identical actions

for each Reverse Faro reused.) Outjog ll the cards

of the deck. Strip out the outjogged cards with the

right hand. Table theleft hand's section on the left
sideofthe mat. Table the right hand’s sectionto the
right of the 1* pile.

“Let's say all theseare...” Tum overthe top
card of the I* pile, revealing a red card. “...red.

{know
hei ight

now tinkering i

below coming up with additional variations.

Full Deck Version. Stack a deck such that the
1% card is red, the 2* card is a spade, the 4” card is
alow club, the 8" cardis the 8,9, or 10 of clubs, the
16™ card is the jack or king of clubs, and the 32
cardis the queen of clubs.

daiveita false shuffl

‘Tum the deck face up.
“This effect is based on a lot of luck. If I'm

lucky. and ifthe cards are lucky, by the end of the
effect, you'll be happy-go-lucky * As you're boring
the spectator with these words. casually overhand
shuffle the uppermost cards, ah /ays retuming them

to the face of the deck so as not to disturb the stack.

“It'd be very easy to look througha face up
deck and divide it based on colors, suits and other
visual cues.” As this is said, spread through what
appears to be a well-mixed deck.

“It'd be a lot harder to do when the deck is

That would m ll these ar Lifting it’s inner
end, slowly and sheep: turn over P
the 2% pile, revealing a spade. Actas if you were
lucky this card were black. *...black Was your
card red or black?” After the response, pick up
the 2% pile. Leave the top card face up.

“Blackcards are either spades or clubs. I'll
divide this in half and test my luck further.”
Perform a2™ Re

.

toits original position. Table theright hand’s packet
to theright of this.

Point to the spade pile and say, “Let's say all
these are spades. That would mean all these
are..." Sheepishly turn over the top card of the 3
pile, revealing alow club, as you breathe asigh of
relief. *...clubs. Was yourcard aspadeora club?”
Afterthe response, pick up the 3° pile.

“Suits can be divided into low values, ace
through 7, and high values, 8 through king. I'll
divide this and test my luck further.” Perform a
3% Reverse Faro, tabling the low club packet to its

71
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original position. Table theright hand's packet to the
rightofithis.

Point to the low club pile and say, “Ler s sayall these are low values. That means all these
are...” Sheepishly tun over the top card of the 4*
pile, revealing a high spot club, as you breath asighof relief and wipe the sweat of your brow with yourrighthand.“...high values. Was your card a low
value or a high value?" After the response, pick
up the 4% pile.

(For anastute spectator, after labeling the low
pile, you could say, *... low values, which means
there'd bel, 2,3, 4,5, 6, 7 cards here.” As you
count aloud, give the packet a spread towards
Jou, counting off the cards. Square the packet.
“That would leave 6 cards here.” Give the 4* pile
a spread towards you as you count them aloud,
confirming this. Square the pile, label it and then
sheepishly tum overits top card. [his spreading,
counting, and squaring procedure can be performed
for all of the tabling actions in the next steps 100.)

“High values can be divided into spot cards
- 8,9. 10 - and court cards ~ jack, queen, king.
I'll divide this in half and test my luck further.”
Perform a 4" Reverse Faro, tabling the high club
packettots origis

ition. Table the

packet to the right of this.
Point to the high club pile and say, “Lets sayall these are the high spot cards. That means allthese are the...” Sheepishly tum over the top card

ofthe 5* pile, revealing thejack/king of clubs. Breathe
asigh of relief, wipe the sweat off your brow with
your right hand, and grip the left side of your chest
with your left hand. *...court cards. Was your card
a high spot card or a court card?” After the
response, pick up the 5* pile,

“Court cards can be divided into male and
Semale. I'll divide this and test ny luck one last

time.” Perform a 5” Reverse Faro, tabling the jack/
king packet to ts original position. Table the right
hand's single card to the right of this.

“Okay, let's summarize. Yo chose a card,
The cards were divided in half. Yu didn’t choose
ared card.” Tum the top card of the I” pile face
down.

hand's

“You didn't choose aspade.” Tum thetop card

of the 2% pile face down and then place this pile onto
the 1# one.

“You didn’t choose a low club.” Turn the topcard of the 3* ple face down and then place this pile
onto the 1 one.

“You didn't choose a high spot club.” Turn
thetop card of the 4* pile face down and then place
this pile onto the 1 one.

“You didn’t choose a male court card,” Tum
the top card of the 5* pile face down and then place
this pile onto the 1¢ one.

“Just what the heck was the name of the
card you didchoose?” Afterthe response, grip the
table and gripyour chair as ifpreparing to faint,

“Please turn over the card.” The spectator
reveals theselection. Faint,

Notes. The plotis derived from my Divide and
Conjure! published atthe privatemagician’s website,

TSD, in October 2000. The mechanics of this effect
arebased on Lin Searles’ Moracle, which was based
on Karl Fulves’ Oracle, both published in
Pallbearer’s Review. The labeling of the lowrhigh
and then spovicourt divisions to subsequently isolate:
the queen was inspired by Peter Duffie’s excellent
marketed effect, Perjury.

Youmay vary

i

youwish tokeeptheright hands packet from alway
being selected.

k Version. Change the stack such that
the 8" card is the jack or king of clubs and the 16*
cardis the queen of clubs. Stack no cards after the
16" card.

Proceed as above until the deck has been
retumed toits stack following the notation of the
selection. Tablethe deck.

“To speed this effect up a bit, please cut the
deck in half.” (From 16 — 31 cards must be cut.)
Discard the bottom half of the deck.

Proceed as above, but substitute the following
after picking up the 3* ple (withthe low club face up
on 0p.) “Cards are either spot cards or court
cards. I'll divide this in half and test my luck
Jurther." Perform the 3 Reverse Faro, table the
packets, and ask, “Is your card a spot card or a
courteard?"” Pickupthe pile with the face up jack/
king on top, and proceed with the male/female court

if
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division. There is no 5 Reverse Faro.
Notes. The half deck version provides an

easier stack,
i d effect

than the full deck version. Itintroduces an element
ofrandomness when the deck is cutand involves the

deal a pile of cards, one card for each letter of the
nameof his selection as hesilendy spells his selection.
He di inder

of the deck.
“Please pick up the pile and divide it into 2

piles by dealing the cards back and forth.” Pointspectator further. to aspot on the right and then to a spot on the left.The iles can't be displ; having For description’s sake, ass heals starts tothe appropriate numbers of cards as in the full deck deal withacard to the ight.version. However, if the spectator cuts atleast 24
cards, the ‘court" pile will have 3 cards and the
subsequent ‘male court” pile will have 2 cards for

key displays.
‘Thanks to to Robin Robertson for simplifying

the 3” division labeling.
One way to complicate this (and the previous

version) is with an anti-climactic kicker. Atthe finale,
the 2* card from the top of the left to right packets
are cards originally from the 3%, 6%, 12%and
24" positions, respectively. Cards can be stacked
in those positions for another display in the
finale. Robin suggests having the remaining cards

ofthe Royal Flush inclubs appear. (He also suggests
using the more visually appealing spades suit from
thestart)

Robin suggests an altemative kicker. Finish the
effect with the revelation of the selection. Remove
the face up card from the top of the first 4 packets
and place each one face down undemeath each: packet
as if cleaning up the effect. Then add, “Bus / was
really planning to do a 4 ace trick. IfI only had
the 4 aces ...Oh, here they are * Have the 4 aces
prearranged for the kicker.

Quarter
DeckVersion. Stack thetop 12 cards

ofadeck as: low diamond, low spade, 5 X~cards, 3
of clubs, 3 X-cards, jack or king of clubs, rest of
deck. For the kicker ending variation, set all the x

cards as heart spot cards.
False shuffle the deck, ending the shuffle by

crimping the boitom card and then cutting the deck
inyourhands. Tum thedeck faceup. Spread through
itandclose it, obtaining apinky break below the 3 of

clubs. Tum the deck face down

and
ri

3
of clubs. Assemble the deck and cut it at the crimp,
sending the crimped card to the bottom of the deck
and the stack back on top.

Hand the deck to the spectator. Instruct him to

When he's done, say, “Cards are either red
orblack. Let's say these areall...” Tum overthe
top card of the left hand pile to reveal the diamond
and placeit face up on your side ofits pile. “...red.
That means these areal...” Tum over thetop card
of the right hand pile to reveal a spade and place it
face up on yourside ofits pile. “...black. Is your
card red or black? Okay, please pickup the black
pile and divideit into 2 piles by dealing the cards
back and forth.” Point to a spot to the right of
‘where the black pile had been, then tothe spot where
the black pile had been.

‘When he’s done, say, “Black cards are either
Spades or clubs. Let's say these are all spades.”
Point tothe 2 card pilein front of the face up spade.
“That means these are all...” Tum over the top
card of theright hand pile to reveal the jack/king of
clubs and place it face up on your side of is pile.
“...clubs. Is your card a spade or a club? Okay,
please pick up the club pile and divide it into 2
piles by dealing the cards back and forth.” Point
toaspot to theright of where the club pile had been,
then to the spot where the club pile had been. When
he’s done, there'll be arow of 4 face down piles. All
the piles except the right hand one will have a face up
leader cardin front of them.

“Cards are either court cards or spot cards.
Let's say this is a court card.” Pointto the | card
pilein front of the jack/king. “That means this is @

spotcard.” Pointto thesingle card on the right end
of the row. “Is your card a court card or a spot
card?”

After theresponse, say, “Let 's summarize. You
didn't che d.” Turn

the di dface
down and place it on theredpile. *Youdidn tchoose
aspade.” Tum thespade face down and place it on

the spade pile. “You didn't choose a court card.”
‘Tum the jack/king face down, place it on the court
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pile, and place this pile on the spade pile, Place this cards face down and place them on the discarded

thered pile. Place th
pile on the discarded deck.

“What was the name of your card? Please
turn the single card over,”

Forthekicker ending, pointto each leader card
and say, “Let's summarize. You didn't choose ared card. You didn’t choose a spade. You didn't
choose a court card.” Place the red card on the
spade. Place these 2 on the court card. Tum these?

deck. Sweep the 2 middle pil

pile onthe
leftend.

After theselection is named and turned over,
say, “You may suspect the cards had been
prearranged to force you to select aclub spot card.
You may even suspect those remaining cards are
all club spot cards to ensure you'd select a club
spot card. Please turn them over.” The 8 heart
spot cards will berevealed.

PROGRESSIVE CARD MAGIC
Marty Kane

AsThave said many times, my feelings toward
Marty's magicare best illustrated bythe amount ofit
that Ihavepublished. Marty has saidof the: following
thatit, “entails a complex setup, detailed directions
to remember, and plenty of spectator deal/mixes to
slow things down.” Further, itis “direction-rich.”
(Perhaps it's best that he pursued psychiatry rather
thansay, marketing.)

With the disclaimer you have just read, youread
furtherat your ownrisk. Afterall, youmay soon find

yourselfstacking a complex amrangement, memorizing
directions, and directing a spectator to deal/mix to
his heart's content.

While I don't disagree with Marty's individual
criticisms (it does contain five reverse faros!) I also
think this is one of his many effects that demonstrate
his ability to usepatter to both highlight the right parts
ofthe trick whilesimultaneously hiding the “wrong
parts. In the balance, I like the result,

Prearangement. Have aroyal flush in hearts
(in no particular sequence) occupy the 1%, 2%, 6,

9%, and 11 positions from the top of adeck of cards,
Have a royal flush in spades (in no particular
sequence) occupy the 3%, 4% 5% 7% and 10"
positions. Have ajoker occupy the 8® position.

Phase 1. Shuffle the deck, maintaining thetop
stock. Table the deck.

“Inorderfor you to demonstrate the cutting
edge of card trick technology, please cut about
‘half the deck, turn your cut portion face up, and

Place it on top of the deck."
Oncethis is done, say, “Tofiurther demonstrate

the cutting edge of card trick technology, please
cut off a larger portion this time, turn your cut
portion face up, and place it on top of the deck.
Good job. Let's first take a look at the cards
above your cuts.”

Pick upthe deck. Spread offthe face up cards,
saying, “Youdidn’tcut into these cards, 50 we won't
usethem.”” Tum them face down and place them under

the deck.
After this Ed Balducci Cut Deeper Force, say,

“Most card tricks you ‘ve seen are old-fashioned.
This is the most progressive card trick you ve ever

seen. It utilizes the most progressive technology
available for a card trick. It incorporates the most
progressive innovations in magic. Let me spell
out the take-home message about this card trick:
itis progressive.”

Now spell “P-R-0-G-R-E-S-S-I-V-E" aloud,
as you deal cards into apile, one card for each letter,
Discard the deck.

“Please pickup the packet and deal the cards
out as ifyou and I were playing a game. Start
with a card to me.”

“Good job. To mix up the cards, please puYour pile on mine, pick up the packet and deal the
cards out again like you did before. When you're
done, drop your packet on mine again.”

When thespectator has completed this deal mix,
«
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offer to lethirm complete as many moredeal mixes as
he wishes. When these are all done and thereis just
one pile, say, “Let's just see how progressive this
tricks.”

‘You will be directing the spectator to deal arow
of 4 piles from right to left across the mat. Pointtoa

spotontherightend of the mar. “Please deal one
carddown here..." Pointto a spot to the left of the
first spot. *...then deal 2 cards into a pile here...
Point to a spot to the left of the first two spots.
“...then deal 3 cards into a pile here...” Pointtoa

spot to the left of the first three spots. “...and then
deal 4 cards into a pile here. 1 told you it's
progressive.” All cards must be reverse counted.
There will beasingle card remaining n the spectator's
hand after the piles have been dealt.

“The card remaining in your hand is actually
a magic wand. Please touch yowr wand to
the tops of the 4 piles you laid out and then lay
your wand face down near you. Good. Now,
please turn over the top cardof each pile in the
row.”

‘There will be 4 out of 5 royal flush cards on
display. “You're missing just one card for an
excellent poker hand. I wonder what card could
be your magic wand? Please turnit over.” The
‘missing heart ofthe royal flush will be revealed

Phase 2. Yourleft hand picks up the top card
ofthe 4” pile dealt as your right hand picks up the
single card comprising the 1° pile. Place these face
up cards on the face up magic wand card. Now
your left hand picks up the top card ofthe 3* pile
dealt as the right hand picks up the top card of the.

2*piledealt. Place theseface up cards on themagic
wand pile. Pick up the magic wand pile, tumit face
down andtable it out of play. Your lefthand picks
up the remainder of the 4" pile as your right hand
picks up the remainder of the 2 pile dealt. Drop
these n either order onto the middle pile. Thejoker
should be the bottom card of this combined 6 card
packet.

“This progressive magic can work
forward..." Gesture with a hand across the mat from

right to left. ™...or reverse.” Gesture from left to
right. “You did it forward before and you'll
demonstrate reverse in a moment. But first,

please pickup the packet and again deal the cards
out as if we were playing a game. When you're
done, put your pile onto mine. You can then deal
the cards out again like this as many times as you
wish.”

Silently count the number of deal mixes
performed. The spectator will stop when there is
justone pile. Say, “Let's just see how progressive
this trick is.” You'll now be capitalizing on the
ambiguity of ‘reverse.’

If the number of deal mixes counted is an
even number, point to the left side of the mat and
say, “Please deal one cardhere, then deal two
cards into a pile here, and then 3 cards into a pile
here.”

If the number of deal mixes counted is an odd
number, point to the left side of the mat and say,
“Please deal 3 cards into a pile here, then deal 2
cards into apile here, and then dea! | card here."
Inboth instances, point to an imaginary row across
the mat from left to right. Have the cards dealt out.

“The single card of the row is your magic
wand. Please pick it up, touch t to the other piles,

and layit face down near you. Then turn those
piles over and'spread them.” Aroyal flush in spades
will berevealed.

“You've just revealed the highest ranking
hand in poker. Evenifyou had a wild card, even
the wildest of all wild cards, it couldn't improve
your hand. | wonder what card could be your
magic wand? Please turn it over.” Thejoker will
berevealed.

Notes. The inspiration for this was Peter
Duffie’s Heavyweight from 21 Card Tricks.

A previously chosen selection can besubstituted
for the joker. An easy way to accomplish this is by
spreading cards for a selection below the stock.
When squaring the spread, acquire a Tilt break below

the 7" card. Insert theselection into the Tilt break
and begin the effect.
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MODERN DAY MORACLE
Marty Kane

‘This was the first trick of Marty’s thatI found
myself performing on a regular basis. I prefer the
first presentation - because that’s the one I committed
tomemory - and you can't always teach an old dog
new tricks.

The four aces are secretly retained on top of
the deckafteraprevious effect orsecretly culledthere.
Double cut the bottom card to the top. r initially cull
the aces to 2nd, 3rd, 4th and Sth positions.) Crimp
the inner right comer of the bottom card of the deck.

Overhandshuffle3 cards singly into theleft hand
and toss balance of the pack on top of these.
Overhandshuffle 1 card and toss the balance of the
pack ontopof these. Overhand shuffled cards singly
and toss the balance of the pack atop these, The
aces arenow the Ist, 2nd, 4th, and 8th cards below
the crimped card. Perform a false shuffle, keeping
the bottom 9 cards intact. The deck is now set to
begin theeffect,

Spread the deck for the removal of a selection,
In closing the spread, acquire left inky break under
the 7th card from the top. This could be achieved by
injogging the 8th card spread and pushing down on it
from above by the right thumb when closing the
spread, or by having the right thespread
‘maintain contact on the face of the 7th. <cardand guiding
the card to form the pinky break when closing the
spread. Double cut the 7 cards above the break to
the bottom.

‘Thespectatorplaces the selection on top ofthe
deck and cuts the deck several times.

Say, “In a moment I'll ask vou to lift some
cards up from the top of the decklike this and
and the ." while lifting

all cards above and

including the crimped card with the righthand. After
the spectator acknowledges understanding, table
these on the leftside of the mat and putthe remaining
tabled cards onto them while saying, “He Ul start with

the deckon this sidefor reasons that will become
apparent.”

Say, “I've been struggling with a math
problem I've not been able to solve. 1 think you
can assist me with it. The problem is easily
illustrated with playing cards. Please hand me
about half the cards.” Afteryou'regiven these (16
=31) cards, say, “If this is half the deck; there's a
30% chance your card is in this packet. Let's cut
those odds exactly in half by removing exactly
half the cards. This is one way to quickly remove
exactly half the cards.” Perform a Reverse Faro,

outjogging card

ions. Square
the sides of the spread. Strip out and retain the
outjogged cards. Discard the remaining cards onto
the top of the deck.

“There's now a 25% chance your card is in
this packet. Let's cut those odds exactly in half.”
Perform a 2nd Reverse Faro, and table the discards
asapileto theright of the lstpile.

“There's nowa 12 1/2% chance your card is
in this packet. Let's cut those odds exactly in
half.” Perform a 3rd Reverse Faro, and table the
discards as a pile to the right of the 2 piles.

“There's nowa6 1/4% chance your card is
in this packet [of 2 or 3 cards.) Let's cut those
odds exactly in half." Perform a 4th Reverse Faro,nd table the di ile toh ofthe
piles.

“There's now a 3 1/8% chance your cardisin this packet, “with tongue in cheek, flicking the|cardyou'linow beholding, emphasizingits singularity.
“Remember, when you gave me half the

cards, you could have cut anywhere near the
mide. By the way, what was your card?" After
it's named, slowly tum over the card you hold,
revealing x

“I calculated the very low odds of that
occurring. What I've been struggling to do is
calculate the oddsof that which occurs when you
turn over the top card of each packet,” Motion
forhim to tum over thetop card of each packet. The
4 aces will be revealed.
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Verbal Variation. Begin with the deck pre-set
asabove. Say, “I'd like you to select acard which

I'll use to demonstrate a very special kind of
shuffle.” Spread the deck for a selection and
progress as above to where you've just cut and tabled

the deck onto the left side of th: mat.
“So that this doesn’t take too long, please

lift off and hand me between 15 and 30 cards.”
After you're given these, begin a Reverse Faro,
saying, “This special shuffle is called the A-C-E
Shuffle. The A-C-E stands for ‘Alternating Card
Elimination." Notice how alternating cards are
eliminated.”

During the shorter 2nd Reverse Faro, say,
“Once more, the A-C-E Shuffle. Altemating cards
eliminated.”

During the even shorter 3rd Reverse Faro, say,
“Again, the A-C-E Shuffle.”

Perform the 4th Reverse Faro, saying,
“Remember, the cards you gave me could have
numbered anywhere between 15 and 30. Let me
now show you whythe A-C-E Shuffle is so special,
What was your card?”

Takeapeek at thecard you re holding and feign
restrained failure. Mutter, “The A-C-E could also
stand for...'d Crummy Ending.” [or ‘Another
Crappy Effect’ or *A Costly Error."] Ask again,
“What did you say your card was?"

called the A-C-E Shuffle. The A-C-E in A-C-E
Shuffle stands for several things. Here it stands

Jor ‘Automatic Center Establishment.” Notice
how the shuffle establishes which card is in the
center.”The face up jack will have been seen to
maintain its central location throughout the
eliminations. [This works only for packets numbering

3,7, 15,and 31 cards. It is the Klondike Shuffle
which always establishes the central card(s).]

Drop the jack face down onto the deck. False
shuffle the deck, keeping the bottom 9 cards intact,

Begin as in the original with theremoval of a
selection and progress to your cutting and tabling the

deck.
After you've been handed the packet of cards,

silently estimate its size. Say, “Your selection may
already be centrally located in this packet. 1 can
perform the A-C-E Shuffle on this sized packet to
confirm this or we can give the A-C-E Shuffle a
real test and...

[Ifthe number of cards in the packet is close to
15)... add a few cards to it first. What's your

choice?” Ifthe choice is made to add cards, have
the spectator “lift up fo half a dozen or so cards™
from the deck and drop them into your empty hand.

Drop the first packet onto this second packet.
[Ifthe number of cards in the packet is close to

30insize)... removeafew cardsfrom tfirst. What's
Tum over your card, revealing th ion.

Pause and say, “There's one lust thing A-C-E can
stand for. Please turn over the top card of each
packet.” The 4 aces are revealed.

Version 2. This phase is inserted before a
progressively tongue-in-cheek version of Variation |

is begun.

“Let me demonstrate a very special kind of
shuffle.” Deal the top card of the pre-set deck, say
ajack, face up. Countaloud while you deal a face

down pile of 7 cards on one ide of the jack. Count
aloud while you deal a face down pile of 7 cards on
the other side ofthe jack. Drop the jack face up
onto either pile. Drop the 7 carc pile onto the 8 card
pile, saying, “Notice that the jack is being placed
in the exact center of this pile.”

Perform aseries of 3 Reverse Faros, dropping
all discards onto the decktop, as you say, “This is

Your choice?” If .

have thespectator “saystop” whileyou slowly riffle
theouter left comer of the packet with your left thumb,

beginning therifflearound the 16th card. Removeall
cards below the thumb break and drop them onto
the deck.

Perform the st Reverse Faro, saying and
showing how A-C-E also stands for * Alternating
Card Elimination.” During the 2nd Reverse Faro,
say and show how A-C-E also stands for ‘Adjacent
Card Extraction.” During the 3rd Reverse Faro, say
and show how A-C-E also stands for *

Adjoining Card
Extrication.”

During the 4th Reverse Faro, say, “At this point
you're probably thinking that A-C-E stands for
‘Annoyingly Contrived Exercise,’ or maybe
‘Asinine Confusing Explanations,” or the ever

popular ‘Acronyms Can't Entertain." But, let me

2»



SEMI-AUTOMATIC CARD TRICKS, VOLUME 4

say, that ifthis final card I'm holding happens tobe your selection, then A-C-E also stands Jor
‘Amazingly Clever Effect,"

Peek, feign failure, say A-C-E also stands for
*A Crummy Ending,’ reveal the selection, and then
show what A-C-E really stands for as the aces are
revealed.

Notes. This is based on Lin Searles’ Moracle
from theJuly 1971 issue of The Pallbearers Review.
Moracle was based on Karl Fulves’ Oracle from
the November 1970 issue of The Pallbearers
Review,

Evenifall theabove plots are unappealing, there
may besome appeal over previous methods for the
steps used to pre-set the deck. The development of
thesesteps triggered the remainder of the write-up.

Leftovers. These are presentations (and asetup)
for Lin Searles’ Moracle which used a. prediction
rather thanaselection. Thelatterpoint, whilerelevant,
would nothave justified its inclusion here. The fact
that Marty has simplified the setup, and provided three

fons, and converted from ictionto a

thy of
anaudience.

Mora-Cull. I'ma big fan of tricks that you can
start with a borrowed shuffled pack. For that reason,
I'm going to add my setup for this effect to Marty's.

Thegoal is tostart with a shuffled pack and end with
the aces inpositions 1,2,4,and8 fom the top of the
pack. This requires sleight of hand, but tis between
tricks where there is little if any heat.

Spread the cards from your left hand to your
right. Cull the first ace that you come to behind
the spread. Continue spreading until you come
to the second ace. Count three cards past the
second ace and reinsert the first culled ace at that
point (behind the third card). Spread one more card
behind the reinserted ace and cut the; pack. Atthis
point, you have an ace second from the top (back)
ofthe pack and another ace six cards from the top.Start spreading from the front of the pack in search
of the remaining two aces. Cull both of them out
when you come to them and send them to the back
(top) ofthe pack. Square the cards and give them a
quick falseoverhand shuffleretaining the top eight

cards.
‘The entire process takes about ten seconds and

can be done under cover ofremoving a joker.
Breakingtheculling action

i ions dk

add any heattothep.In fact, it emulates the
way thatsomelaymen would searchfora card. That
is, search through the front half of the pack, and then
move those cards out of the way(to the back half)
sothey can search the remaining cards.

FRAPS ON CRAPS
Marty Kane

Assume spectators Ricky, Jay, Ed, and Marlo
faceyou fromrightto left respectively. Four pairs of
dice aretabled. Have Ricky shufflea deck of cards,

“There's a magician named Thomas Fraps
who s alsoa professional gambler. He's sogood
he's been banned from playing in his favorite
casino. However, he sneaks in there by wearing
adisguise. Once a week, on Monday nights [name
the current night], every Monday night of theyear,
he gains entrance and plays craps. He's able to
consistently sneak in because he changes his
disguise each week”

“Let's pretend this is his favorite casino,

complete with four craps tables, and the four of
You are crapshooters. Thomas should be here
tonight. If each of vou play for high stakes at
different tables, maybe we can lure him out of
hiding.”

During this patter, try and glimpse the bottom
card of the deck Ricky is shuffling, Ask him to set
thedeck asideafter the glimpse. Ifyouaren'tableto
glimpsethe card, then before the deck is tabled, say,
“Ricky, please hand me the deck. Will each of

You now pick up any 2 dice?” During this
distraction, glimpse the bottom card of the deck and

setthe deck aside.

CESHRINK-WRAPPED CARD MAGIC

“Okay. We will use your first roll of the dice
to try to draw Thomas out. I don't want to see
what your roll is just yet. When I turn my back,
Ricky, roll your dice, place them here [point to the
right edge of the mat at about themiddle] and cover
them with your hand. Then Jay, please roll your

dice, place them here [point to aspot to the left of
the first one] and cover them with your hand. Ed
and Marlo, you'll roll your dice, place them here
and here [point to a spot to the left of the first 2
and to a spot on the left edge of the mat], and
cover them.”

Turn your back. When told they are done, tum
around to face them and say, “I'vebeen tracking
Thomas for precisely one year. and I've finally
figured out the pattern to his disguises. Ill write
down the disguise I predict he'd be wearing if he
were here tonight.”

On apiece of paper, write down the name of
the card you'd glimpsed. Fold up and set the
prediction paper to the side.

Pick up the deck. Ask, “Ricky, did you rolla
12? An 11? A 10?..." With each number named,

deal a card face down, forming a pile in front of
Ricky’s hand. Atan affirmative response, stop the
dealing and have the spectator take his hand off the
dice. Comment on his roll as it relates 10 a craps
game.

procedure with each of the remaining 3 spectators.
There will be 4 piles of cards in a row, each pile
corresponding to the pair of dice behind it. You are
still holding thetalon of the deck.

Ask, "Did any of vou see Thomas come out
of hiding? No? Well. that's because he's in
disguise. He's got a different disguise for every
week of the year. He has 52 disguises. You may

not besurprisedto learn he's always disguised as
one of the playing cards in a deck. Ifhe’s here
tonight, he'd be somewhere in the

middle...of ..the...deck.”
On ‘middle,’ drop the talon onto the first pile

dealt. On “of,” drop the combined pile onto the
adjacent pile. On ‘the,’ drop the combined pile onto

the adjacent pile. On deck,” drop the combined
pile onto the last pile dealt.

“Where exactly in the deck do you think he
is? Let's turn the tables on him and magically
locate him. Will someone please add up the values
of the 8 dice you rolled?” Have someone add up
the values and announce the sum.

Say, “Good job. Now, will someone please
pick up the deck and deala pile of cards equal in
number to the sum of the dice?"

After this is done, say, “Nice going. It so
happens I've tracked Thomas the past 51 weeks.

Because he wears a different disguise every week.
and because he never wears a disguise more than
onceper year, I knew which disguise he'd be
wearing tonight ifhe were here. Will one ofvou
please unfold the paper and announce what I'd
predicted?”

After the announcement, have someone tum
over the top card of the tabled pile. The card will
‘match the prediction.

Notes. This is a variation of the Allerchrist
Card Trick from Scarne on Card Tricks.

If 4 pairs of mini-dice were available, each
spectator thecardca dice

cup

and

you wouldn't haveto tum your back at ail. Each
spectator would sequentially drop their dice into the
case, shake the case, tum it over onto the mat, and

place their handover the dice while they lift the case
away without you seeing the dice.

Raj Madhok also suggests you might want to

use invisible dice,” allowing the spectators to write

the numbers representing the value of theirtoss. Thus,

there would be no props other than the cards - and
of course the pen and much larger pad of paper he
has now forced you to lug around.
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DREAM TEAM SCHEME
Marty Kane

Tell 3 spectators, “The mathematician, the
gambler, and the mentalist all calculate

probabilities in their line of work. Who is the most
skilled at this? You'll help answer this question
by becoming one of these experts in a little
competition.”

Look at the spectator on the left, “You look
pretty brainy. You'll represent the mathematician.
You'll be Einstein. That's E-I-V-S-T-E-I-N."
Deal one card for each letter spell=d into a pile in
front of Einstein.

Look at the spectator in the middle. “You look
prettyshiftv. You'll represent the gambler. You'll
be Pete Rose [or Al Capone]. That's P-E-
R-0-S-E.” Deal one cardfor each letter spelled
into apile in front of Pete Rose.

Look at the spectator on the right. “You look
pretty intuitive. You'll represent the mentalist.
You'll be Max Maven. That's M-A-X-M-A-V-E-
NN." Deal one card for each letter spelled intoapile
in front of Max. Table the deckto the left of the 3
pilerow. Each pile has § cards.

“It’s time to begin. Please lift a portion of
your pile and memorize the card at the bottom of
the portion you've raised. Einstein, please drop
Your portion on the deck. Pete, please drop your
portion on Einstein's remaining cards. Max,
Please drop your portion on Pete's remaining
cards.”

After this is done, continue, “Max, pleaseplace
the pile in front of you onto the pile in front of
Pete. Good! Now, Pete, please place the pile in

front of you onto the pile in front of Einstein.
Great! Einstein, please place the pile in front of
you onto the deck.”

The selections are nowthe 8, 16", and 24"
cards of the deck, thanks to Gene Finnell's Free Cut
Principle. ie deck.

“We'll now test your skills. To save time,
we'll use about half the deck.” “Casually” pick up
thetopportion ofthe deck, lifting frorn 24 to 31 cards.

Address Einstein, “One of you may now be
thinking, ‘I don't need a damn slide rule to
calculate that the probability my cardis in that
packet is 50%." Well, that’s was too easy to figure
out. so I'll test you further and divide this packet
in half.”

Perform a Reverse Faro: outjog all the cards at
even numbered positions, square the sides of the
spread, strip outand retain the outjogged cards. Add

the remaining cards onto the deck.

Address Pete, “One of you may now be
thinking, 'I'd bet against anyone -except myself -
that the probability my card is in that packet is
25%." Well, that was too easy (0 figure out, so I'll
test you further and divide this packet in half
again.” Perform a 2nd Reverse Faro, adding the
remaining cards onto the deck.

Address Max, “One of you may now be
thinking, ‘I don’t have to be a mindreader to
calculate that the probability my card is in that
packet is 12%:%." Well, that was too easy to figure
out, 50 I'll test you further and divide this packet
in half again.” Perform a 3rd Reverse Faro, adding
the remaining cards onto the deck.

“One of you may now be thinking, ‘it's
easyto calculate that the probability my card is
in that packet is 6%%."" Centrally table this 3-
card packet.

“If any one of vou can calculate the
probabilities of these next outcomes, you'll be
commissioned as the Statistician-Magician-of-
this-whole-competition. Max, what was the name
of vour card? Please remove the top card of the
pile and turn it over.”

Max's selection will be revealed. Have Pete
‘name his selection and remove the top card of the
pileto reveal his selection. Have Einstein name hiselecti

his selection.

Notes. Ifyou trust the skill of Einstein, you
could ask him to cut the deck exactly in the middle

ant
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ithinthe 241031 dividing i

usingaR
d h ivi

halves by dealing
assembled could be omitted. bho becphar itinto 2 piles.
of the deck (or have Einstei ‘This will beaabri iption.

Proceed asin
a 100% chance the selections arein this section
because only the top half of the deck was used for
the 3 piles. Continue as above. Afterthe3 Reverse
Fidos,thedvicioa va si
to 12Y% rather than 6%%.

Ifyoufeel the same hand retaining the outjogged
cards after each Reverse Faro hints towards the
mechanics of the effect, consider varying the hand

which strips out the outjogged cards. Or, consider
sometimes outjogging all the cards located at odd
numbered rather than even numbered positions for
one of the Reverse Faros.

Raj Madhok suggests asking “relevent”
questions before each strip out. For example,
“Einstein, areyou right brain or left brain
dominant?” Or, “Pete, do vou prefer using a
bookie or placing your own bets?” Or, “Max,
where do you getyour hair done?” Always respond
‘with “Great! and then discard whichever section you
need to. “We'll use these.”

Ifyou wish to use aname different than those
suggested, and if the name wereXletters less [or
more] than § letters, designate the spectator on the
right end for that name. After the deck is assembled,
double cut X amount of cards from bottom to top
[or from toptobottom]. For example, you may wish
to use KRESKIN (7 letters) instead of MAX
MAVEN as the mentalist, as laymen may be more
familiar with that name.

To eliminate the 24 to 31 card restriction, use 3
packets of 16 cards, provided you can find suitable
names that eachspell with 16 letters. The entire deck

is then given a Reverse Faro to start the 14 of 4
Reverse Faros. (This would also work with 6
packets of 8 cards.)

AlternateVersion. Instead of the magician

the original until the top portion of the deck is cut off.
‘Table this portion in front of Einstein.

“Einstein, I'm sure you ‘ve calculated theres
50; your card is in this pile. You'll now
divide those odds in half by dealing the cards back
and forth into 2 piles.”

When he’s finished, say, “Let's eliminate one
of these.” Discard the pile that was dealt the first
card andslide the remaining pile in front of Pete.

“Pete, I'm sure you've calculated there's a
25% chance your card is in this pile. You'll now
divide those odds in half by dealing the cards into
2 piles.” Havehim doso.

When he’s finished, say, “Let's eliminate one
of these.” Discard the pile that was dealt the last
cardand slide the remaining pile in front of Max.

“Max, I'm sure you've calculated there's a
124% chance your card is in thispile. You'll now
divide those odds in half by dealing the cards into
2 piles.” Havehim do so.

When he’s finished, say, “/'msure one of vou
has calculated there's a 6%%chance your card is
in each ofthese piles. Let's eliminate one of
these." Discard the pile that was dealt the first card.

Conclude the effect as above, but reverse the
order of thespectators when you ask them to name
and reveal their selections.

Leftovers. You can tinker withthe names and
the categories. For example, you could build the
‘patter around amime, amagician, and aclown. The
7-letter names to accompany these categories might

be (Marcel) Marceau, Houdini, and Clinton. Or, you
could use a mathematician, gambler, and an
accountant using Einstein, Pete Rose, and Anderson

(of therecent Enron scandal). You can change these
as often as you wish to make the effect topical.
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SINGLE DECKER SPELL CHECKER

Marty Kane
f i

ontopof
adeck from acethrough king with theking 13from
the top. Now remove the 4 and insert it 13* from
thetop. Introduce and false shuffle the deck.

Say, “You probably know most word
processors have a mechanism built into them
called a spell checker. This pack of cards has a
similar mechanism built into it. It's called a. Single
Decker Spell Checker. I'll demonstrate how it
works, right after you select a curd. Please tell
me to stop at any time.”

Dribble the cards slowly from one hand to the
other. Have a card selected before the stack is
reached. After theremoval of the selection, dribble
off the remaining cards. Square up the deck,
obtaining a Tilt break under the 3card.

“Please return the card to me and I'll, place
it near the middle.”

Retrieve theselection and insert it into the Tilt
break. Lose the break.

The first demonstration ofthe Single Decker
Spell Checker will use 9 cards.”

Starting at the middle of the right edgeof the
‘mat, deal arow of non-overlapping cards from right
toleft. (All dealing, spelling, counting, and tapping of

cards will be from right to left.) As you deal, spell
aloud N-I-N-E-C-A-R-D-S, one letter for each
card.

“That's 9 cards, isn't it?" You've
simultaneously spelled and dealt 9 cards: Pause to

“Ho ill there be if2 are added
fo these?" Deal a 12* and 13" card tothe row.
Setthedeck aside.

Tap each card as you spell aloud T-H-I-R-T-
E-E-N-C-A-R-D-S. “That's 13 cards, isn't it?
Let me check.” Turn over the last card dealt to
reveal aking.

Point to the 9, thejack, and then the face down
card between them, saying, “We kotow this is the 9
card of the row and this is the 1 1 card ofthe row,
50 what number cardin the rowis this? Right.
And what card do you think it is?"

‘Tap each card as you spell aloud T-E-N-O-F-
-B-S. Tum over the last card tapped to reveal

the 10 of clubs.

Point to the jack, the king, and then the face
down card between them, saying, “We know this is

the 11" card of the row and this is the 13" card of
the row, so what number card in the row is this?
Right. And what card do you think it is?”

‘Tap each card as you spell aloud Q-U-E-E-N-
O-F-C-L-U-B-S. Tum over the last card tapped to
reveal the queen of clubs.

“You're probably wondering why your own
packof cards doesn't have the Single Decker Spell
Checker. It was never installed in any pack except
this one, because of a glitch in the program that
couldn't be corrected. It’s the famous Homonym
Glitch. To demonstrate this Glitch, I'll. show you
how it spells 8 cards.”

T:spectator ds thi ty

‘before proceeding with the next curiosities.
“Here's away to check." Tum over the last

card dealt toreveala9.
“How many cards will there be if2 are added

to these?”
Deal a 10” and 11* card to the tow. Now

tap each card as you spell aloud
E-L-E-V-E-N-C-A-R-D-S.
“That's 11 cards, isn't it? Let me check.”

Tum over the last card dealt toreveal a jack,

ip
each card as you spell aloud A-T-E-C-A-

R-D-S. Pausea beat between the E and the C. Tum
over the last card tapped to reveal the 8.

“What card do you think is seventh?"
Tap each card as youspell aloud S-E-V-E-N-

T-H. Tum over the last card tapped toreveal the 7.
“What remains face down is a sextet,”

Tap each card as you spell aloud S-E-X-T-E-
T. Turn over the last card tapped to reveal the 6.

“What card do you think is fifth?"
Tap each card as you spell aloud F-I-F-T-H.
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‘Tum over the last. tareveal the 5.

“How many cards remain face down?"
Tap each card as you spell aloud F-O-U-R.

Don't turn over the 4" card.
“Apparently the number four” spells with

1-2-3-4 letters.”
Turn over theace,2, and 3 on the 1-2-3 count

and tap the 4" card on the count of 4. Keep your
hand on the 4% card. Act triumphant.

“And wasn't the card youselected when we

first began the 4 of clubs? No?” Act
disappointed.

“What was the name of ) our card?”
Tum over the card to revel the selection.
If, and only if, the spectator asks about

the location of the 4 of clubs, snap your fingers over

the deck and

it
tumover thetop

Note. Fora selection-free, sleight-free
variation, begin with the clubs in numeric order.

Displacethe 5 to the 13* position from the top. Insert
the joker 5* from the top.

After revealing S-E-X-T-E-T, drop your hand
on the first 4 cards and ask how many are there.
Reveal F-O-U-R and 1-2-3-4. Ask what card is
fifth and spell F-I-F-T-H. Shift your hand to the
deck, snap your fingers, and tum over the top card
toreveal the S.

Ask, “What card do you now guess is fifth?
Just give a wild guess - a wild, wild, wild guess.”

Tap each card as you spell aloud J-O-K-E-R.
Have the spectator reveal it.

THE ANNA GRAHAM SCAM
Marty Kane

Preparation. Remove thé clubs from a red
backed deck. Arrange them numerically ina face up

pile from ace at the rear to king at the face. Tum the
packet face down and tableit with a narrow end
towards you. With a thick black marker, print the
letter T on the top card. Position the letter in the
middle of theright long edge of the card, but avoid

in. Thesizeof the letter

build a face up packet as you did before, Hence the
ace and the 6 will be the only cards with just one
letter on their backs. All other cards will have 2

letters, one letter oriented towards you on one edge
and one letter oriented towards the audience on the

inch byan inch. Set the card aside face up, using side
to side actions in doing so. (All tumovers inthis effect

aresideto side except the two stated otherwise.)

other edge.
After you've completed the printing and the

setting of the by oneintoa Ip ps ’

rearrange the order of the cards as: jack, 2,ace, 10,

9,4,7, queen, king, 5, 3,8, and 6; jack is at the rear
and 6 isat the face.

Print the letter W imilar; and:

on the back of the top card of the packet. Set this

card faceup onto the ace. Continue in this manner,
one letter to a card. Ycu will spell out
TWELVEPLUSONE.

Tum the packet face down using an endfor
end action. Thelett

w
on the left edges of

the cards and are oriented towards the audience.
You'll now print the phrase THIRTEENCARDS, in
aninchby ized letter

per card, in the mi

theright long edge of each card. However, donot
print the T on the top card or the E on the sixth card;

simply tun these 1 and 6* cards face up as you

evenly into the

face up talon but don’t allow anyof the clubs to fall
‘within the half dozen of the rearmost cards.

Now remove the diamonds and go through all
the above with them.

Tum the deck face down and case it.

k. Removeit
face down from the casein sucha way thatthe E on
the back of the 6 of clubs (and diamonds) could be
read by the audience if cards were
spread to the [eft

Give the top half dozen cards an idle spread
and square them. Turn the deck face up, asking,
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“Wouldyou like to use some black cards or. somered cards for this effect?”

Outjog the clubs if black is selected, diamonds
if red is selected. Square the deck. Strip the
outjogged cards from the deck, maintaining the
orientation of the letters in doing so. Turn the deck

face down and table it.
“Thad a whimsical first grade teacher named

Miss Graham. I remember herwell, because that
year budget cuts reduced the number ofhours the
school would be open. So, on the first day ofclass,
She decided to combine both math and spelling
into one lesson, She brought out a deck of cards
like this one, removed a suit of cards and said,
‘I'llstart with 9 cards.”

Deal a face up right to left spread across the
middle of the mat, one card for each letter as you
spell aloud N-I-N-E-C-A-R-D-S. Look upatthe
spectator, who will hopefully be: amused that you've

spelled and actually dealt 9 cards. Square the spread
‘with your free hand.

“Miss Graham then said, ‘Now, class, I'll
demonstrate addition. Onto these 9 cards we'll
add 4.”

Onto your side of the mat, deal a face up right
to left spread, one card for each letter as you spell
aloud F-O-U-R. Look upat the spectator, who will
‘hopefully beamused that you’ vespelled and actually

dealt 4. Square the spreadand drop it onto the larger
packet.

“Miss Graham continued, ‘Class, I've shown
you that 9 plus 4 add to 13. I'll now show you

“Now, class, let me show you what numeric
order means.”

Remove the ace from the spread and place it
face up onto your palm. Continue building afaceup
packet numerically to the king.

“Okay, I'll now show you. something else that
adds t0 13.”

Tum the packet face down and give it a
ribbon spread. The spectators will read
TWELVEPLUSONE along the edges of the cards,

“By the way, class, my nameis Anna... Anna
Graham.” Square the spread, pick up the packet,

and tum it face up,
“Okay class, now I'll demonstrate

subtraction.”
Spread through the packet, outjogging the6 and

the ace. Square the packet. Strip out the 2 cards,
giving them a 180 degree turn in doing so. Each
hand holds a packet of face up cards,

“If weremove 2 from 13, how many remain?
That's right, 11. Okay, you've mastered

subtraction. Remember, class, earlier I showed
you that 11 plus 2...”

Insert the six and ace into numeric position in
thepacket, square the packet, and hold itin one hand
from above "..is simply a rearrangement [2Point to the underside of the packet with your
freehand... “I2plus 1, in terms ofspelling. All of

this has been demonstrated with 13 cards. What
does that mean I've been holding all this time?”

Turn over the packet using an end for end
action and then ribbon spread it. The audience willsomething elsethat adds to 13.” now read THIRTEENCARDS along the edges.Tum the packet face down and. giveitaleftto Marty's Notes.The anagram came from a listi

(All ribbon ds in thi

of; to me in pri

are from left to right) The spectators will read with J.X. Hartman.ELEVENPLUSTWO (an anagram of thfirst phrase
you printed!) along the edges of the cards. Perform
adomino (ribbon spread) tumover.

‘This is an extension of my Anna Graham's
Magic Spells, published in Precursor #76, That
effect did not have THIRTEENCARDS printed.
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“ drag.”
the trick: d principles. For icks

that are’ h, most
don’t have to appear to be.

i i i

, your jobis isgui
all tricks wherever it

pokes out. i
te

‘herever they existin your magic
as well, This appli Fs is, Sh SE

assemblies
with multiple di d ith thirty

di i

Tam using this chapter callybased card tricks, This &

notmean that the tricks herein appear mathematical t the spectator. In act, even magicians would have
difficulty Iti

reading to understand them that caused me to group them under this heading.
Ignore this warming at your own risk. This is your cueto attack this chapter while sitting up stcaight, in

uncomfortable clothing, with eight hours sleep, and a half-finished, fully caffeinated beverage at your side. As

aresult of this warring, I'm fully aware that the ticks here (along with Alpha Betand The Omega Particle
is

arsenal. This is okay as

y

they are also among my favorites.
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MATSUYAMA’S MATES
Robin Robertson & Peter Duffie

Robin is a psychologist, magician,
mathematician, and writer with 10 books (including

2 of original card tricks) and 100 articles in print.
‘Two ofhis earlier works on card magic were well
received. They were Handle With Care (1964)
and Card Modes (1983).

se

card you chose. But we know it has to be either
red or black; a club or a heart or a spade or a
diamond; and either a spot card or a picture card.
So let's remove a cardfor every possibility.”

Openly remove both a spot card and a picture
card for each of the four suits and iay them face-up

10 stranger to Peter's work. He has written some of
the top books on the subject including Card
Compulsions and Effortless Card Magic. There
are no lists of the current creators in the semi-
automatic card magic arena that would not have
Peter’s name in the top ten. Peter and Robin have
coauthored a book called Card Conspiracy which
is due out later this year.Acard is chosen and set aside without being
seen. Eight cards are removed and displayed face-
up on the table: a spot card and a picture card of
each of the four suits. Three spectators use random
piles to decide whether to keep red or black cards;
‘which suit of the chosen color; and between picture
or spot cards. The last card remaining turns outto be
the color/value twin of the chosen card,

The Work, This sbdeli istory
is detailed

below thanks to Robin and Peter). This principle states
that no matter how many cards a spectator cuts off
‘and then uses fora down/under deal, the first variable
‘named (out of two variables) will bethe variable that
will beleftafter naming / dealing the cutoff cards. In
other words, if you take any number of cards and do
a under/down deal to decide if red or black will
be picked, if you begin the count with black,
then black will always be left as your final “call”. If
you begin with red, then red will be left as your final

all”
Havethe deck shuffled by the spectator, then

peck thetop card and force it any way that you like.
Haveit setaside without being looked at. We'll say
thatit’s thejack ofhearts,

“No ore including you and me- knows what

Theonly: those
cards must bethe color/value twin of the chosen card.
In our case, you would include thejack of diamonds
among the eight cards. You will use the Matsuyama
principleto force successively:

Red - Diamond i.e, not the card set aside, but
its mate) - Picture

“Whenever we haveto decide between two
choices, we often resort to chance to make the
choice forus. For example, hasn'teveryone picked
a daisy and played ‘she loves me, she loves me
not.” We're going to use a similar procedure to
choose which among these cards to keep and
which to eliminate. Would three ofyou help me?
Thankyou, now would each ofyou cut offa small
number of cards from the deck, just a few. We
don’t care about the values.”

At this poi

ill each have) a
mall ir hands.

on the left. “You re going to decide whether we
keep the red cards or the black cards. Whatever
color you end up with is the color we keep. All
right? Would you put the top card on the bottom
ofyour cards and say ‘red.’ Now deal the top card
on the table, and say “black.” Just continue until
you only have one card lef.”

Due to Matsuyama’s principle, the first color
named withalways be left at the end. So takeall the
black cards away from the eight on thetable and set

them aside. Then tum to the next spectator. “Fine,

we ve chosen red cards, now a red card might be
a diamond or a heart. Would you put the top card
on the bottom as you say ‘diamond,’ then the next
card on the table as you say ‘heart.”" Again the
first card named will be chosen: diamonds. Take
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away all the hearts on the table, leaving two cards,
both diamonds, one a spot card and the other the
jack of diamonds. Turn to the last spectator.

i ”

Take away the last spot card, leaving the jack of
diamondsonthe table. Finall card

turned over to reveal the jack of hearts - the color/
value mate of the remaining card. “Js it chance or
Jate? I'll let you decide.”

ackground. This uses a clever force basedi i led

used for any binary questions: yes/no, right/left, up/
down and so on, and used the force for an apparent
transposition of a card in /n the Code (Discoverie
#4). Aldo C ini ‘Inthe Code™

the force for astartlingeS  enplling Phil
Goldstein’

ordinary cards (4 Wave, ion #5). Peter and
Robin saw Aldo’strick and followedthe line back to
Matsuyama and then developed several tricks using.
this force. Some of those follow this effect.

Stephen Tucker
“Fortune,” i #4(1993) via

Martin Gardner. Matsuyama had someone recite,
“she loves me, she loves me not,” while doing an
under/down deal with any number of cards. The final
card always lands on “she loves me; i.c., the first
“under” phrase. Karl Fulves saw that this could be

“sheloves,

as early as 1988 in his packet trick 4 Night Out
with the Girls, marketed by Tony Curtis (not the
one who played Houdini in the film bio). This trick
useda fixed number of cards though, and did not yet
exploit the force possibilities.

LIE DECKTECTOR
Peter Duffie & Robin Robertson

A deck of cards acts as alie detector, eventually
producing the selected card, followed bythe three
‘matching mates.

Selection Process. Cull any four-of-a-kind to
the top of the deck — let's assume the four jacks,
with spades on top. Cut the deck and retain a break

between the halves, then, riffle force to the break and
hi thejack of
spades. As he’s looking at the card, replace theupper
half and keep a break. Now spread the cards from

ct to hand and separate the spread at the break-
pofthe lowerbt. “Allow a few of the lower section's cards to

spread and catch a break under the third card.
Replace the upper section and square the deck.
Finally give the deck a complete cut at the break.

PositionCheck. Theres a Jack ontop of the
deck and three jacks on the bottom —the third Jack
from the bottom is the selection (JS).

Say. “As a magician I should be able to find
your card. Butit can be hard work tryingto find
selected cards. I could ofcourse askyou its name,
but that wouldn't be very interesting! So let's try
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something different. I'll ask you a series of
questions about your card and you will answer
my questions - BUT ~you can lie or tell the truth.”TheLieDetectorSequence.

Hold the deck.

face down in dealing grip and extend your hand
towards the spectator, saying, “Cut off a small
packet ofcards.

=
You now ask the first question,

that he can lie or

“Is your card a red card or a blackard? Redor
black?”

He now does the Matsuyama Force, dealing
th thenext goes under, and so

on, while saying, “red black,” each time, as he does.

50. The final card he deals will coincide with the word,

“black.” So you now comment about his honesty (if
he said black), or lack of (if he said red), depending
on whether he lied or not. The dealt packet is left on
the table.

Asheis doing the above, casually give the deck
acouple of cuts bringing the bottom cardto the top.
(A doubleundercut works for this.) Ask the spectator
to cutoff another small packet from the deck you are

holding, then ask, the second question: “Is your
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card a club or a spade? Club or spade?”

He repeats the Matsuyama Force, this time
reciting, “Club Spade,” for each dg

He will finish on the word, “Spade.”Leave is pile
lying Again, duri

you transfer the bottom card of the deck to the top.
Ask the spectator to cut off another small packet

from the deck you are holding, then ask, the third.
and final question: “Is your card a spot cardora
picture card? Spot or picture?” He repeats the
force, saying, “spot - picture,” each time. He finishes
on, “picture.”

Finally place the remainder of the deck you are
still holding face down on thetable to form arow of
fourpiles.

‘FinalRevelations. Now with four piles on the

table, you pointto the first dealt pile and say, “This
reading. proved that your. card was black.” Point

Thenext one: *
anddhissaidi' sa picture card.”

Point to the lying is
over, what actually was your card?” When they
say jack of spades, tum over the ple. First climax.

Another pause, then say, “...but llbe truthful
with you, the deck wasn’t sure at first which ackYou chose, so it brought the others along too...j
to be sure!"Flip over the other three piles to wi
all four Jacks in 2faceuprow. Finale.

Fortu

Force, plus additional developments by
Colombini and Fulves. The plot is Martin Gardner's
Lie Speller.

RANDOM ILLUSION
Robin Robertson & Peter Duffie

Two spectators jointly createasingle card, cach
usinga random packet of cards. The card is found to
match aprediction card that was generated during
the proceedings.TheWork. Cull the4,5,6,7,8,9 and 10 of
spades tothe top of the deck, in order, with the Four
spotontop. Givethe deck ajog shuffleretaining the
topstock, then hold it face down in dealing position.

Start to spread the cards from hand to hand and ask
someone to call stop. Flip the upper section face up
and close the spread. Spread again and ask someone
to call stop again as you spread into the lower
face down section after block-spreading through

20 cards face down on the table and invite two
spectators to assist. saying, “4 pile of random
cards.”

Ask spectator A to cut off less than half, saying,
“...50 that you create two unequal piles.” Note, if
helifts offless than four, ask him to putthem back
and doit again, as three or less would leave him too
few cards to work with. He picks up hispile and
holds it, while spectator B picks up the larger
remainder and holds these.

‘Tell A that he is to decide on a color —red or
black. Hedoes aslow down/under deal, saying, “red
(down)~black (der), "foreach down/under action

Again flip overall

the stop-point, Thisis Hamman's Flip-flop Force (a
loose version ofthe Balducci Force).

Push off all the face up cards and place them
face down onthe bottom. Say, “We'll useabout a
third ofthe deck.” Push off 20 cards, pushing them
offin groups so that you don’t appearto be counting
an exact quantity, then place the balance of the deck
to oneside.

Give the20 card

7 cards singly, then shuffle the rest on top. Place the
running

‘When he deals th ll cardtothe

, the color
spoken will bethe chosen one. It will,ei black.

Now ask B to do the same with his packet but
this time he will decide on the suit— clubs or spades.
‘The procedure is the same, clubs (down) — spades
(Under). The final card will always force Spades.
Now ask B to pick up the last card he dealt, saying,
“Don'’tlookat it, but hold it securely between your
hands.”

Tumto A
be has, saying, “You cut the cards so no one could
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have known in advance how many there would
be. Let's say he counts six cards. “Six,” you say,

ind a spade. That makes the six of spades.”
Finally ask A to reveal the card heis holding between

his hands, This will be the correct card.
ImpromptuVersion. Hand out your deck for

shuffling then takeit back. Turn the cards face up
and spread, saying, “I'll remove one card and that
will be a prediction.” Glimpse the rear card
(assuming it’s not a spade) and remove the spade of
the same value. So, if the rear card is a jack, you
remove thejack of spades. Iftherear card is aspade,

down
in full view. Place the deck face down on the table
andinvitetwo spectators to assist.

Ask spectator A to cut off a small packet. Tell
him thathe sto decide ona color — red orblack. He
doesaslow down/under deal, saying, “red (down) —

h

Now ask Bto cut off a packet from the deck.
He does the same with his packet ~ dealing his cards
onto As cards to form asingle tabled pile - but this
time hewill decide on the suit — clubs or spades. The

procedure is the same, clubs (down) — spades
(under). The final card will always force spades.
(Note: If your prediction card is a club, switch the
colors, saying, “You will decide on a suit spades or
clubs.” This will force clubs.)

Say, “Finally we need a value.” Ask either
spectator to tum over the tabled pile to reveal a jack
atthe face. “A jack Plus a. spade gives us. tiee,

packofspades.” Have your

revealing it to be the correct card.

‘This again uses the Matsuyama/
Fulves/Colombini force. Note that the first card goes

tothetable in this trick. The creation ofcolor and suit
is taken from Alda Colombini* s “4’Wave”

black (under), for action. When (Dis the stack is Gene
he deals the final card to the table, the color spoken Finnell’s Downton Counter” from Gene
will bethe chosen one. It will always be black. Finnell’s Card Magic (Fulves).

MATSUYAMA TO THE MAX
Peter Duffie & Robin Robertson

The Matsuyama force combines with Hamman’s
Hlip-flop Force fora ‘revelations.TheWork. You need an 8-card set-up. From

the top down: Red - Red- Heart - Heart - King or
Jack - Jack or King - QH- QD. Jog shuffle, retaining

thetop stock as you ask a spectator to help you pick
four cards. Use the Flip-flop Force, making sure that
‘you're left with a small number of face-up cards (say
less than 10, though it is not critical). Spread
the face:-up cards, until; ob come toifirst

thef
=»
pi and lay itaE on the table to your

ing50,geta the toy

card 5sthe Sees(another Red card). Come back
‘with the face-up cards, lip them face-down on top
of the deck, pick up to the break, and lay the packet
on thetable, behind the single card.

Repeat three more times, then lay the rest of

hodeckaside asitwon’tbe used. Pickup the first
huffleit, bringingettom card to the top. “There are two colors

in the deck - black and red. We'll use this packet
of cards you selected to randomly determine which
color: black, red, black, . ..red. So we arrive at
red, and the card you picked is a red card. So far,
s0 good,”

As you'retalking, do a down-under version of
the Matsuyama force. Throughout the trick, always

do adown-under, and i

the force first. In this case, you want to forcered, so

you say black first. Tum over the cardin font ottiat
the end, tum over the card in rereteared card.

Repeat with thenext pile starting with overhand
shuffling the bottom card to thetop: “Thereare two

red suits: diamonds and hearts. Diamond, heart,
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diamond, .... heart.” Atthe end, tun over the card
in frontof thepile toreveal aheart

Repeat, ith overhand

shuffling the bottom cardto thetop “Thereare two
types of cards:spot cards and picture cards. Spot,
picture, spot, .... picture.”

Repeat, withthe next pilestarting with overhand
shuffling the bottom cardto thetop: “Thereare male

and female picture cards. male, female, male, ..
female. Soyou ve selected red, hearts, picture, and

female. And this card is the queen of hearts.”
Thetrick is seemingly over, butthereis a further

finish. Afterletti Tetum
to thefirst dealt pile. “You picked a card randomly,
then arrived at Red randomly, yet the card You
picked was Red. Not only that, but the packet
ended up Red as well. Turn the packet face-up to
reveal ared card. Repeat with the other three piles
toreveal progressively a heart, a picture, and finally
the queen of diamonds.

FOURMAT
Doug Canning

The Matsuyama Card Elimination Principle
has many possibilities. Doug Canning discovered that
‘you can increase the number of variables from two
(such as red and black) to any even number (such as

the four suits) and use an under and down deal with
any number of cards
For example, if you perform aunderand down deal
with any number of cards reciting clubs-hearts-

spades~diamonds with each card, you will finish with
one of the odd suits (clubs or spades, first and third

in the sequence).
Of course, the corresponding is also true. That

is, if you perform a down and under deal with any
number of cards reciting clubs-hearts-spades-
diamonds with each card, you will finish with one of

(hearts or diamonds
inthe sequence).

Dougalso observed that you could use this exact
handling to do an easy version of Phil Goldstein’s B-
Wave, without theuse of equivoque.

THE ELIMINATOR
Steve Beam

T'wanted to be able to eliminate some of the
elimination deals when using the Matsuyama

Elimination Deal. Dove's 2

10 get tothe desired result. Doug increased the
numberof:

(for example,
the fourseasons, 12 montks, et) tc forceoneof the

. While:

of variables, it does not give youa defined target. In
other words, it only tells you that an odd variable will

be chosen - not which odd variable. You till have
more deals to do to narrow the field further.

In other words, the additional variables leadto
inexact results (as in, which odd or even card was

selected?). I applied Doug's idea backwards. I

exited to use either an odd or even number of cards
to ariable. That is, rather than
ending up with either clubs or spades. or heartsor

amor
i

suityou wantinasingle del. Allyoutavetodorsio
know whether their anoddoreven
number of cards and then use the four variables.

As the chart shows, if you perform an under’
down elimination deal with any odd number of cards
using four variables, you will force the first of those
variables. To illustrate, cut any odd number of cards

from the pack. You will use four variables, the suits
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The Eliminator

Note: Variables could be any group of four items: Favorite Beatle, four
seasons, four suits in a pack of cards, etc.

in “CHaSeD" order. If you recite the suits in that
order with each card you come to in the under/down
deal, you will end with the first variable, clubs.

Consulting the chart, ifyou wish to force hearts,

perform the actions in row two. That is, execute a
down/under deal with any even number of cards

(‘CHaSeD").
When 1told Doug about The Eliminator, he

liked it so much he developed amnemonic to help
remember which combination of odd or even cards

or
produces which result, Whilemot necessary if you
want the same specific result every time you perform

a trick using the principle (as in the first example
below) it allows you to select the proper deal to use
on thefly should the routine call for it.

In the key words that follow, “U stands for
under, “D” stands for down, “O” stands for odd and
“E” stands for even. Now if you add the letter “N”
(whichis anull letter and stands for “‘nothing,") then
we canuse the following words and memory devices.
Note that the ORDER of the letters in each word will
tell youif you're working with down/under or under/

down.

Below are the hooks Doug uses to associate
the key words with the resulting suits using
“CHaSeD.”

+ People join clubs to do something. The
reason I joined is to: nd things that: your club does.
Ch of vi

the “N") tell you: under/down...odd.
+ Think of asand dune on agolf course in the

shape of a Heart....the order of the letters tell you
i

N even. :

+ Think ofa shovel or spade propped up with
a pair of boxer shorts under it, thus a nude spade.

‘Theorder of the letters in nude teil you (ignoring the
“N"): under/ down...even.

4 Finally, think of a diamond ring with two big

diamonds side by side....a duo of diamonds. The
letters in duo tell yor down / under...odd.

Doug's Eliminator Mnemonic is particularly
‘handy when you adjust your actions based upon what
occurs during the specific trick you're using. For
example, you may wishto allow a spectator to cut
off any number ofcards and then you secretly

+ UNDO
and position 1

+ DUNE (down/under/even)is for HEARTS
and position 2

+ NUDE

is for CLUBS isholding an

of cards.
‘There are many ways to determine whether he

cut an odd or even number of cards. It can be as
is for SPADES

andposition3
+ DUO (down/under/odd)is for DIAMONDS

andposition 4
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of accomplishing thisrequirea gimmicked pack. For
example, you could use a deck which resembles a
Svengali pack. In this case, you would use a 52-
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card pack where every other card is a short card.
You canrif i ich

will

retain the short/long altemating nature of the stack.
‘When a spectator cuts the pack by holding theshort
ends, hewill lift an even number of cards. This is the
Svengali principle.

A simpler gimmicked pack would be the one
explained in Doug Canning’s effect, Dealer's
Choice. Simply color in the circle in the centerof the

back ofthe Bicycle back for half of the cards in your
deck. Faro shuffle the marked cards into the
unmarked cards placing a colored back every other
card. (Or, manually set the pack 1p and meet me
back here in 45 minutes.)

‘Thedeck can be false shuffled and legitimately
cut as desired. Note whether the new top card of
the pack is colored or plain. Instruct the spectator to
cut off some cards. Note the back of the new top
card. Ifitmatches the back of the original top card,
hecut offan even number of cards. Ifitis different,
he cutoffan odd number of cards.

You can accomplish this same goal with an
ordinary pack. Rather than faro shuffling the marked
cards with the unmarked cards, simply interlace the

red cards with the black cards. After the pack is
false shuffled and spectator-cut at will, glimpse the
‘bottom card of the pack. Assume it is ablack card,
which means the top card is ared card. When the
spectator cuts offa packet of cards, glimpse the color
of thenew top card. (Or, use the Underhand Shufle
— Double Cut Alternative to shuffle the top card to
the bottom and then glimpse that bottom card.) If
the glimpsed card s the same color as the original
top card (red, in our example) then the spectator cut
off an even number of cards. If the itis a different
color (black, in our example) then the spectator cut
offan odd number of cards.

You can use either the marked pack or the red
/ black alternating stack to force either an odd or
even number of cards on a single volunteer by

borrowing anidea from my Deal Stopperin Volume
3. Iwill explain it with the red/black stack. Start
with a joker on top of the pack which contains 26
red cards alternating with the 26 black cards. Use

the ab ing

for the joker)todetermi;
‘whether an oddor even number of cards was cut off,
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As soon as the packet is cut off, ask the spectator tohuff e cut.

Assume that you wish to force an odd number
of cards and you determine that he cut an even
number. Ask him to look through his cards to see if
he has any extra cards —a joker or an advertising
card. Ifhehas either of these, ask that he remove it,
When he removes the joker, he will have the odd
number of cards you desire. Obviously, if you
determine he cut off an odd number of cards, you
‘proceed without mentioning the joker.EvenBalder. Thisis away for youto know the
number of cards a spectator cut while the cards are
entirely in her hands. It was inspired by the Balducci
cut-deeper force. Theeffect upon the spectator is
that he cuts the pack and completes the cut. Then,
he cuts a small packet of cards from the top and
proceeds with any variation of The Eliminator.

‘This uses the red/black setup with the 26 cards
interlaced with the 26 black cards. Give the deck a

falseshuffleandthen handitto your volunteer, Instruct
her to cutthe pack and complete the cut, Askherto
cut asmall packet from the top and turn them over
face up onto to the top of the pack. Secretly note the
color of the card now facing upward,

Explain that it might be better to havea few
more cards 50 ask her to cut the pack a bit deeper,
turn the cut off packet over, and place them back on
top of the pack. Secretly note the color of the card
now facing upward. Sheisto removeall the face up
cards, mix them, and then proceed with the effect.
You know whether she has an odd or even number
of cards. If the two cards you noted are the same
color - both red or both black - she has an even
number of cards. If the cards you noted are of
differing colors - one red and one black - then she
has an odd number of cards. Obviously, if you
eliminate thespectator cut at the beginning, you could

use the joker ruse to adjust the cards from odd to
even orfrom even to odd if needed.

For our purposes, you only need to know
whether the spectator has an odd or even number of
cards. Using the concept with either a memorized
‘pack or prearranged pack, you could use the identities
of each of the ly is

exact number of cards cut the spectator will use.
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ODDER THAN EVEN
Steve Beam

For an application of this targeted use of the
principle, ask two spectators to help you. Table the

four of diamonds face down as your prediction.
Explain that each card has two parts to its identity, its
value andits suit. Ask who wants to bein charge of
determining the valueand who will bein charge of

determining thesuit. Assume Aan chooses the value

and Ben the suit.

“I want each of you to ‘ake a dozen or so
cards from the deck. You can take as many or as
few as you like but I want to make sure you each
take a different number. So Ann, why don't you
take an even number of cards and Ben will take
an odd number of cards.” Each will thumb off as
‘many cards as they wish.

“Ann, since you have an even number of
cards and you are determining the value, [ want

you to recite the even values 2-4-6-8 as you
progressively eliminate the cards in yourhand."
Show them how the down & underdeal is performed.
Now have Ben do the same with his packet of odd
cards, calling out the suits in*CHaSeD"” order.

Ann will end on a 4 and Ben will end on
diamonds. To check this, go to the chart. Ann has

an evennumber of cards andis doing adown & under
deal. The resulting variable s the second one (row
2, column E). Since she is calling out 2-4-6-8, she
ends onthe. Ben, on the other hand is holding an
odd number ofcards and doing a down and under
deal. The resulting variable (row 4, column E) will
be the fourth variable. Since he is calling them in
*“CHaSeD" order, thefinal variable will be diamonds.

Tum over the prediction to show that you predicted
their card.

BURNOUT
Doug Canning

Using The Eliminator, itis necessary to logically
limit the number of variables to four. The fact that
thereare foursuits is fortuitous for magicians. Here
Dx

it i i

forcing

asingle card. As before, ask one spectator to deal

himself an even number of cards and a second
spectator deal himselfan odd number of cards. Ask

the first spectator to perform the Matsuyama
Elimination Deal as he recites 1-2-3-4-1-2-34 etc.
and remember the number he finishes with.

Turn to the second spectator and ask him to
recite the odd digits as he performs the elimination

deal, 3-5-7-9-3-5-7-9 etc. He is to remember the
number he finishes with. Ask the first spectator for
his final digit. Put that together with the second
spectator’s final digit yielding a 2-digit number.

Have another spectator open a deckof cards

and deal down to the card at the number just
arrived at. Itis the only odd-backed card in the

pack. .

For the method, use The Eliminator and a
down and under deal to force the number 2 on the
first volunteer n

th
for

anew number of 29. (Alternatively, use an under/
down deal to force 3 on both spectators to arrive at
33.) Thesecond deck is preset with the odd backed
card at the desired location.

Leftovers. What makes this so clever is the
logical limitation to four variables on both spectators.

The first spectator is limited to 1-4 because there are
52 cards in the pack. If you are pairing two digits
together, it wouldn't be logical to use the 5 as there

are only 3 other digits that could be used toidentify a

position in the pack (50, 51, and 52). The spectator
took an odd number of cards, so itis logical (in this

semi-automatic world in which we live) to have him

select an odd digit to pair with the first spectator’s
nunber.
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TRIPLE PLAY
Doug Canning

Once again Doug has comme up with a logical
grouping of cards necessary to arrive at the forcecards via The Eliminator. Start by removing thefour aces and place them face up over to the side,You will use the red/black order with ajoker on top
(as i

the spectator’s cutoff packet to an even number
regardless of where he cuts,

Once thespectatoris holding the even numberof cards, instruct him how to do an under/down deal.
‘The formula shown above in The Eliminator will
guarantee that heends with spades as his chosen suit.

)

Now pick up the aceof spades and place that

=thecenterof the performing areaasasuitreminder.
ats, it remind

des sui

Jjustchosen, "
.

Now ask thespectator to pick upthe same pilehejust used to arrive at the suit, and perform another
under/down deal to arriveat thevalue. Heisto call
out the values except for the aces as he does thedeal. Thatis, 2,3,4,5,6,7, 8,9, 10, jack, queen,and king. Obviously, he won't uses aces because
they are notin the deck.

Using The Eliminator he will end up on eitherfour, eight, ora queen as the chosen value. Thisbecause you have expanded the variables to twelve,

a multiple. of four. Just as The Eliminator forces thethird variable (spades) of four variables (all suits) with
an even number of cards and four variables, it forces
the third card in one of thesets of four when using a.

set whose number is amultiple of four. Thus, four,eight, and q i

in the subsets of
2,3,4,5,6,7,8,9], and [10, jack, queen, king].By eliminating the aces, youhave reduced the thirteen

possible values to twelve in a logical way. Because
twelveis amultiple of four, The Eliminator forces

the third card of one of the sets.

)

All that is necessary is to set up a 3-way out
using the four of spades, eightof: ‘spades, and queenof spades. (This is the reason for the title. In baseball,atripl is th ll at once.)

Since none of the three cards is otherwise
required for the trick, you can simply leave onein the
card box, position one under the cellophane of thecard box, and place one reversed in the bottom halfofthe pack. Simply instruct the spectator when hecuts off some cards to make sure he ends upwith less than half the pack so as not to disturb
the reversed card. This isn’t a problem because
in actual performance you will want him to cuto far less to shorten the time necessary for the

PURE MATH

THINK OF A CARD
Tino Call

Tino is a first class magician residing in
Barcelona. Ata very young 40 years of age, he is
fluent in English, Spanish, and Catalan - the latter
explaining whyhis translation of mylecture sounded

completely foreign even for Spain. By day he and
his wife own and operate a pharmacy. In the evenings
he can be found raising his four children and studying
‘magic witha wonderfully talented group of Barcelona
magicians. Heis atwo-time w’nner of the Ist prize
in card magic at the Spanish National Meeting.

His first love is sleight of hand, but he has just
Bas & 2has developed insatiable appetite forit. The effect

below will demonstrate better than words how his
mind works in magic-related areas.

In effect, aspectator is asked to look through a
deck and just think of a card he likes. He is asked to
concentrate on itand its mate, and the magician can
tell thespectator which card he is thinking of. Tino

Ttwill work for profici
with it. However, ifyou wonder whetherit is worth
your effort, reread the effect above. This is a very
strong piece.

The Work. You needafull deck set-up, which

Ill describe later. First let's discuss how everything.
works, so it will be easier to understand and modify
the set-up to meet your preferences.

‘You ask the spectator to look through afl the
cards and think of any spot card, because spot cards

are easier to transmit mentally. When the spectator
looks through the cards, and thinks of one, you have

to estimate in which fourth of the deck his thought of
card resides. He squares the deck. Now you ask
him, to help you, to search for the mate of his card
and concentrate on it as well. Now you estimate in
whichfourth of thedeck the mate resides. With those

two pieces of information you are ready to reveal the
nameof the selected card. Later we will talk about
how to make those estimations easier for you if you
think you have problems with them.

Now you have 2 numbers in mind, both from 1

to4. It’s time to imagine the following matrix:

1 2 3 4
5 6 7

8 9
I >

‘The first number you have estimated tells you
the row and the second tells you the column. For
example, when the spectator has looked at his card,

youh: i itis into

the 2" fourth ofthe deck.
‘When he has looked at the mate, you estimated it’s
into the 3" fourth of the deck. So, when you imagine
the matrix and look at the 2 row and 3% column,
youarriveat number 6.

Now you know that his thought of card is either
the 6 of hearts or the 5 of clubs. You arrive at this by
using the larger matrix below. The matrix aboveis an
excerptofthe larger

matrix below. The*X "blocks
inthefirst, sixth, lumns

represent the
court cards which aren't used in the effect. The only
thing you haveto do now is fish for the color.

Toillustrate the principle, if you overlay the
above matrix onto the matrix below butoffset one
column totheright, you will see that the cell that gave

‘you the number 6 aligns with the cell in the second
row and fourth column. This cell contains the 5 of
clubs and the 6 ofhearts.

Now, let's see the order of the deck and how
to proceed in every situation.

Setup. The first row of this matrix is the first
packet of 13 cards of the deck. Remove any3 court
cards, Then mix the other cards ofthe row. After
that, put one court card on the face of the packet and
2 court cards on the back. Place this packet face
down on the table.

Now remove 3 more court cards and mix the
cards that are in the second row in the matrix, Add
one of the court cards to the face, and 2 on the back
and place this packet face down on top of the one
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AH IAD
108/10C

FY

os

thatis onthe table. Proceed the same way with the
other 2 packets of 13 cards.

™
48

ES

28

10H/10D
AC/AS

this volume) to leam which one heis thinking of. ©r
toavoidthis possibility butmakethe discemment more

complex, soomeme we aces. from thetens as widely
‘The deck is now readyfor the effect. When the

dq imate in which

fourth
ofthe deck is the card, beginning from the face. That
is, the bottom quarter is #1, the top quarter is #4.
You do the same when the spectator looks at the
mate of his card. The reason for looking at the
selection and the mate is for the volunteer to bum
thatimageinto his mind.

The cards are arranged in the deck, so when
you know the 2 numbers, you use them as row and
column and find a number in the small matrix, and
follow this procedure:

When you find the number Nin the matrix:

- if Nis even, the card is N of hearts or (11-N)

groups, anddo thesamewith thered fives and black sixes, and with the
red eights and black threes, so you can estimate if
the cards werenear the beginning of the fourth of the
deck ornear the end of the fourth.)

Ifyouhave problems estimating the fourths of
the deck, you can use lots of ways to make this easier.
For example, when you ask the spectator to think of
acardas helooks through the deck, just tell him to
place thedeck on the table, cut the deck, and look at
the card he has cut to. In this way you just have to
estimate whether there is less than a fourth on the
table, more than a fourth, more than two fourths (one
half), or more than three fourths.

of clubs When he looks at themate, you cantell hm to
-ifNis odd, thecard is Nofdi

(1- the deck, and square
N) of spades therest of the cards, so you can estimate much more

easily.
If the second you estimate is

small Th distit
than the first one, just change their urder and search
in the matrix. Now you haveto use the 2 rules
changing even for odd.

In case you estimate the same 2 numbers as
first and second, there are four possible cards the
spectator has thought of. You can use my Memory
ADE system from Volume 3 (and briefly recapped in

on top, bottom and in between the fourths of the deck,
to have some separation between the fourths, and
facilitate the estimation. You can even put the court

cards in groups of 4 in between the quarters of the
deck tomake the estimation even easier.

Background. Heck, I've never seen anything
like this,

PURE MATH

ONE IN 52
Steve Beam

‘This is amethod in search of an effect. Iwill
provide several although none >fthese fully exploit
the method.

Tlustrative Effect. Themagician states that there

are 52 cards in a regulation pack of playing cards,
He asks a spectator to think of a number from one to
52. “Don’t tell me your number. Instead, if it's a
two-digit number, I want you to add the digits
together to form a new number. Deal down to that

number. Turn over the next card. Lookat its
value and deal down that many more cards. Turn

over the nextcard.” The magician opens an envelope
that has been in full view on the table all along. “You
had a choice of 52 different numbers at the start.
You endedup with a single card. Turn that card

face up.” The spectators card matches the
prediction.

The Work. The secret is that the spectator
remembers that he had a choice of 52 numbers.
Despitethat, heis limited to 13 numbers, | through
13 exclusive. The reason is that by adding the digits
in any number from 1 to 52 will result in a number
from 110 13. Thelargestrumber (13)is only available
ifthe spectator chooses "49" (4+9=13).

‘To accomplish theillustrative effect above, start
‘with adescending stack on top of the pack from king
throughace (K, Q,J,10,9,8,7,6, 54 3,2, ace)

hekingontop. The

15" position, the second card beneath the ace.
Assume the spectator chooses 35 as his number.
Adding the digits gives him an cight. He deals eight

cards to the table. He turns the next card face up
and deals itonto the tabled packet. It willbe a 5. He
now deals 5 cards face down in anew packet. The
new top card is the force card.

HatTrick. Startwitha 13-card descending stack
on top of the pack as above. The 15" cardisa 10.
Have a card selected and controlled to the 26"
position. Explain that your lucky numbers 3.
didn tjust pull that number outofthe air. You've
heard the expression, ‘Good things happen in

threes.” Or, The third time's a charm." I'm going
to find your card on the third try. Butfirst, there
are 52 cards in the pack. 1 want you to think of
any number from 1 to 52. Don't tell me your
number. Instead, if it's a two-digit number, I want
you to add the digits together to form a new
number. Deal that many cards to the table. Turn
over the next card. Is that your card? No? Do I
look worried? [“No."] That's because I have 2

more chances. The card youjust turned up is a 4.

Deal four cards to the table. Turn over the next
card. It’s a 10. Is that 10 your card? No? Dol
look worried? [“No."] Really? don't? I mean,
right. I'm not worried. These are beads of
anticipation on my brow. 1 still have one more
chance. Deal ten cards to the table. We aredown
to my last chance. Now do I look worried?
[“No."] You don't play a lot ofpoker, do you?
What was the name of your card? The top card

ofthe packis your selected card. Ifyou're worried,
turn it over and show everyone else.

Wordplay. A non-card use of this concept
would be to have a numbered list of (for example)
50 vacation spots. Ask a spectator to think of any
number between 1 and 50. Instruct him to add the
digits to comeup with anew number and remember

his new number. He is then to locate that (new)
number on theli

that number. Ifhe thinks of the number 42, he would
add those digits together to arrive at 6 and notethe
6thitem (vacation spot) on the lst.

Later, when recounting the events before
revealing the vacation spot, you will remind him that

he hada choice of any number from 1 to 50 and that
you showed himalist of 50 different vacation spots
and asked him to chose one. This creative
reenactment of the effect sells the freedom of choice
making the number of choices seem far more
impressive than the 13 choices he had, A similar

idea would work with a grocery list oramenu.
If you work with progressive anagrams, (see
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Men ofLetters elsewhere inthis volume) you could
simply have astack of 30-50 cards with the top 13
as your targeted bank of results. Simply have
someone think of a number from1to the number of

cards you have. Theyadd the digits, and then deal
down to that number to arriveat their selection. You
reveal it using the properties of the progressive
anagram.

DOUBLE DIPPING
Steve Beam

Tn this effect, after shuffling the pack, two
spectators are asked to cut off about a fourth of the
pack andnote cards and then reassemble the pack.
The magician takes the pack back 22d deals abouta
third of the pack face up on the table. “This should
be enough. 1 think I have both of them.” He sets
the balance of the pack face down to the side.

“1 get the impression that there is one card
on the table trying to tell me something.” The
magician pulls out one of the face up cards, an eight
of hearts. Tuming to thesecond spectator who took
acard, “What was your card?” Trespectator saysthat his card is the eight of hearts, the card just
revealed.

“You maynot believe this, but your card is
telling me something about his card. To begin
with, this card tells me that his card is not the
eight of hearts.” The audience is unimpressed.
Undaunted, the magician flips the card face down.
“Not only that, but this card tells me that yourcard has a blue back.” Again, this is a statement of
the obvious.

“But wait. Here comes the best part. This
cardis going to study the faces ofthe cards on
the tableto let me know which one of them is
Your card. Bear with meas this may take a while,"
‘The facedown card shoots across the face-up spread.
It happens so quickly, it's almost invisible. The

magician acts concemed.
“Apparently the card thinks he's a quick

study. Perhaps he doesn’t fully understand the
importance of this trick ... that if he's wrong, he
has a date with My. Paper Shredder. Well, he
tells me that he doesn’t see Your card. Is yourcard one of these?” The spectator says that his
cardisn’t there.

“And just when you thought this card was
completely exhausted, it is telling me one final
thing. This card is telling me the location ofyour

card. Itis telling me that it is in thar face down
stackof cards..." Again, astatement of the obvious.
If theselection is notin the face up spread, it has to
bein the face down packet. *...And, ifyou listen,
I'll bet you can hear it tell You how many cards
downin this other pile your card is located. Can
You hear it?” The volunteer saysthat he doesn't

hearanything, ‘The magicianstarts thumping the card
near theindex, waiting for the spectator to realize
that themagician is “secretly” trying to communicate
with him. Finally he will volunteer the value of the
card being thumped, “Eight?” The magician greets
this revelation with gratitude. “That's what it's
telling me.” Upon dealing down the eighth card,the spectator finds his selection as promised.

he Work. After the deck is shuffled, ask the
first spectator (“Annie”) to cut off abouta fourth of
the pack and tum that packet face uponto the deck.
It should be between 10 and 20 cards. You don’t
haveto know the number, but you should visually
gauge whether she s in the proper range, This will
also help youin yourinstructions with Betty as I will
explaininamoment,

Tum your head at this point and ask the
spectator to count the cards. “You should have
enough cards to make a two-digit number. [want
you to add the digits together giving you a single
digit. Count from the face and remember the card
thatfalls at this new number.” Ifnecessary tomake
things clear, themagician gives an example.

“Leave the deckas it is and hand the deck to
Betty. Betty, I'd like you to cut off about halfof
the packand turn those cards over onto the pack.
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That will tur Annie's cards face down and give
You a new group to work with.” The specific
directions you give Betty wilt vary depending upon
how closely Annie followed her instructions. Betty
needs to cut off

ty

faced d
than Annie. Therefore, if you observed Annie cutting
off about 13 (“about a fourth of the pack”) then you
can instruct Betty to cut off about a half ofthe pack,
That

ten and twenty face down cards.

Ifyounoticedthat Annie cut offcloser to twenty
cards -say 19, if Betty cuts the pack atthe midpoint,
she will only have six face down cards to choose
from. Sheneeds at least 10. Therefore, you might
change your instructions to request that she cut off

right. Make sure all the indices are visible as you
deal. Asyou deal, silently count to the tenth card. In
our example above, Betty's card is the eight of hearts.
Don’t pause at this point but remember the value.
Conti ing until

thekey card, the
two of diamonds. As soon as you deal yourkey to
the table, you are going to count to ten starting with
the value of Betty’s card. In this case, you will deal

ng Ss

8)and 102s you deal. If Betty's card were a four,
you would deal six cards as you count, 6,7, 8,9,
10.

If you would prefer, you can simply subtract
the value of Betty's card from ten when you cometo
it. Then, after you deal your key, deal enough

ditional cards to otalthediabout two-thirdsofthe pack. Wh the
cut-off portion onto the talon, she will haveat least
10 cards face up.

If you are at all concerned that there are too
few cards available for Betty, askif shehas at least a
dozen cards face up for her to choose from. If not,
she can pull a few off the bottom of the pack, tum
them face up, and add them to her bank of choices.

This may: lex. Und if

they
‘both follow

is i d i
here

youask them to, there is nothing for you todo butsit
back andenjoy theride. If they don't cut near where

: : i Ls

‘Table the remaining cards face down to thesside.
Atthis point, all that's necessary is toreveal the eight
of hearts as Betty's card. Then, use the value of
Betty's card to count down to Annie's card in the
face down portion. However, theaddition of the
above presentation tends to keep things less
‘mathematical. Particularly of interest is the action of

(see The Slide els this volume).
Ifthe firstselection you cometo atposition 10°

from the top is a court card, subtract the number of
zy

them unsuspectingly back onto the correct path.
Whileat no time should you watch the cards

as they are being counted, you do want to
glimpse the face card of the top packet. Remember
this card, as tis your key to finding Annie's selection.
We will assume tis the two of diamonds. "/ want

you to do the same thing she did. Count the face
up cards. You should have enough cards to make
a two-digit total. 1 want you to add the digits
together giving vou a single digit. Count from

the face and remember the card that falls at this
new number. Finish by turning all your face up
cards face down onto the top of the pack.”

Status Report. Betty's card is now tenth from
the top ofthe pack. Annie's card resides ten cards
beneath yourkey card.

Take the pack and start to deal the cards face
up in an overlapping row on the table from left to

letters ini queen,k ten. Then,
deal a number of cards equal to the difference past
the key card. Table the pack. Reveal the first

selection, whichis in the face up spread. Toarriveat
thesecondselection, you wouldspell the value ofthe
court card from the top of thepack.

Example. When you take the pack from the
spectator, the first selection is a queen and itis located
10" from thetop of the pack. The second selection

is located ten cards down from thekey card you noted
earlier. Startdealing the overlapping row from left to

right, counting to the 10" card. Whenyou see the
10% card, the first selection, is a queen, you know it

is five letters. Remember that and continue dealing
without pausing. When you deal your key card to
the table, deal five more cards in the row (10
5). Tablethe remaining cards face down tothe side.
Reveal the queen. Then spell Q-U-E-E-N from the

top of the pack to arrive at the second selection.
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DIVINATION THREE BY FOUR
Reinhard Miiller

Reinhard Miller was bom in 1935 and hasbeen
doing magicsince 1950. By day, heis a Principal of U uU u U

Mathematics and Physics in Passau, West Germany. uU uU u U
Inhisown time, heisa member of the German Magic U uU uU U
Circle and author of over two dozen research
monographs on specific topics in cardmagic. Ihave
admired hi i ic magic

topics for

Any twelve flat objects with two different sides
areplacedina3 x 4 rectangle. Possible objects are:

coins, postage stamps, pocket books, pages of a
book, pieces of newspaper, photos, file cards, beer
mats, bottle tops,etc. The spectator thinks of one
object, then plays akind ofa game with the laid out
objects, and you divine the thought of object.

In Reinhard’s own clear words, hereis a
fascinating addition to this branch of the art.

L._ThePrinciple. In 1989 Stephan Beck of
Regensburg, Germany explained the basic principle
tome. Stephan performed the effect with nine coins,
but he could only divine which one of the coinsin the
four comers was chosen.

I further der

L122 Explain to the spectator: “You can turn over
/f offour cards, or vertical

rows of three cards. For example, you can turn
over the second horizontal row offour cards
(demonstrate i)...

U U U u
D b D D
u u U u

1.1.3 “.. thenthefirst vertical row of
three cards” (demonstrate t),...

be che

be extended to a (N by M)-matrix, with N and Ma
number greater than 2. I published the basic idea in
1998 in Bill Miesel’s Precursor. In the meantime I
discovered some further details and a simpler
‘handling. In thefollowing current variation, Iusea3 x
4layout, and the evident objects “playing cards” to
explain this new principle. A playing card can be
placed face up (=*U") or face down (= “D").

Don't let yourself be fooled by the following
description. Inlooking over the following textit seems

to bedifficult to understand the working, but really it
is only one, very easy, and visual idea.

1.1 The Action.

1.1.1 Lay out any twelve cards face up ina3 x 4
rectangle.
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D u u U
u D D D
D u u U

1.1.4..and further, i

of
four card: i

u D b b
u D D D
D u u u

“... Do you understand it?"

1.1.5 After this demonstration of “turning over
a complete row of three or four cards” return the
cards to the point of departure, as shown in the first
diagram. All cards are face up.

1.1.6 Turn your back. Behind your back the
spectatorthinks ofany of the twelve cards, and tums
this card face down.

1.1.7 Now he tums over complete horizontal
or vertical rows of cards, as many rows as he likes.
For obvious reasons he has only to avoid returning

PURE MATH

to his beginning situation with only one card face one of the cards (4), (8) or (12) is the selection, as is
down, namely his thought of card. in 25 per cent of all cases. So at the moment forget

about the cards (4), (8) or (12).
1.1.8 Youtumto ith

i

3 matrix
aglancethe position of his thought card. of “odd” squares. There will be either one, two, or

1.2 The Work
four odd squares.

.

a. Ifthere is one odd square, the selection will
betheonein the “outer” comer of that square, e.g.if

12.11

seealso 1.2.5 below:

[1-2-5-6]
is the odd. then th ion would

as being made up of squares of four cards each, be#l.

1 2 3

5 6 7

9 10 1
9 10 1

‘The six squares are: [1-2-5-6], [5-6-9-10], [2-3
6-7], [67-10-11], [3-4-7-8] and [7-8-11-12].

122 Donot pay attention toany individual card,

but take notice of the relationship between face-up
andfacedown cards in each four-card square. There
two possible kinds of squares, “odd” and “even”

squares.

a. If there are two face-down cards and two
face-up cards in a four-card square, or ifall four cards

are either face-up or face-down, then you see an

b. Ifthereisoneface
up cards, or vice versa, then that is an “odd” square.
which is the important square for discovering the
selection.

1.2.3 In the first step we will look at the 3x 3

square [1-2-3-5-6-7-9-10-11],

1 2 3 @

5 6 7 ®

9 10 11 (12)

and then in a second step (1.2.4) we will determine

‘The other three ofthe four possible selections
are: #3 if [2-3-6-7] is “odd”, #9 if [5-6-9-10]
is “odd,” or #11 if [6-7-10-11] is “odd”. The
four cards which may be the selection are the
corner-cards in the 3 x 3 square.

10

bi Ifthere are two odd squares, then they will
ing, either ertically. The

selection will be the center card of the outside edge
of the three cards thatis common to both squares,
e.g. the odd squares are [2-3-6-7] and [6-7-10 -

11], then the card #7 is the center card of the edge
that is common to both squares. The four possible
selections are #2, #5, #7 or #10.

1 2 3

5 6 2

9 10 un

c. If all four squares are odd, then the card that
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is common toall four squares is the chosen card, and
this is the center card of the full 3 x3 square, the #6.

1.24 Now, supposing that all four 2 x 2 squareshave been even squares, and: you havenot found the
selection in 12.3, then in this second step we will see:

if one of the cards (4), (8) or (12) is the selection.
You only have to look over the squares [3-4-

7-8] and [7-8-1112].
a. Ifthereis onl;

8. [3-4-7-
8] then the ‘outer comer card” #4- isthe selection, orif [7-8-11-12] is the odd square, then #12 is the
selection, This is the same rule as abovein 1.2.3 a,

b. If both squares are odd squares, then #8 is
ion. This is thy

bovein1.23

The spectator can mark the card by an Avery% round colored label and sign the label. In
further turnovers of rows he should end with a
situation in which his thought card does not show the

mark.

2.2 Use twelve loose pages ofa book. Now
the U-side, and the D-side are not obvious to the
spectators. The even page numbers are the U-side,
and the odd page numbers are the D-side. The

pectator aword:
i

ofthe page.
2.3 Anothernotso obvious layoutis made using

both sides of blank cards on which you write words,
‘Write names which are known to you on the U-side,
and unk

you on the D-side. Nobody
catches sight of a front or a back. Instead of names
You can use other terms, or the names of the1 2 3 4

5 6 7 8

9 10 1 12

2.SuggestionsofPresentations2.1.1 Asin 1.1, but before the spectator thinks
of aplaying card, he turns over rows as he likes it.
He creates his own pattern. Then he thinks of a face-
down or a face-up card, turns his thought card over,
and again turns over rows.

2.1.2 The spectator signs any playing card of
the layout, a face-up or a face-down card, and turns
this card over. The tumover is motivated in this version.

playing cards of your memorized deck.
41 anewspaperand divide it

into pieces. The U-side can be aside with a full-page
advertisement, or single advertisements, the D-side
apagewith text.

2.5Layouttwelve different objects, as aplaying
card, abusinesscard, aticket, a coin, a bottle cap,
ete.

2.6 Usealayout of face-up playing cards, Place
on each card a coin. Now only rows of coins are
turned over. The single coin, which is laying on the
thought card, is turned over. The card remains face
up on the table. This variant was suggested by myfriend Robert Robertson.

2.7 Tosimplify, you can perform the divination
only with nineobjects which are laid outas a3 x 3
square. Then you don't have to use step two, 1.2.4,

PURE MATH

BENT OUT OF SHAPE
Jack Avis

Jack Avis, a printer by trade, first discovered
magic through the pages ofa Davenport catalog when

he was ten years old. During army service in World
‘War II, he spent his free time developing a passion
and considerable skill at card magic. This was
achieved using American magic books and magazines,
largely unknown to British magicians atthat time.

After the war, he retumed to his trade while he
continued to throw himself into the study of magic.
During the last sixty years, he has had hundreds of
effects i is in i d books

In 1998, Richard Kaufman published Jacks excellent

book, Visa Vis. Now enjoying his retirement, he
continues to aggressively pursue his love of card
magic. He frequently sessions with Lewis Jones,
another one of m)

i i
this branch

of the art. (Keeping the magic in the family,
his brother-in-law is John Derris, noted magician
and fantastic host when in London.) Jack and Lewis
have abook due out shortly called, Ahead of the
Pack.

Ineffect, while the magicians back is turned, a
‘volunteer deals out arow of six face-to-face pairs of

cards. He then makes a free choice of any pair and

tums it over. He notes the identity of the
lowermost (concealed) card of the pair. Without any

questions asked, the magician notonly locates the
chosen pair, butalso divines the name of the thought-

of card.

The Work. This can be presented with a
borrowed pack or with alittle preparation. You can
pencil-dot, edge-nick, punch, or otherwise mark six

cards from a deck of cards. If you want to do this
with a borrowed pack, you will bow six cards. I will

marked cards, 6 unmarked cards in a known order,
and therest of the pack.

Aftera quick falseshuffle, handthe deck to your
volunteer as you tum your back. Ask him to deal
half a dozen cards face up on the table ina row from

lefttoright. Now ask him to deal face down cards

overthosecards, again left toright. Tell him to choose

any pair and to turn those two cards over as a unit.
Finally, heis to draw back the uppermost card ofthe

pair he just tumed and peek at the face up card
undemeath. Thatis hi i

Ask him to square ll the pairs again so that you
can’ttell which one he turned over. When you tum
around, you simply note which card in the face down

row is marked. This tells you which pair was tumed
d since

you know the identitic id values of the
original face down cards, theposition tells you which

card in yourmemorized sequence was select
Ifitwereto dawn on thespectator to check for

‘marks on the back of the selection, remember that
the back of the card wasnt visible. Further, the bank
of potential selections is not marked ~only the original
6 face-up cards were marked.

When using bowed cards, you have to view the
cards from an angle so that you can tell whether the
bowed card of each pair is on top or bottom, The
pair that has the bowed card on top is the selected
pair.

Leftovers. Obviously, allowing the spectator
to cut the pack before hedeals the cards can enhance

the effect. This can easily be accomplished with the

addition of Ed Balducci’s cut-deeper force. Thats,
start with the top twelve cards prearranged as above.

Ask for athird of the pack to be cut off, tumed face

the lower half of the pack. State
ibeitas ifyou are using . The

handling is thesame with the bowed cards orly they

aremore difficult to spot. (If you like, you can use
the deck from Doug Cannings Dealer s Choiceor
‘make onethat has just 6 of the cards marked on the
back. From the top of the pack, the order is: 6

that perhaps you need a few more cards so instruct
him to cut off about two-thirds, reverse those cards
and replace them. Now ask that he discard the face
up cards and use the first face down cards he comes
to, the bank of force cards.
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FAT BURNING WITH MAGIC

Unless you are dancing around effeminately on stage, magic is a sedentary sport. One ofthe by-products of parking itin
front of a deck of cards isani istli

i

referred toas “card lard.” With the more weight-conscious new century upon us, itis time for magic authorsi ) re of ‘health mai
.

magic-afflicted.
Tam not suggesting that you alter your lifestyle ~ you probably already did that when you took upmagic. Iam ing

instead, that you
by fous

of the little thi ici dotoloseweight orprevent weight gain, Using all
i ion sci 1d:

‘m;armchair, Lh iled alistofi i
shouldbe h hy ici d

during December. Below I have calculated the calories burned by each ofthe activities listed:

* Cleaningup dove doo doo on clients’ carpet before they tum around: 25.* Trying to reconstruct trick from description in lecture notes: 300.
* Jumping rather than restoring ropes: 300.
Bending spoons - 10; using spoon for meal tossing —up to 2500.

* Negotiating performance fees: 50.

Cursing performance fees en route to show: 150.
«Watching p

i

low-buds ic vi

pending enupchucked.
© Shuffli

5. Calorie ir i
i

180.*  Comering escaped tigerbefore audience ‘member gets dinner invitation: 1500.
© Hauli d tri

you; itten to Dec. 24th bx

-picki
get their own Chri don’t real

‘you don’t do this fulli
i

than stand in i i ith

the otherb020s..500. (Not that I'm upset about it.)
* Tryingtomakealiving by performing magic - no diet necessary.* Calori t eating duetoburns from leamni :300.« Calori i

i

find out you’ ician...

3500per occurrence; (a magician with a burned tongue... 3800 per occurrence).Calories saved because you've been spending your food money on magic tricks: 4500 per week.Reading the average magic book: 40/hour. From reading really, really fast: 45/hour.,
Reading The James File - without an armrest: 1400,
Trying to wring the rabbit pee from a tuxedo: 75.
Billing yourselfas the Mystic Magi ofBulimia - 8000/ week.
Learning thepass: 99,300. Calories burned. leaming the double undercut: 200. Calories bumed tryingto rationalize the difference: 15,000.
Calories burned in the 80s peddling old Linking Ring magazines: 750. Calories burned in 2001 afterLinking Ring CDROM produced: Infinity.Drea Hie

eee

oe

.
driving

your 72 Datsuntobirthday p : 300.
Hauling old Linking Rings to dump after unproductive Ring Auction: 450,

STIRRING

THE

STEW

J

(Fat Burning With Magis continued on page 180. (Chasing it down will burn 6 more calories.) .

196
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STIRRING THE STEW

Stewart James impacted card magic in a
dramatic way. He was an explorer, an inventor, a
discoverer, and i

ty

i

ith

looking
by providing them with what they craved. To studs

justas

y

Heled others down paths that he created, shed
enough light to mark the path, and then moved on to
the next path rather than following the existing path
toitsend.

Stewart dug deeply into methods that existed
and those he developed and then often then moved
to thenext one without milking every possible effect
from these methods. This can beillustrated by the

‘magicians in this chapter that wereinspiredby asingle
James item.

Th debtto Allan
Slaight i

mpiling, editing James’ work. Were
it notfor his efforts, magicians would haveto be
ontent

wi ing

upon previously published
James’ itemsin small numbers as they werestrewn
about the magic landscape. Further, the wealth of
his unpublished material would have remained
unpublished and therefore unrealized.

This chapter contains material inspired by
Stewart James. Before we get started, I want to
reprint one of my favorite quotes of Stewart. The
quote and an effect by Stewart, appear here with the

fact that there are three effects by three different permission of Allan Slaight.

only in certain magic; 1am interested inall magic. They are gregarious; Iam introverted. They

other”

Took for what they can use; I look for even the tiniest glimmer of an innovation to titllate my
jadedreflex. Most arenot like me, and prefer whatthey call ‘commercial’ magic. Others, like
me, areattractedto the inspirational - effects that contain the spark that will ignite their creative:
nature, that will launch those ‘sundry peculiar gyrations’ leading to anewidea. Sometimes an
effect will satisfy both kinds; many times it will not. Butall ofus acquire pleasure from magic

in our fashion. [have been most fortunate in having good friends who are of onekind or the
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RAGE WITH AN ‘N’
Allan Slaight

Allan was the first to introduce me to Stewart
James when heinvited me: upto the Stewart James
Get-together near Courtright, Ontario. Heis theeditor and writer of The James File and Stewart
James in Print—The First Fifty Years (the latterwith Howard P. Lyons). It was atthe book launch
party for the former that I first becameaware of RageWith an 'N." Allan had contributed the effect to
Gordon Bean and William (“Bill”) Goodwin's booklet

Afterlife which was circulated only to the magicians
inattendance. Since that included only about fifteen

copies, Allan (and I) thought the effect deserved awider readership. It appears here with the kind
permission of Gordon and Bill,

Allan is the president and CEQ of Standard
Broadcasting Company in Toronto. More importantly

(well, to me anyway) is the dogged effort hehashibitedoverthe last edit,
write, and produce the tomes above. They arenot
only the largest books in magic — but among the best
as well. Ifyou are interested in semi-automatic card
‘magic, they are more than worth your investment.

For the following effect, you must be able toforce the word threaten from anovel oradictionary.
In Allan's case, the first publication he happened to
open worked perfectly. “Threatens the third word

on page 639 of the 1996 edition of Webster's New
‘World Dictionary and Thesaurus, You will adjustthe working for different editions or different
dictionaries.

Thisis best when presented nan intimate setting
where you know the name of the person you will
invite toassist you. Let us assume that her name isEileen. On the outside ofa regular 9%" X 4" blank
envelope, prominently print across its address side:
“EILEEN REMOVES CONTENTS..." On astrip
of blank paper approximately 8/4" X 2" print across
its length: THEN TEARS" and seal thestripin
the envelope. Insertthe envelopeso it juts outof the
top ofthe dictionary.

Assuming youareusing Allan’s dictionary, your

ng

fourteen-card stack, from the top of the decks: anysix mixed hearts, 10, 10, 10, 10H, ablack 6, ablack
3, any face card, a red 9. Begin by introducing the
cased deck and the dictionary. Remove the cards,false shuffle, and force the ten of hearts on Eileen,
using the Countback Force (see Leftovers below).
Atthe conclusion ofthis procedure, the ten ofhearts
will betenth from the top of the deck, with the other
threetens on top, followed by the six mixed hearts,
The other four cards in the original stack now lie
beneath theten of hearts.

Draw attention to the envelope, and ask Eileen
to openitand removeits contents. When she. displays
the“... THEN TEARS": strip, direct her to tear it soeach letters separate and to place them, writing side

up, on thetable. Pretend to concentrate as you ask
Eileen to think of her card. Slowly, then faster,

i

spell TEN and HEARTS,
Have Eileen confirm that indeed, she did select that
very card,

Pick up the deck and ask Eileen if she wants
Yyouto deal some cards from the top orifshe would
like youto cut them first. Ifthe cutis. requested, use
your favorite falsecut. Spell T-E-N by dealing three
cards in a face down group on the left. Spell H-
AR-T-Sinafacedown second group. Dramatically

reveal the top card of the talon — the ten of hearts.
“Here we spelled TEN." Turn over those

cards and display the three tens. “nd here we
spelled HEARTS.” Show that those six cards areall hearts.

“Now we need a page number. Do you want
me to deal from the top or cut. them first?” Again,
useasimple false cut ifnecessary. “We use three
cards. Deal them in a row on the table, but ifvou
get aten ora face card, get rid of that card and
deal another one.”

Eileen will produce asix, athree, a face card
whichis discarded, and finally a nine. Direct her to
open the dictionary to page 639. “We ll use the
lowest number to save time. Look at the third

STIRRING THE STEW

word on page 639. Read its definition silently to
yourself. Keep your finger on it.”

Pretendto concentrate. Then rearrange the nine
letters to spell THREATENS. “Please read the
definition you are touching.” Eileen responds, “To
make threats, as of injury. To indicate danger,
etc.”

Background. This started with Allan’s Otwone
Prediction which ished in

the March, 1991
Genii. This issue was devoted to Stewart James.
Prior to publication, Allan sent the trick to Stewart
who seemed to like it. He wrote, “7 do not recall
where letters from a card have been usedin this
manner previously.”

‘Then, as Allan puts it, “He promptly improved
it...considerably." Stewart's Anger With a 'D’

appears on page 1050 of The James File. When
Allan noticed that Stewart's version required the use

of the ten of hearts, he immediately thought of his
classic Further Than That. The combination of the
two effects resultedin the above.

Leftovers. For those of younot familiar with
the Countback Force, itforces the 10 card from
the top ofthe pack. Hand the deck to your volunteer
and ask forany number between 10 and20, Assume
shenames 17. Ask herto deal 17 cards to the table.
Asker: ining

cardsandpick up the
packet she just dealt. Explain that the number 17
consists of two digits, a 1 anda 7. Adding the two
digits togetheryields 8. Ask herto deal 8 cards back
onto the top of the pack, but to note and remember

the 8" card. This is your force card. Finish by asking
her to drop the remaining cards on top of the pack.

As you might imagine, you can finda lot more
about the Countback Force in The James File.
Consult Chapter 13 on page 1242.

IMAGINARY VANISH
Steve Beam

Thefollowingitemirelatively simplein method.
Tthoughtyoumight appreciate this hull before thestorm

created by thenext item.
‘This is acoin puzzle converted to a magic trick

with the addition of a story. Try not to overly
complicate the story, something that familiarity with
the script will help you to prevent.

For close-up work, start with a change purse
containing a half dollar and four dimes. The: purse
shouldbe one whose contents can be accessed with
one hand when the purse is open on the table.

“People are always asking me how I got
started doing magic and tricks with cards. The
truth is that I wasn't very good at gambling with
cards. I used to play cards with all the kids in the
neighborhood and they always seemed to win,
This may sound strange to you... since I was 35

at the time... but it’s the truth. | remember one
day, I had run out of bills so I reached for my
change purse. Without even knowing how much
money I had, I placed a bet with one of the little
cheating kidsfor 50%, or half of what was in my

purse. 1 lost to the little card sharp. So I placed
another bet for 40% of what was in the purse. |lost to that little double-dealeras well. It was

time to pay up and go home."
“When I opened up my purse, I found I only

had 50, 60, 70, 80, 90 cents.” Starting with the
fifty-cent piece, the magician picks up the coins with

his right hand and places them into his left. On the
second dime, tap it against the coins in the left hand
butsecretly retain it clipped in your right hand. Drop
thelasttwo dimes into the hand cleanly. “Thevdidn't
‘have any change, so nobody knew how to settle
the bet. Suddenly I got an idea. I asked them to
pretend that [ had an imaginary dime, which [
added to the other coins giving me an even
dollar.” Reach into your right pocket and remove
the clipped dimeas if from the pocket. Cleanly place
itin the left hand with the other coins. (Alternatively,
produce the clipped dime from their, a spectator’s
knee, your knee, or your elbow.)

“I paid off the first little cheater by giving
him half of what I had, or 50 cents. paid off the
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second little cheater by giving him what I owed
‘him - 40% ofwhat 1 had, or 40 cents. Now, asforthe remaining dime, remember that it was an
imaginary coin it never existed.” The ‘magician
shows both hands empty. “And thatis how I moved
Jrom card games to card tricks.”

ac id. This is a minor variation and asimplification of a Stewart James item called,
“One-Cent Tale" from the second volume of The

James File, page 1931. Atits: simplest, it eliminates
the need for a gimmick, which also allows for
an immediate reset.

And, as the dollar is based upon the decimal
System, switching the total of the coins used to a

Puzzles (1898). In the original, a farmer was trying
to decide how to divide his 17 horses. among his three
sons with one receiving half, another one-third, and
the last one-ninth. A lawyer was brought in and
‘worked out asolution. He added his personal horse

to the calculation, making the: resulting number of
horses evenly divisible by one half, one-third, and
oneninth ornine, six, and two respectively. This left
one horse upon which the lawyer couldride off into
the sunset. (Don’t you just hate it when the attorneyis the hero of the story? Obviously, this is fiction.)
According to the original book, this is a common
maneuver used to distribute property in the

Mohammedan Law of Inheritance.dollar mad

sense (and

cents) when telling
thestoryandit is easier for the audience to

follow the math. Changing the verbiage from
fractions to percentages makes for aless mathematical

ion,as40% ofadollar ion

madefrequently and in one step as opposed to two-fifths.
of adimewhich wouldseldom be done and is atwo-
step process (10 divided by five, then five multiplied
by two). Adding a change purse makes the entire
routine self-contained. Ifyou are working for larger
audiences, you could use nine (supposedly 10)silver

dollars.

Stewart's effect was based upon a mathematical
al in

Profes: ’s Arithmetic

Converting in

tricks, er...
uh.... Imean magic tricks, has been responsible for
someimpressive displays of semi-automatic magiceffects. Perhaps the best-known example of this is

theclassic Thi
heepandits many variations.

The puzzle with 17 horses explained above was the
basis of Emest W. Bradys card rick titled Shiekh s
Bequest from issue #382 of The New Phoenix
(1963). In this, an odd-backed card served as the
extra horse as the 17 cards were split among three
spectators.

Leftovers. Ifyou are wondering why thisisina
book of card tricks, reread the patter —and then usealitleimagination. Poker —it’

. Getit?

Juan Tamariz- “Si, s ‘nore.

trance’ really exists.”
Obie O’Brien ~ “FFFFing great!”

Harry Lorayne ~ “J, me, mine.”

TESTIMONIALS
What Live Magicians Are Saying About the Semi-Automatic Card Trick Series:

Channing Pollack — “Great useable stuff. can finally retire the bird act.”

Kreskin ~ “After reading the series I've changed my opinion on whether a “hyprotic

Robert Giobbi - “1 guess this series could becalled ‘Kard Kindergarten.”David Copperfield — “I've seen Steve do the material — I'm trying to picture it with haiy
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ALPHA BET
Steve Beam

Stewart James was an incredibly prolific creator of magic. You don’tneed to take my word forit. A
quick pass through the almost 3000 pages that comprise Stewart James in Print and The James Fileand
you will ‘over 65 years of his isti ic princi d

n S
ones. In

volume I, page 1089 of The James File you will find a one-card handling ofthe Gilbreath Principle (asdeciphered in the accompanying commentary by Max Maven). In an unrelated coincidence, 1089 is akey to
awell- i ict i in this

volume.
ighliy

myfirs time through the books, but Scott Robinson suggested I take another look at it as he was having fun with
variations on the concept. Scott's work is published elsewherein this volume.

What follows is not an effect. It is a considerable tinkering with methods and principles. Ifyou arelooking for something to use at your next kid show, you probably want to turn the page. This is more for theseriously addicted card guys. Should there bea volume 5 in this series, Iwill probably includemy results with
the ideas expressed below.

NLill haveto explain Stewart's concept briefly in order to explain my work witht. Stewart's original
handling

i h i

it ith ESP cards or alph
.Hereis his handling using only rds. Ignore the sui

11

Assume three 5-high straights as shown below.
rou will

A-2-3-4-5 A-2-3-4-5 A-2-3-4-5

tack topofeach ingafift
Pp:

with an ace on top. Now, takethetop card and insert it anywhere in the middle of the packet. Thumb five cards offonto the table intoa pile,the next five cards into asecond pile, and table the remaining cards ina third pile. You will find thatall three
straights arestill intact.

9

i‘To give aspecific example, assume that the top aces inserted into between the 2 and 3 of the middle
hand. In the illustration below, the ace being moved is underlined. When you split the packet into the three
hands, you will find the following:

A234-5 A345 A2-345
2345A  2A34S A345

Original:
Revised:

Thestraights areno longer inthe same orde, and hey don't contain the same ace thy started with, butthessets of values are ntact. Assume the ace was inserted between the 5 of thesecond hand and the ace in the
third. Youwould find:

Original: A-2:34-5
Revised: 234.54

A-2-3-4-5
2-34-5-A

For the final example with playing cards, assume that the ace was inserted between the 2 and 3 of the
third hand. You would find:

Original: A-23-4-5  A-23-4-5 A-2-3-4-5

13
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Revised: 2.34-5-A  2.34-5A  2-A3-4-5

The same works with alphabet cards as Stewart pointed ou, In the following example, assume. youTove thes on top andinserted it between the’ and first T in the third group of letters. Youwould find foefollowing:

Original:~S-T-E-W-A-R-T S-T-E-W-A-R-T S-T-E-W-A-R-T
Revised: T-E-W-A-R-T-S T-E-W-A-R-T-S S-T-E-W-A-R-T

(S)even~(S)pades-(S)elected. Then I realized thatit doesn’t have to be the first letter. It works equally wellwith letters. Then I reali

it i

rords of th ize,

content, number,oreven with common letters. Stick with me for the. explanation.
Start with a 15-card packet containing a groupof three poker hands that sharea. single value, an ace.Note that the hands are completely different, yet they all contain an ace as theirfirst card. Assumethe top cardis theslider card and itis inserted in the last packet between the two pairs of sevens. You start witha straight,full house, and 4 of akind. You end with the same hands although the aces have slid" from one hand toanother.

Original: A-K-Q-J-10  A-A-Q-Q-Q A-7-7-7.7
Revised: K-Q--10-A A-Q-Q-QA 7-7-A-7-7

Now we wil attempt the same thing using alphabet cards. Rather than having three names that arethesameas in" (S)ewan(S)tewart(S)ewart" weonly have to havea common etterin each of thonames, Startingwitha groupof three names, rearrange the cards so that the common eter is a the tar of sch, group. Then,; letter (¢)astheslider and insert it

anywhere

in the packet, at it goes between theLandtheS in the second name.

Original: Steven Leslie B-eamRevised Order: e-S-t-v-e-n eLs-lice eBamRevised: S-t-v-e-n-e L-s-e-l-ie e-B-a-m

‘The above demonstrates that not only do they not have to be the same words repeated. but the wordsdon’thave to be the same length. Retuming to playing cards, it can be demonstrated that “junk cards canserve as theslider. Take th

from above, and
n in thy 4-of-a-kind. The X-cards represent indifferent cards which have no impact on the poker value of the fours ofa kind. Assume thetop X-card is inserted three cards frm the bottom of the packet as follows:

Original: X-Q-Q-Q-Q X-77-7-7 X-A-A-A-ARevised: Q-Q-Q-QX 77-7-7X A-AX-AA

Theeend results that you still have three sets of 4-of-a-kind. Moving from indifferent cards. the slidercardcan be the only card which brings value to the hands. Assume that you have three incomplete straights, 4cards in sequence along witha garbage card. Only the topmost hand has the card which completes the
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straight. You can state that the spectator will insert the card anywhere into the other 14 and thatyou will win
with i

the card. i
the d of thy

‘The two nines are “garbage” cards which render the hands that contain them useless. Assume that the deuceis removed and reinserted four cards from the bottom. Wherever the deuce is inserted becomes the winninghand. The other two sliders render their resulting hands worthless.

Original: 2-3-4-5:6 9-34-5-6 9-34-56
Revised: 3-4-5-6-9 3-4-5.6:9 3-24-5-6

The I
example. Whichever the9 b

.
The other in

astraight. Assume
the is inserted three cards from the bottom of the third hand.

Original: 9-3-4-5.6 2-3-4-5-6 2-34.5.6
Revised: 3-4-5-6-2 3-4-5-6-2 3-49.56

The above examples all use three words or three poker hands. Threeis simply an expedient means oficating
the concept. Th inci justas well for . Using the"as thessliderin the phrase Two ofdiamonds ontop” yields the following example, Assume the"O"is inserted

inthemiddle of the word “diamonds.”

Original: Two Of Diwmonds On T-op
RevisedOrder:  9-T-w Of oDd-amands On  oT-p
Revised T-w-0 f-o On oTp

Obviously, the same concept works with poker hands. The number of hands has no effect ontheki f th Yo
it

words
letter if you wish. This is

shown in the example below whereall three words share both an “S” and an “E” However, youmustinsert
the “E" and “S™ together i ir

order to “S-E"b inserting
them. This: switch

s

the
concept works in case the pairs inserted between two other sliders. Assume the“E-S™is inserted justafter the
“S"in; i

. This wouldn't work wif itching of the ds.

Original: Seven S-pa-des
RevisedOrder:  S-ev-en  S-ep-a-d-s
Revised: ven-Se  pa-ds-Se

Note that the number of sliders is not limited to two. The best way to illustrate this would be with pokerhands. Assume the entire firsthand is to be used as the lider. Reverse the order of the hand and assume it isplaced between the 5 and 6 of the second hand. (This is probably the best illustration ofwhy Max Maven said
that Stewart had reinvented the Gilbreath Pririciple.)

Original: 234-56 2-34-56 2-34.56
Revised: 234-56 54326 234-56

To this point, all of the examples assume that thereis a common letter in the words or in the poker
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hands. This is th
ly if ing to deal the cards after the inserti in preds ined

piles ofthepropersi: ber of hands. This allows ith deck andthe words used in your effect. For example, the phrase, “seven of spades” does not work because there is nocommon letter between the three words. However, you could combine the first two words, and then thereisoletter. (For ple, we will
letter.) Assume

the“S"s inserted onthe bottom of the pack,

Original: S-eveen Of SpadesRevised Grouping:~~§-e-v-e-n-O-f S-pa-dee-sRevised: ev-e-n-0-£5 pa-d-es-§
Your i

i;
y

i
ings of th

lettersastheyaredivi i
‘Thisis not as useful as havi ingcardsuch

their
\ponent parts.

card:as ajoker for playing cards, an “S” for nouns, and a blank card for alphabet cards. Since the joker can taketheidentity of any card, it becomes auniversal slider,
Since the *'S™ mak

d ofmost nouns andsome verbs, itbecomes a universal slider between different words. Words that don’t share common letters can share acommon letter when you use theplural. Words like dog
> Cat, run, and hat become dogs, cats, runs, and hats.

Blank cards become universal sliders and make sense when used as a separator between words asshown in the follow example where there are no. common letters between all the words, ‘This may be themost3

2
useful concept amor in the words used by 2

©
the

principle. The blank card: ed by “X's” in the foll
p 4

isinserted after the“T"in “the.”

Original: B-L-o-ok  X-A-t X-T-h-e X-T-0-p X-C-Revised: L-o-ok-X  AtX T-B-h-e X-T-op XC
‘You couldplace the top (blank) card in your pocket before. starting the effect. Then remove it and haveitinserted. This would appear to make more sense than using the top card.Ifyou decide to construct effects using any of these variable sizedpiles, youmay want to give somethought to making the Progression ufgrouping the cards ina logical manner. In other words, it ‘may be moreaesthetically pleasing and logical if the number of letters in the words form asequencesuch as 4,3,2 and then

Pick upthe packet. You know the card that belongs on top (back) of the packet. Under the guise ofevaluating the" damage” the spectator has done, spread through the packet culling the card out and back to thetop (back) of the pack. Spread the deck with a reverse, spread showing the sentence,Variant #). Start with a packet of alphabet cards in the Proper order to spell out the sentence of yourchoice. Takethe top card and have it placed face down in the center of the packet, outjogged for halfitslength. Perform the Prophecy Move, turning it face up and secretly cutting the packet. “#2 are going toleave your card where you inserted it, but cutthe.packetat the place you have chosen for us." Cut thePacket so that the reversed card is face up on the top of the face down packet. Spread the packet face upshow
his cd and his cardin the] i
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itto complete the sentence correctly.
Variant #3. Since the order of the cards doesn’t matter within the individual words or “hands,” youmay wish to use the Free Cut Principleto simulate aspectator shuffle, You can. only do this after using theslider, orin lieu of using theslider as explained above. Thumb the piles over based upon number of letters inthe words. For example, “Tum over first card" (using "Ras the slider) would be4,4,5,4 thumbed over into4 packets which are tabled from rightto left as shown below,

4 3 2card fist over qm
Pick upthe cards at position 3 and ask if they would like any in that packet to be added to the pile inposition #4, which you denote by pointing to. They can select any card(s) to addto pile #4. Retum pile #3foposition #3. Pick up pile #2 and ask if there are any cards in it that the spectator would like to add to theanemic pile iow residing at postion #3. Allow them as many cards as they wish to be taken from #2 andadded to #3. Return this packet to position #2. Pick up pile #1 and allow the same extraction, adding the

Now, gather everything up by placing the cards in position #1 on top of those at position #2. Thiscombi is placed on pile #3 and the entire

groupis placedonth at position #4. You are nowgoing toreplacethelayout by either thumbing over or dealing the cards outthe way you just did, placing the topfourat positon #1, the next four at position #2, th next five at positon #3, and the last four at position #4, Thewords arestill intact only the order of the letters within the words has changed.In the aby

ple, youareusing

the Free Cut Princi perf LAbetter example wouldbe with poker hands. Assume you have four goo 5 pind pokerhands in the followingconfiguration with 4” representing the performer's hand.

fal

2

4

Pick upthe hand at #3 and allow as many cards tbe extracted from that hand. andadded to yours(#4)as the volunteer wishes. Replace what's leftof hand #3 and pick up #2. All Withdrawals from #2 areto

that thehands each contain different numbers of cards. Collect the hands inorder by placing #1 on #2, thecombined 1-2 on #3, and the combined 1-2-3 on #4. You may wish to add an optical false cutat this point,boverthetop five cardsandp mat#1, Th i ffi #,#3, and #4 respectively. You are back to having the same four good pokes ands at sack placeLeftovers. While [won't go nto the specifics, thereare many other ideas, moves, principles, andconcepts which could be integrated into th discussion. Two obvious additi
hayshuffle and Paul Currys Subrle Switch from Paul Curry Presents,
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AROYAL PARCEL
William Goodwin

Billisafirst class magician withapairofhands
to match. I'met him while tracking down the
Goodwin/Jennings Display which [used in Simply
Shufled in Volume 3 (and previously published
in issue #62 of The Trapdoor in 1996.) This
effect is based on Stewart James's Package
Deal found on page 1089 of The James File,
‘Volume One (2000). I'should also mention that Bill

had the thankless task of compiling the index for The
James File. (See Leftovers for an update on this.)

Bill has just embarked on yet another thankless
task. Heand Gordon Bean have decided to produce
aregular magazine of magic, Penumbra. As one
who has spent 15 years “making an issue out oft,”
I'm hoping for along run from this pair.

Removeall the tens, jacks, queens, kings, and
aces. Stack these cards from the top down in the
following order: club, heart, spade. diamond, club,
heart, spade, diamond, club, heart, spade, diamond,
club, heart, spade, diamond, any three spot cards,
club, heart, spade, diamond. Place these cards on
top ofthe remaining twenty-nine cards of the deck.
Only the order of the suits of these cards is important.

‘The values of the cards can bein any order.
‘To perform, false shuffle the deck, then cut off

them to the table. Set the deck t
side, then pick up the packet and fanit displaying the
high cards to the audience. Place the packet face
down onto the table and invite a spectator to give it
as many single cuts as he desires. When heis

satisfied, have him remove the top card of the; packet
as his selection.

Have the spectator turn his card face upand insert it anywhere into the packet he
desires. Emphasize the freedom of choice here.
Stress that the selection may ‘beplaced anywhere into

the packet. You must now distribute the cards into
four packets using the: following procedure. Deal the
first four cards to the table one at atime reversing
their order, this pile going to your left. Ifthe face upselection appears in this packet, thumb off the next
four cards without reversing their order to make the
second pile. Thumb off the next four cards and table
theseto the right of the first two packets. Tablethe

lastfour cards without reversing their order to make
the fourth pile.

If the faceup selection is not found within the
first four cards, then reverse count thenext four cards
to produce the second pile. If these cards contain
the selection, place the next four cards to the tableslightly

packets.Instruct a spectator to riffle shuffle the two halves
together. Pick up the deck and explain that you will
usethe high cards (tens and aboveas previously set).
With the faces of the cards toward you, begin
‘spreading through the deck. Upjog the first four high
cards you cometo, then any three spot cards, followed
by theremaining sixteen high cards. Afterupjogging
the three indifferent cards, you may lower the deck
so the spectators can see you upjog the high cards.
‘The three indifferent cards will be hidden by the four
high cards upjogged before them. Remove the
upjogged cards and place them at the back of the
face up pack.

Turn the deck face down and remove the top
sixteen cards. Youmay either thumb offthe cards or
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their order

Finally, table the last fourcards making the fourth
pile. Inoother words, you simply reverse count every
card while making the four card packets until you
see the selection. At this point, all the remaining
packets are made by thumbing off the cardsin agroupwithout reversing their order. The four-card packet
that contains theselection may either by thumbed off
in agroup or reverse counted,

Pick up the packet that contains the selection
and remove it. Tum over the remaining cards of the
group and comment on the poker hand the spectator
has received. Replace the three cards face down on
the table and place the selection face up on top of
them.

Explain that the spectator has actually received

EEEE
EEE————
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a better poker hand than he thinks and tum over the
top cards of the other three packets to reveal cards
ofthe same suit. You will be one card away from a
Royal Flush. Say that the suit of the selected card
will determine the last card of is pokerhand. Pick
up the deck and deal down one card for each letter
of the suit (minus the ‘s*) of his selection. Ifthesuitis
the club, heart, or diamond twn over the last card
dealt. Ifthe spade suit has been: selected, tum over
thenext card after the deal (or simply. spell including
the *s”). The final card of the Royal Flush will be
revealed.

If you would rather have the last card of the

Royal Flush appear on the 's* of the spell, simply
place four indifferent cards instead of three in your
set-up. When upjogging the cards, upjog four
indifferent cards instead of three after the first four
high cards have been upjogged. When spelling the
suitat the end of the effect, spel each suit (including
the 's") for clubs, hearts, and diamonds. Turn overthe card that falls on the 's’ to reveal the last card of
the Royal Flush. Ifspades has been selected, spell it
(including the *s"), then turn over thenextcard to
reveal the final spade.

Leftovers, Regarding that thankless task -thanks, Bill

REPACKAGED PREDICTION
Scott Robinson

‘This is Scott's considerable elaboration of the
principle described in Stewart James's Package
Deal found on page 1089 of The James File,
Volume One (2000). It's a solid prediction of a
total of numbers arr irely

bythechoi

your volunteers. Whether or not you plan to perform
the effect, I think you will find the mechanics
fascinating. I clipped the patter from one of my

had remained unpublished.
The Work. Start with any 3,Q, 6, 7,and8 on

top of the pack. Repeat this sequence three times
with the other cards of the same value for a total of
20 cards. Place these on top of the pack. Suits

don’tmatter— only the order of the values. Place the
number 34 (the total of the values with court cards
counting as ten) on aslip of paper and seal it inside of

acoin envelope. Write the number **5™in bold type
on onesideof the envelope. Place this in your pocket
and you are set to perform.

Introduce the deck. Giveita quick shuffle
retaining the topstock. Finish by cutting about 16
cards from the bottom of the deck tothetop, centering
your 20-card stack. “I'm going to ask two ofyou
to sel ds. This is all i d
we'll start with you.” Bring out the envelope with
the writing sidedown. Ask the: first spectator to insert

theenvelopeinto the middle of the pack. Hewill ry
to center the envelope for two reasons. First, most
people ry to cooperate with themagician. Second,
to most people, something inserted in the center is
harderto]l

thetop or
the bottom. Anywhere in the 10 middle cards ofthe
pack will work well,

You arenow goingto give the first volunteer a
choice of choosi rds from i i

below the envelope. He will make: five choices, each
time removing the card above or below and adding
them to his face down pile. When heis finished, ask
him to remove the envelopeso that he can now select

the five cards that will makeup your hand.
Asheis doing this, cutthe pack as closeto the

centeras possible. This doesn’thaveto bea precision
cut, as you only have to end with at least five cards in
your stack on top and bottom.

Ask him to insert the envelope in the center of
the remaining cards. You will execute the Prophecy
Move, finishing with the envelope writing-side up,in
the middle of the pack and your stack. Your reason
for executing the move is to focus on the. writing.
Allow the same freedom of choice from above or
below th

pe

until th anivesatas-
card hand.

Pick up the cards that are to be your hand. “We
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are now going to play a well-known card game
using the cards you have selected for both of us
to use. We are going to playthe manly game
known in Las Vegas as... Fish. You are probably
Jamiliar with some of the many variations of this
game. There's Caribbean Stud Fish... and Casino
Draw Fish. But today, we are goingto play the
ever-popular Five-Card Strip Fish. We'll wait
while you get undressed. Come one... we can’t
hold up the show.” When the spectator protests,
“Well, I've never tried this with everyone fully
clothed, but I'm willingto giveit a try if vou insist.

Ifit doesn’t work, I'm afraid you’ e going to have
to peel.”

Retuming attention to your hand, pretend to be
arranging them as if you are preparing to play Fish.
“We're going to use the values, not the suits, Just
like in blackjack. Aces are one or zleven and, face
cards are ten. Do you have any threes?” Finding
amatch, themagician continues studying his hand and
calling out the values represented by the cards he
holds. "hands over his card

are called, the magician forms two rows of side-by-

side cards on the table. The magician gets amatch
‘with each card he calls until all cards in both hands
areexhausted. This is the first climax.

‘The magician picks up the row of cards formed
from his cards and returns them to the pack. “Well,
that was the first phase. I guess it's now your
turn. You chose both hands. Add the value of
each of the cards you selected.” He will add the
values ofthe cards in his hands. Make sure he does
this aloud so you can ensure he assigns a value of ten
to the queen. The spectator is instructed to open the
envelope andremove the prediction. The prediction
‘matches his total,

Leflovers. Predicting thetotal onaslip of paper
rather than the individual cards that will be selected
tends to move the audience away from the idea that
the cards were forced. there are many combinations
‘which would have resulted in the same total.

Background. As already stated, Scott’s
inspiration was from Package Deal from page 1089

of The James File. For completely different but
imilarty inspi ill

Goodwin's Royal
Parcel and my Alpha Bet.

XE]

Monica Lewinski ~ “I couldn t put it down,
Bill Clinton - “Give that man a cigar.”

‘What Non-magicians Who Have Never Heard of ‘Semi-Automatic
Card Tricks are Saying About The Series:

Marv Albert — “I prefer the back of the book but I'll wait for the leather bound edition.”
George W. Bush ~ “Now that's what I call spreading terror.”

STIRRING THE STEW

FOURTH INCANTATION
Stewart James

When I published Volume 1 in 1993, Allan
Slaight sent along several unpublished items of
Stewart's from which I could choose for inclusion in
the book. Inthat volume, I wrote, “This was Allan's
idea of a practical joke. He knows that it is
difficult to choose between gems.” Previously, I
had picked with him about my book being finished
long beforehis. (Of course! ignored the fact that his

‘was approximately 2000 pages inlength.) As aresult,
he was doing everything he couldtoslow the progress
on my book. So, he gave me several dandies to
choose from ~ bringing the book-writing process to
agrinding halt while Imademy decision.

Allan is now work again
Thavemadea general nuisance of myself motivating

him to make it happen sooner rather than later, This
i

ahelpful
technique I call “goading.” Thats, again I try to spur
him on by suggesting that my book will be finished
before his.

So, you ask yourself, how does he retaliate?
When it was timeto receive Allan's now-regular

contribution to this series, he mailed his contribution
along with anote. The note said that for Stewarts

ibution, I i ing

I the

those that had been previously printed. That
narrowed the field down to a manageable 1000 or

so tricks from which to choose.
About the time I was ready to simply close

my eyes and point to on in the index, I found a
marginal note I made when I first read the tomes.
‘The note said, “Wow!” My decision was made.
Fourth Incantation is it.

Effect. The spectator cuts the pack and
completes his cut. He pockets the new top card of
the pack without looking at it. Now he cuts off upto
half of the remaining cards and counts them to arrive
atasecretnumber. Whilehe is counting, the magicianbe : wo Sh

on the table. Starting at one end of the spread, the
spectator counts over to his secret number and

Th er
card is written on the face of that card.

‘Thespectator removes the card from his pocket
and it matches the name of the card that was written
on the onein the spread. After acknowledging the
response, themagician calls attention to the fact that
there s another card written on the face of the card
justremoved from the spectators pocket, It matches

Hosen iaith
3000-page series. Before reading the above, some
of you might have viewed this as Allan being
generous. Only now do you see the evil behind the
offer.

Choosing oneitem from any of mytop-ten
magic books would be difficult, Choosing that item
from the only one of my top-ten magic books that
exceeds 3000 pages was virtually impossible. There

isno such thing as "best" trick in a book of James
life's work. Thad personally highlightedso many items
that it looked like my copy had been dropped in a
urinal.

With this in mind, I set about my choice. I
deliberately steered clear of thosethat were in the
arsenal of all card men such as Further Than That
and Miraskill. 1 also eliminated non-card items and
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the identity of the card

spread.
(Itoldyou: “Wow!")

The Work. The deck must be prepared,
but that only takes half an hour. Further, the
preparation need not be kept secret after performing
the trick ~ it's simply that all the cards have the
identities of other cards written on their faces.
Equipped with the prepared pack, there is virtually
zero magic that could be done without the all-
important secret.

To prepare, shuffle the deck until they appear
well mixed. Now write the name of the 27* card on
the face of the top card and the name of the top card
on the face of the 27" card. Transfer the top card to
the bottom and repeat the process with the new top
and 27" cards. Continue this process until every card
in the pack has the name of the card 26 cards away
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‘written on its face.

To perform, git afl
cutandtableit in front ofyour volunteer. Now follow
through as above. Ask that he cutthe pack and

l
. Have his

top card
of the pack. Now ask him to cut off a few more
cards, less than half the pack. Ask him to count the
cards hejust cut.

Pick up the remaining cards and deal the top
26 cards face down in an overlapping row from yourleftto yourright, Place the remainin 1 cards offtothe
side out of play.

When the volunteer finishes counting his cards,

heis to count over from his left to his right (starting
ith

you dealt)tohi and
removethat card. The trick is finished. All that is
necessary is to reveal the writing on that card.= “This igi ,

page 1173 of Volume One of The James File. It
had been transcribed from Stewart's notes written
around 1964. According tothat volume, Stephen
Minch has been able to trace the force used back
about 100 years.

Leftovers. Perhaps this wouldn't be the best
timetocall attention to the fact Allan’s book sill isn’t
published.

LUCK AND THE MAGICIAN
*Luck”is ji i

. But,
In fact, many are quite the opposite. But this catapults the question up for discussion, justhow doyouknow you are an unlucky magician? While a complete list would beimpossible, we haveredall is oitlicw inthis book) to bri i

3

ici ! ily

known to be lucky.

indicators that you might be unlucky.

reprint just out retails for $100.

years leather-bound,

Your wi
ith that $900

pgo before they came out in hardbound for $50 each.
You get trappedon adeserted island - with your books on kid show magic.You geta front rowseatto see Ricky Jay's new lecture - and then find outit’s on Le Petomane,Yousell your out of print volume oneof ‘Semi-Automatic Card Tricks on ebay for $50 withtheideaof replacing it when reprinted - only to find out that the poorly-produced, paperbound

You find outsomeoneshuffled the deck just before youmemorizedit
Yourlast issue of The Minotaur arrives just after you had given up and had the other9.75

You think you purchased the exclusive rights to Pabular.,
Yoururologist, knowing you are a magician, refers to your needed surgery asthe “breakavay

3 years

cookies.

wand" trick.
You find copies of your promotional video being rented as a*Show ~ To Go” at the localdiscount party shop.
Theteller at your bank has you arrested after you accidentally ask her for change and youpassheramillion dollar bill.
Thel it i

youask an if shewouldn'tmindshowing you The Magic Circle.

Keeping with the theme at ashow for Nabisco, your assistant in the Twister illusion tosses her

PETA files a complaint after your first performance of Terry Lunceford's Viper.Your physician knows you're a magician and asks you to cough when I squeeze your eggbag

123

SINGULARITIES



SINGULARITIES

SINGULARITIES

The tricks in this chapter share. one thing with each other. That is, they don’t share, anything with any ofthe other tricks in the book. This ismy “miscellaneous” chapter — reserved for anything not easily categorizedinto ‘my admittedly nondescript chaptertitles elsewhere in this volume,‘Technically, the ri

thir i

ther. Th isthat i

nothing else to say about their grouping. That is, now that I have, shared with you their commonality, I amcompletely ata loss as to how to fill the rest ofthis introductory page.Tmean, the introductions for the other chapters just seem to flow from my fingertips as they dancedacross the keyboard. While some were only ahalf page in length, the introduction for Marty Kane's chaptertitled Shrink- Wrapped Magic overflowed onto the next page.While [understand that a mostly empty page may not bother you (as evidenced by your support of the

could be used to promote another one of my card books.
Ilike to think of the chapter introduction as the “drum roll in prose.” It builds you to a fever ‘pitch,‘whetting your appetite for what is to come, Andhere I am, shirking my editorial duties.Butlamal that perhaps collecting thi i

i

to puttoo fineapoi it,
but techni i

h ings i

&
‘The third shared characteristic is that I have, just spent half page desperately trying to make up stuffto sayabout the chapter where they reside. Perhaps I should consider renaming this chapter?

isguided. Not
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THE ALL BACKS ROUTIN]
Tony Griffith

Ihave known Tony and his wife Judith for
several years. As he lives in Bristol, England, we
only see each other every year or two. Thismay be
‘more than enough for Tony as he proclaims notto be
inlovewith card tricks. While this ‘may betrue—and
Tlike to test it every time see him -he knows how

to construct card tricks as his Bilton Diary (Volume
2) and theall-backs routine below attest.

‘When not constructing card tricks or watching
me perform them, Tony lectures to magicians
worldwide using the repertoire he has developed
spending the last twenty years as a professional
magician. Heis one of the few magicians who can
entertain me as much with “kid show™ ‘magic as he
can with card tricks. His varied repertoire runsthe
gamut from close-up to platform, self-working to
sleight ofhand, children's magic tomagic for adults.

Thelasttime he and Judith amivedto spendtime
with Dawn and in Raleigh, I wentto theairport to
pick them up. First I spotted Tony, sporting a button
saying, “Ihate Steve Beam's Card Tricks." Judith
had on abuttonas well, no doubtat Tony's insistence.
‘Thenextday, different variations of the button to match

each change of clothes. (My favorite: "Me Mum hates
Steve Beam’s Card Tricks.”)

Months after their departure, I found myselfin
the close-up room at the Winter Camival of magic.
Looking around, about twenty magicians were
wearing similar buttons. It seems he shipped aload
of buttons to my brother(!) who saw to it that the
magicians at the convention were: properly attired.
As seeit, there is only one cure. I'll just keep on
showing Tony and Judith card tricks until they like
them. I can’t wait to see them again,

Thave been infatuated with the all-backs plot
since I first mastered Dai Vernon's routine when I

was twelve years old. All Backs is the name of the
plot where themagician shows a deck of cards, which
apparently has been misprinted. There are backs
printed on bothsides of the cards. Only the magician
can see the faces of individual cards —until the faces
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magically print themselves forthe climax of theroutine,
Ofall the full-deck All Backs routines, I think this is
the best in creating the illusion that there really are
backs printed on both sides of the cards.

The Work. You will needa homemade double-
backed card. Sanding the faces of two jokers lightly,

you will create a rough enough surface so that most.
types of glue will bind the two cards into asingle
double-backer that also serves as a thick card.

Remove the four aces and theking of diamonds
from the pack and separate the rest of the cards by
suits. Placethe cards in each suitin order ascending
from the face. The cards should bein the following
order from the top: diamonds (queen descending to
deuce), spades (king descending to deuce), hearts
(king descending to deuce), clubs (king descending

to deuce), face up KD, face up AD, face up AS,
faceup AH, and face up AC. The bottom card of
the pack s the face up ace of clubs. Now insert the
gimmick into the center of the pack. Hold the deck
face down in dealing position and you are ready to

Take the deck in the right hand from above
(“Biddle position") and rotate your hand palm up

SINGULARITIES
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showing the bottom card. They will see the back
sinceitis reversed on the bottom with four other cards.
‘Tum your righthand palm down and spreadthe pack
between your hands, being careful not to flash the
five face-up cards.

Square the pack in dealing position and riffle
down the left outer edge until you get to the thick
card, Rifflejust past the gimmick. Lift theupper half
‘with the right hand in Biddle position and rotate your
right hand palm up again, this time showing the
underside of the gimmick. As youmake that display
with your right hand, your left first finger rotates the

packetin your lefthand over as shown in figure 1.
Rotate the right hand palm down again and

replace the right hand's cards on top of those just
inverted in the left hand, but leave the upper half
stepped to theright as shown in figure 2. You can
now rotate your right hand palm up and then down
again, showing backs on the four visible surfaces. See
figure3. Square the pack and turn it over.

Status Report. The deck is now in faced
condition. From the top: face down cards, five face

up cards, gimmick, face up cards.
‘Tum to face a spectator slightly on your left.

Spread the deck from your left hand to your right
being careful not to spread into the face up cards that
arejustabove the midpoint. “If vou were to take a
card now, you would end up with a red one.”
Square the pack and tum it over.

Riffle down the far left comer with your left
thumb just past the gimmick. Lift the top half with

theright hand in Biddle position. Rotate your right
hand palm up and then palm down againto show the
bottom card of that half (the gimmick). Replace the

cards, but jogged forward about a fourth of their
length.

Tum slightly to your right to face another
spectator. Spread this upper halfinto the right hand.

Finishthe spread with your right hand having control
over the fanned cards, with the gimmick being held
againstthe bottom of the upper hal fby the pressure
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of yourri finger. Thel immi

ests on thetop card of te left hl as shown in figure4.
Move your left first finger undemeath the. left

halfand useit to flip the half over. When you do,tishalfno longer supports the gimmick which falls to the
table. Itis nice when the gimmick flips over in the

process although not necessary. The flipping of the
lefthalf gives theillusion. ofthegimmick fuming over
as well. Square the right hand's cards onto those in
the left hand and hold the cards in dealing position.

Status Report. The deck is now back in its
original order except that the: gimmick is on the table,
‘Thatis, youhavea face down pack, with five inverted
cards on the bottom.

Pick up the gimmick with yourright hand and
show both sides. “7m sorry. That's the three ofclubs.” Placeiton the bottom ofthe; pack, beneath
the inverted cards.

You now need to move the inverted cards to
the middle of the pack. You could simply cut the
pack. Better would beto transfer small groups of
cards from thetop to bottom. After each transfer,
point tothe top card and pretend to identify it as if
the card is face up and you are reading the pips.
“That's the four of spades... (cut)... that's the
queen of hearts... (cut)... that's the six ofdiamonds.” Gauge the cuts so that the reversed
cards are near the center after about three cuts.

You: going to cut; ick

again,

However, this time you are not goingto riffle down
with your left thumb. Instead, you are going to riffle

up tothe gimmick at thenear short edge as shown in
figures. Rifflejust past the gimmick and lift all the
cards above itin your right hand. Turn them over
and place them back on the lower half, outjogged for
about halftheir length,

With the left hand holding the stepped pack,
deal the top four cards face down into a row from
the left to the right. Explain that you have cut to the
aces. Callthe aces as you deal them. This is easy as
they arein clubs, hearts, spades, diamonds order

(“CHaSeD").

Now take the rest of the upjogged cards into
therighthand. Tum the cards over as you place them
beneath those in the left hand. Tum over the topcard, the gimmick. “Ok, that's the, joker. I didn't
Joow it was in the pack.” Place it into your outer
Jacket pocket orinto your shirt pocket.SimpleEnding. You can endby simply sayingthat you can print the cards by calling their names,Cut the pack and complete the cut, “For example,
the king of diamonds.” Riffle the pack and then
spread the deck showing the king face up. Don’t
say thatit has turned faceup since theillusion you are
trying to create is that they are all face up. This one
simply printedaface. Transfer the cards from above
theking to the bottom of the pack. Table the king
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faceup toyourleft. “IfZsay ‘whole deck'.... You
see, all the cards print. The queen, jack, ten, nine,
-...” Deal through the diamonds forming aribbon
spread on the table. Then, turn the pack face up and
continue the table spread with one action showing
that the enti isi i

E

Reach forthe aces, but call their names before
you hover. Again, this is easy b
arein CHaSeD order. The reason forusing this simpler
ending isthatit has no critical angles.

Advanced Ending. This ending looks far better
than the marginal amount of additional work would
lead youto believe. As explained above, hold the
pack face down in dealing position after: ‘You pocket
the gimmick. Theking of diamonds is face upon the
bottom. Tilt the front ed; k down

toward
the floor ata45 degree angle. With yourright hand,
push the top card of the pack forward about halfits
length. “When I push the top card forward, it
causes the king of diamondsto rise from the
pack”

Now that the top card covers the front edgeof
the pack, youare going to put yourleft forefinger to
work. Useit to engage two (or three) cards at the
bottom of the pack and pull them back toward the
left wrist as shown exposedin figure. This pushes
two cards as oneup atthe pack. The audience thinks
aface down card is rising.

“Uf you don't believe ts the king of diamonds,

Icanshowyou.” Yourright hand grasps the double
card at the near edge with the thumb on the bottom
and fingers on the top. You are going to use asee-
saw, push pull move to magically print the face on the
king. Simply push the double flush withthe pack and

i i

us ur drag it back out. Itshould be smooth and relatively quick. When the
ki

theyseeavisual transformation
of the face down card to the face up card.

Remove the king from the pack and bringitforward so that it rests back to back with the
upjogged card ontop of the pack as shown in figure
7. Use the king to push down on the outjogged
Queen, causing t to flip face up onto the table. Slide

the king underneath it and start. dealing cards from
the

top

formi i

left
toright. Deal through the diamonds. Then, turn the
pack face up and continue the table spread with one
action showing that the entire deck is in numerical

sequence.
Reach forthe aces, but call their names before

youtum each over. Again, this is easy because they
arein CHaSeD order.

Leftovers. Tony mentions that ifyouare wearing
ajacket, youmight want to doa pocket change with
the joker. That is, start with a joker in the pocket
before the routine, with its back to the audience.
During the routine, insert the gimmick all the way into

the pocket, away from your body. As soon asitis
completely in the pocket, act as ifyou had intended
only toinsert it part of the way. Useyourright thumb
to pull the regular joker from the pocket and leaveiit
halfway in, propped up by the sides of the pocket.
Attheconclusion of the trick, removethe joker from
the pocket and use it to tap the aces. Then tum it
overshowing thatit has a face. Finish by calling the
aces before you tum each over.

Background. Around 1930, R. W. Hull
marketed the NRA Deck, starting everyone's interest

in the all backs plot. In 1933, Hull printed his
impromptu version of the NRA deck called the Magic

Picture Book Deck in More Eye Openers. This
version featured a deck shown as all backs, all faces,

all reds, and all blacks.
A quantum leap forward came when Dai

Vernon's impromptu All Backs was published in
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'Hugard’s Magic Monthly (Volume VIL No. 1, June
1949) and later added to the third edition of Expert
Card Technique. In the i

editor Jean Hugard i
nor

twelve

year
prior, he had marketed an effect with the all backs
plot whichinspired Vemon to develop his handling.
Despite using several different full-deck variations
since, I have been performing Vernon's routine
continuously since Iwas twelve years old.

Alex Elmsley’s take on Vemon's routine, which
used a double-backed thick card and featured an
ace-cutting as above, was published in Lewis
Ganson’s Routined Manipulation Finale. Edward

Mearlo tackled the plot with his Trick Deckpublished
in The Cardician (1953). One of my favorite entries
into this genre is John Murray's The Gambler's Deck
from Inside John Murray (1984).

My forays into this arena have:been limited to
two. The first was asmall-packet all backs routine
called Back to Aces originally published in issue #1
of The Trapdoor (1983). The second was an optical
illusion that can be used to supplement an all-backs
routine to show backs on both sides called 41/ Backs
Addition from issue #3 of The Trapdoor (1984).

‘Tony's inspiration came from the Elmsley routine
citedabove. Lewis Ganson, who previously printed
Elmsley’s routine, liked the Tony's handling so much
that he printed it (as it existed at that time) in The
Ganson Book (1982). The addition of the deck

ing prined in illo sr pe

‘with no hidden costs which is one of the highlights
printed for the first time in the routine explained here.

Ih: be i

-backs
i

ariations. Should any of
‘you find yourself similarly you might wish to check
out some of the following entrants. This is by no
means meant to be a complete listing of what is
available.

John Thompson's Hofzinser All-Backed
appeared in the July 1971 issue of Karl Fulves’
Epilogue. Milt Kort's All Backs Finish appeared
inthe November issue later that same year.

1 saw Derek Dingle devastate a roomful of
‘magicians with his Triple Color Changing All-Backs

Aces at the 1975 IBM convention in Little Rock
Arkansas. The routine appeared in his lecture: notes,

and was later reprinted along with his All Backs With
Selection and his Technicolor All Backs (which
previously appeared in Dingle’s Deceptions by
Harry Lorayne)in Richard Kaufinan's The Complete

‘Works of Derek Dingle.
Jeff Busby’s Royal Backs madeits appearance

in issue #1 of The Chronicles (1978). (He also
released his Back to Backs a separate manuscript.)
Fr. Cyprian’s Flash Backs entered the scene in #10
ofthe same journal that same year

Ed Marlo also printed his Three Way Illusion
in Volume? of Marlo’s Magazine (1977). Finally,
Darwin Ortiz’s Back Off! appeared in the August
1981 issue of,

3
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SLIP AND SLIDE
Elias Ugart

Elias was my guide in and around Barcelona,
Spain where he lives. He does beautiful magic - and
has a soft and natural touch with a deckof cards.
His items in this book were the product of an
aftemoon gorging on tapas and card tricks. It is hard

to take notes while watching for the next slice of
heaven to come from the kitchen.

This is the production of a selected card,
apparently from themiddle of the pack. At first, the

sequence will feel awkward and uncomfortable. It

requires practice to make it look effortless and
magical,

Start by controlling the selected card to the
bottom of the pack. Hold the pack beveled inward
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inth third,
and fourth fingers. This
to the outer end as shown in figure 1.

Start the first finger near the top of the pack
andrun it down the far edge ofthe pack, gently riffling
cards offas it moves toward the bottom of the pack.
Askth le d

you when

tostop. Timeitso that he stops you near the middle.
When you stop, use your left first finger to

push back the lower half toward the left wrist as
shown in figure2. Yourright hand clips the lower
half as it emerges in the thumb crotch as shown in
figure3.

Now, usethe clipped packet to lever the upper
half faceup, pivoting between the thumb and second
finger as shown in figured. The packet comes to
rest between the left thumb and second, third, and
fourth fingers where t originally started. As theleft
hand’s packet turns face up, the right fingers can
straddle the far end of the original bottom half, This
allows you to place your right thumb on the left long

tomove
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in

figure

Yourleft first finger is not needed to support the
cards in the left hand so it can move to the far edge of
the pack where the tip comes to rest on the bottom
card ofthe right half. Move the right hand with its

£ 5 ro

Ss.

of the selected card.
As soon as the selection is free ofthe right half,

your right thumb moves to the top of the right half
where it pushes down and rotates the packet on the
right fingers causing it to flip face up. See figure6.
Finish by placing the right hand’s cards flush on top
ofthe left hand's cards.

‘Theselection is now outjogged, face downina
faceup pack. You can simply flip the card face up
afteritisnamed. However, itis more visually pleasing
if you immediately make a two-handed fan with the
cards faceup. Ask forthe name of the selection and
then offer the fan to the spectator for him to turn the
face down card over to reveal the climax.

SINGULARITIES

UP AND DOWN DOUBLE
Lewis Jones

‘This is based upon an effect of Martin Gardner
and Bill Simon that was published fifty years ago.
There are two changes, one of Lewis’ and one of
mine. Independently, neither change would be
sufficient tojustify their publicati-»n. However, [think

the combination of ideas makes the effect imminently
‘more practical and considerably stronger.

The Work. Assume that you've been using a
stack, and that at the end of the effect, part of the
stack (atleast 13 cards) is still undisturbed. By way
of example, suppose that about half of the deck has
‘been put asideand is still in Eight Kings order. The
rest of the cards have been used for an effect and
‘have been shuffled into random order. (The order of
the values in the Eight-Kings stack is: 8-K-3-10-2-
7-9-5-Q-4-1-6-J. The mnemonic for the stack is
the sentence, “Eight kings threatened to save ninety
fiveladies for onesick knave.”)

Have used half,
‘while you pick up the (stacked) half that was set aside.
The spectator shuffles his cards. As you scoop up
your half deck, glimpse the top card as a key, then
run (say) seven cards from bottom to top. Just make
sure that you leave at least the 13 original top cards

Ask the spectator whether he'd liketo nominate

the face-up cards or the face-down cards. If he
nominates face-up, invite him to slide any face-up
card free of the spread. If he nominates face-down,
runa finger along thespread as yousay, “Well, there
are quite a lot of them, as you can see. I don't
know which one you'd like me to go for. Take out
any of the face-up cards and I'll try and match
ir”

‘When yousee the value of the card the spectator
‘has removed, your aim is to take outa face-down
card that matches that value. Run your finger along
the spread, beginning from what was the top end of
the face-down cards. Ignore thefrstseven facedown
cards, then mentally recite your Eight Kings mnemonic

(beginning with the value of your key card) as you
move along the rest of the face-down cards, tll you
reach the value you need.

Foris
y King,

and the spectator has taken out a 5. After the first
seven face-down cards, think, “King ~3-10-2-7
-9-5." Remove the face-down card at this location,
and show that you have matched the spectators card.

Ifthe card you just removed matches in value
Both half decks are down

on thetable.
Act as if you are about to begin a tabled riffle

shuffle with the two half decks, then appear to change

your mind. Leaving the two packets in place on the
table, ask, “Why don't you do it. In fact, better
still, shuffle one half face-up and the other face-
down. You decide which is which." Let him turn
either packet face-up and riffle shuffle itinto the other

packet. Keeptrack of which half contains the remnant
of the stack.

Ifthe stacked cards areamong the facedown
cards, simply spread the deck across the table. Butif
they are among the face-up cards, pick up the deck
and tap its long edge on the table to square up. Then
spread the deck across the table, with the stacked
section face-down.

then you
i

Otherwise, since your stack also gives you the suit,

‘you are now set to remove a face down card from

the spread whose suite matches his selection. Use
the suit of the card you just removed, to clue you in

how many cards (1 to 3) to move in either direction
toarriveata card that matches the spectator’s chosen

suit.

If you want to perform the effect for two or
three spectators, you'll need to allow for the cards

you'vealready removedas you continue.

Background. Martin Gardner and Bill Simon
had a face-up / face-down divination effect in issue
#241 of The Phoenix (November 2, 1951). It was
called Simiiar Twins and required an Ace-to-King
setup, in order and without regard to suit. In my
opinion, the effect did not justify aset stack just to
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allow the matching of values. Lewis's change toa
“recycled” or “leftover” stack opened the door by
simply recycling the unused portion ofa stack and
the completion of another effect. The use of an
apparently random order is far more deceptive than

followed by a four at the fourth position might

ultimately lead the spectators to the method.
Using arecycled stack opened the door for my

addition ofthesuits. Itis inefficient to have some bit
of knowledge that you don’t use during the effect.
Since many ofmy stack tricks include thesuits (e.g.

i Stebbis it'sasi togo for both
valueand suit.

utomatic Card Tricks, Volume 4
Alternative Titles

Naming magic books isn't as easy as onemight think. Heck, naming a childis easy bycomparison. You probably hadn't realized this, butthey don’t havea book of names of futurebooks. So, I devoted many uncompensated af fternoons searching for just the perfect title.
butin the early moments ofthe dark time
iterally, for minutes about what to name the

Sure, “ Semi #4” seems like a logical title now,
(prepublication) there was great consternation... I

future classic younow hold. A few of the discarded titles are listed below.

Mathematically Based Card Tricks That Are As Easy As Pi
The Royal Road Less Travelled to Card Magic
Safe Altematives To the Bullet Catching Trick

Another Nail on the Coffin of Potter's Guide To Magicin Print
Driving a Beamer: Forcing Steve To Write Another Book

Card Tricks Cardini Could Perform in Boxing Gloves
Card Tricks Muhammad Ali Will Expose Without Wearing Boxing Gloves

A Fund-Raiser to Finance the Bound Trapdoor
Getting Carded: Trix Are Not For Kids

The Ponderosa Guideto Crimping: How to Bend Card Right
Slighting the Sleightfou Had Eye Hand Coordination You Would Be Reading a Book on SurgeryFor Those That Thought That Numbers | Through 3 were Number 2

For Card College Dropouts
Four - To Wipe the Floor

Fulves on Steroids
Card Tricks forthe Pasteboard Impaired

Expert Card Technique, Volume 2
Card Tricks to Capture Claudia on the Rebound
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JUST FRIENDS
David Solomon

Dx fmy
ite thi

inmagic.
‘While he executes sleights flawlessly, he works to
eliminate them wherever possible. Unfortunately, he

isl Conti .

shuffling the three cards on the bottom of theright-
hand packet to the top. You will finish with three

Tives in Chicago
whi

Ton)

twice a year. Whenever we get together, it is a
marathon card rick binge.

In addition to Sessions (with Simon Aronson),
in 1997 Dave released Solomon’s Mind (written
by Eugene Burger). Having seen most of the contents

performed, I can personally vo chfor the material
and its impact. Raj Madhok, one of my editors,
selected this as one of his favorite items in the book
after being nailed by it at this year's 4F convention in
Batavia.

In this effect, one by one, the kings are cut into
ted by th

queens on’ d the bottom.
Take the packet in the left hand in dealing

position. Thumboffthe top three cards and table the

packet back in the row. Pick up one of the kings
previously removed. Place this king on the face of
the three-card packet. Flash the face ofthe four-

card packet and dropit on Pile-C. Immediately, pick
up Pile-C.

You are now going to execute The Unpublished
Move by Steve Draun. (Refer to the chapter on
Moves.) Itisa false cut, which retains the order of
the pack except for moving the top card to the bottom.ey : eiInstantly,

they appear in the hands of the magician. And,
despite th i i

the

below for thi
move.)

spectator cut the pack into four packets to start, the
packets are turned over to find the four queens on
the faces.

The Work. Start with four queens on the bottom

(face) of the pack. Spread through the pack
upjogging the kings. Strip them out and table them

‘This deutis like doing an empty slip
cut. Ratherthan dragging the top card onto the lower
packet, you eliminate the lower packet and drag it

directly onto thehand.
You have apparently cutthe three cards and

thekinginto themiddle of thepacket. Actually, you
have cutone of the queens tothe face of pile-C. Now

i and
the bottom four cards. A riffle shuffle works well
here. Tablethe pack on your right and instruct the
spectator to cut the pack into four piles. The original
bottom qt

i in

in the
farright position from your viewpoint, To achieve
this, you can have the spectator cut off quarters of
the pack to your left, with your pointing where the
packets are to be tabled so that they form a row.
‘We will label the packetsAthrough D from your left

to yourright. Pile-D is the original bottom quarter
and has the queens on its face.

Pick up pile-D and giveit a milk shuffle as
follows. Hold the packetin position for an overhand
shuffle. Undercutthe bottom half with your right hand,

‘but allow yourleft fingertips to drag the original bottom

card onto the face of the upper half as the lower half
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thumb off the i

replace pile-C in the row of packets on the table.
‘You are now goingto repeat the sequence two

more times. Pick up anotherking and add it to the
faceoftheth ich will

then consist
of two kings on the face of two queens. Flash the
king on the face and then drop the four-card packet
onto pile-B. Execute Draun’s Unpublished Move,
sending aqueen to thebottom while apparently cutting

the four-card packet to the middle. Thumb off the
top three cards into theright hand and replace pile-B
in therow of packets on the table.

You will repeat the same sequence with the
remaining packet. Pick up anotherking and addit to
the face of the three cards in yourright hand, which
will then consist of three kings on the face of one
queen. Flash the king on the face and then drop the
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four-card packet onto pile-A. Execute Draun’s
Unpublished Move, sending a queen to the bottom
of that packet while apparently cutting the four-card
packet to themiddle. Thumb off the top three cards
(thethreekings) into the right handund replace pile-
A inthe row of packets on the table. Add the final

Jing to the face of the three-card packet in yourright
d

Pause for a moment to appreciate the effect.
Starting with a well-shuffled pack, you allowed the
spectator to cut the deck into four piles. You
apparently cut the four kings into three of the four
packets. You now apparently hold three random
cards along with the leftover king. For the first
surprise, wavethis packet over the four piles and
then reveal the packet consists of the fourkings. Deal
thesekings in a row directly in front of the piles on

the table.

Forth d surprise,

flip over
and replace themin their row, showing the four queens
on the faces ofthe packets. Remember, the spectator
cut the packets himself. Dave finishes with his
punchline, “ust between friends, behind every
great King there is a broad or should I say a
Queen.” (Thisis Dave's punchline. Yes, he should
say “queen.” Please address all mail on this topic to
Davein Chicago. I would use the term “lady” and
putherin front of the guy... but that's because 1 have
been beaten down over the years. I'm thinking that

“broad” is a tem of endearment in Chicago — either
that or Davehas absolutely no fear whatsoever of his
‘wife Madeline.)

Leftovers. I can personally attest to the wallop
the double surprise packs. (This “wallop” does
not include the Madeline-Dave wallop, which still
‘may occur.) When Dave showed this to me, Steves

single-card cut blew right by me.
Ifyouwould prefer an overhand shuffle rather

than a cut, you should try the Underhand Shuffle.
Assuming you are familiar with the basic shuffle, I

will briefly describe its use as a Double Undercut
Alternative (as explained on page 219 of Volume
3). Hold the pack in your left hand in position for an
overhand shuffle. Use your left thumb to push the
top card slightly over the far side of the pack,

outjogging itonto your left forefinger. Proceed with
theregular UsietmdSTule©uting 2103 slices
from the bottom and

nto
the top. The final slice bet all the cards

immediately below the outjogged (original top) card.
‘When youthrowthe final slice on top,the entire packet
isinits original order except for the top card which is
now on the bottom.

Background. This effect was inspired by a
Lennart Green ace effect that Dave saw Lennart
perform atthe FFFF convention in Batavia, NY. The
‘methods differ considerably and the Green effect did
not have the kicker at the conclusion.

Beam’s Law #21: If laymen wanted to take cards you wouldn't have to force the.
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QUIET TIME
Doug Canning

Doug wanted asilent code that he could use to
transmit the identity of a card to an assistant while
simply holding the card. Further, he wanted the code

tobe quickly leamed or releamed, depending upon
how often he would Hereis
‘his quickly leamed (and releamed) solution.

Theidentity of the card is communicated by
‘where and how the card is held. We will start with
the value, followed by the color, and finish with the
suit.

ransmitting the Value. There are seven
‘positions to commit to memory on the playing card.
From the assistant’s view, they are:

- Topleft=1
! e

+ Topright=2
- Middleleft=3
© Middleright=4 2 4

«Bottom right
+ Bottom middle=7 5 7 6

Theval : p iti I

‘when the card is held between the thumb and first
finger. If you use two fingers tu hold the card, then

the assistant adds six to the value denoted by the
position. So, for: example, if he sees two fingers at

d’s value
isten.

TransmittingtheColor. Ifthe performer holds
the card with his am at chest level, the assistant knows

itis a black card. If the performer holds the card

are looking into one’s heart” and “looking tojoin a
club.” If the performer is staring away or at the
‘ground, itis aspade or diamond (as in aspade in the

ground or diamonds underground).

to standin front of ieieens while he goes out tothe
audience. Taking ashuffled deck, he spreads through

the cards with the faces toward himself and an
audience volunteer. The volunteer is instructed to
point to the face of one of the cards. The magician

transfers that card to the face of the pack and takes it

in the proper position as explained above. Rather
than simply naming the card, the assistant divines its
color, suit, and value. The effect is repeated as
desired.

Leftovers. When I used to perform something
similar to this when I was in high school, Iwas on the
receiving end. When I was apparently having
difficulty receiving the thought waves, I would whip

out an antenna structure that was wired to a beanie-
type hat. Donning the hat, I was instantly able to
clearly receivethoughis, as well as rafficand weather.

-aclimax for
start the effect with the joker at the back of the pack.
After transmitting two cards, cut the pack so that the

jokeris nearthe front. Ifthevolunteer doesn’t choose
that card to transmit, take it yourself the nexttime as
if:

ing

to play ajoke on She

can’t get the color or the suit. Just as sheis about to
give up on the value as well, she says, “You are
attempting to play a joke on me... and you are
holding the joker.” She knows you are holding the

high, iti Tr ic

fortheseis "black

soil at ground level" and “thered planct is highin the

sky.” These are mnemonics for you —and are not
‘meant to be recited to those n attendance.

TransmittingtheSuit. Oncethe assistant knows
the color, the suit is communicated by looking where
the performer is staring. If staring atthe assistant, the
card is eithera heart orclub. The mnemonics here

joker are holding it between the thumb
‘and all four fingers.

Background. Doug was inspired by a
commercial effect from Tate Elliott of Raleigh, NC.

Quiet Time is not the same as Tate’s who gave his
blessing to Doug’s effect appearing here. When I

asked Doug if there were additional credits, he
replied, “Maybe my mom and dad.”
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THE HUMAN TRANSMITTER
Steve Beam

This is an ancient effect updated to a
performance piece. Itis similar in effect to Doug

Canning’s Quiet Time except you don’t need an
assistant. Be forewarned — it requires some
experience in audience-management skills. For this,

the magician invites a volunteer up to the stage with
him. Hehas the volunteerselect acard sothat nobody
including themagician knows its identity.

He asks the volunteer to run through the pack
andupjog a card that has the same value and another
that has the same suit as the card he selected.
Keeping the faces of the cards to himself, he s then

instructed to point to someone in theaudience whois
supposed to serveas the receiver forhis thoughts,
“the satellite dish for your synapses.” Whoever
heselects slowly divines the card heis thinking of.
‘The effect may be repeated if desired.

The Work. Start with a double-faced card on
the face of the pack. We will assume it is the 5 of
hearts/six of spades with the 5 of hearts facing
outward. The card that matches the other ide (6 of
spades) is on the top of the pack. You will use the
Balducci cut-deeper forceto ensure the 6 of spades
is selected. Thatis, hand the face down deck to the
volunteer and ask him to cut off a small packet of
cards andtumit face upand it fa

his left hand and flips it face up. Takethe deck in the
righthand in position for aface-up overhand shuffle.
Run the first card, the gimmick, into the left hand and
then shuffle offthe remaining cards on top of it.

“Here's what I want you to do. Spread
through the cards with the faces toward you and I
want you to upjog a card that has the same value
as your card... and another card that has the same
suit. So, ifyour card was the king of hearts, you
might upjog a king and a heart like this.” Holding
the deck face up and parallel with the floor, the
‘magician suits his actions to his words. “Onlyyou

should do it with the faces toward you so that
only you can see them,”

Hand the face up cards to him. He will hold the
cards around chest level to prevent anyone from
seeing the faces of the cards he will upjog. He will
upjog asix and a spade. As he does, the top card of
the pack (the gimmick) is flashing the identity of his
chosen card to the entire audience. Ask him to
concentrate on the two cards that are jogged upward
and to point to amember of the audience to receive
his thoughts. See figure 1 for the audience's view.

You direct the audience member in a serious

p ontop

of the face down deck.
“There's an old song... The First Cut is the

Deepest. But inour case, the second cut is deeper.
How about ifyou cut the pack deeper and turn
the cut-off cards over and replace them on the
cards in your left hand. Thanks. Now, you have
Jace up and face down cards in your hands.
Spread through the cards until you cometo the
first face down card. I can hold the face up cards
to get them out of the way. Lookat that card
(point to the new top card, the first face down card)
but don't letanyone see it.” Themagician flips the
face up cards he holds face down and drops them on
top of thecards the volunteer is holding.

‘The magician now takes the deck face down in
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tone. “You will get an impression ofa card — one
that you will see in your mind's eye. Are you
getting an impression of a card?” In sequence,
havethe color, suit, and finally the valueof the selection

revealed.

‘TheRepeat, Takethe deck from
leaving the two upjogged cards with him “fo reveal
the dramatic climax.” Be careful not to flash the

on yourpant leg as hereveals the two cards he holds.

Turn the pack face up and takeit in the left hand in
dealing position. Spread through the face up cards,

andinjog theregular 5 of hears. Square the pack
ition foran

as you leave the § of hearts injogged.

up overhand shuffle, sending the gimmick to the face
of the pack. Cull the 5 of hearts to the back of the
pack and the pack is reset.]

[Alternative Reset Procedure #2: Takethe
deck from the volunteer so that you are holdingit in
dealing positionbut with the faces toward him. With

‘your left thumb, pull the top card about balf an inch
toward your left wrist. With yourright fingers onthe
face and thumb on the back, lift the pack forward
out of dealing position and rotate it over face up onto

the gimmick which remains stationary. The deck tums

over onto the gimmick. Give the pack a face up
overhand shuffle running the gimmick to the face of
the pack. Finish byculling the 5 of hearts to the back
of the pack and the pack is reset.]

Leftovers. Despite the fact that the audience
sees both sides ofthe gimmick, they still don’t realize

they arelooking at adouble-facer. Further, they don’t

Know how the trick is done, as they don’t know how
you leamed the identity of the card or controlled it

reversedto the top of the pack. Besides, they are so
busy enjoying thesceret they havebeen let in on that

they don’trevert
Background. The inspiration for this effect is

from the Card Clairoyarce chapter of Greater
Magic. The on isused
to create an instant stooge asasi but with the
‘magician executing areverse fan with the faces toward

the audience and the selection on the bottom. See
page= paragraphdfor the: uncredited effect.

is aon who can name the selection that was
the pack with your

ri

unwittingly
ins intheright One such example is Wise Guy Catch by S.anti sito eanetmi ee from the 1938 Extra for The

figure2. This sendsthe5 of eartstothebottom of Jinx. Thereare many other items like this in card
the face up packet as the right hand shuffles of fits magic. Co Cocard. This brings the gimmick back Th

to the face of the pack but this time with the 6 of
spades showing.

[Alternative Reset Procedure #1: Secretly
reverse the top card, the gimmick. Execute a face

in the Alternate Reset Procedure #2 is from
Magicians’ Tricks - How They are Done (1910)
by Henry Hatton and Adrian Plate. Itis not credited
to aspecificmagician.
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DIRECT TRANSPOSITION
Harvey Rosenthal

Harveys known for his creativity in the area of
sleight of hand both with cards and coins. Starting
‘with Hugard’s Magic Monthly in 1956, his material
has been featured in among others, the Pallbearers
Review, Genii, New Jinx, New Pentagram,
Epilogue, and (a one-man issue of) The Trapdoor.

‘This is a transposition between two cards. To
‘makeitobvious, the two cards shouldbe of conflicting

appearance. For the sake of illustration, start with
an indifferent card on top of the pack followed by
the ace of spades second from the top, and the king
of diamonds third from the top.

‘The double lift is the only move required. Itis
performed at the beginning of the sequence and
therefore a get-ready can be used if required. Thisis
perhaps the only trick that in the book that doesn’t
‘belong here. With thepnof the double
card - most
ofhand. I'll bow to that isinterpretation, Butat the
same time, I'll offer it as a bonus effect - midway
through the book to keep your chops honed forwhen
‘youreturnto the sleights after this volume.TheWork. Performadouble lift,

optaabeer

Display the double intheright hand, thumb ab

fingers below. With your lef thumb, push off thetop
card of the deck (king of diamonds) and flip it over
onto the deck using the left edge of the double in

ourgitkan d
ingontop of theace (d d

in aninjogged condition as shown n figure 1. The
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left hand, with the deck, tums palm down and grasps
the supposed two cards beneath the deck, maintaining

a gap between the three cards and the deck itself.
See figure 2 for an exposed view.

y

areheld

and third fingers of the left hand. Place your left first

finger on the far short edge of the double as shownin
figure3.

Pull the double card (apparently just the ace)
flush with the card beneath it. As soon as the three
cards are flush, the left second finger draws the top
indifferent card off the packet toward the magician.

There is absolutely no pausing as the top card moves

from its outjogged condition shown in figure 3 to its.

‘being lifted off the packet and slid under the double
flush with the top of the pack as shown in figured.
Itis the continuation of motion here that sells the

singularity of the cards being used.

Openly placethe indifferent card ontop of the

deck proper. Finish by flashing the face of the double

still held at the left fingertips with the right hand as

you dropit on top ofthe pack. Deal the new top
card off and rub it on the tatle and show it has

changed to the ace. Flip over the top card of the
pack and show thatitis the king.

Leftovers. To present this, I add some
x &

theattention ofthe audience than to frame the effect.

Tt goes like this.

Cutthe deck anywhere - which wewill assume
brings a4 and a 6 (preferably of different colors) to
the top. Hold the deck in your left hand in dealing
position. Tum your right hand palm down and take
the top card (the 4). When you rotate your right
‘hand palm up again, the card turns face up.

Use this card to flip the new top card (the 6)
face up onto the pack. Take this card underneath
the 4, but spread so that the relative positions are
clear. “The 4 is on top, the 6 is on bottom.” Flip
both cards face down on top of the pack. “But, ifI
snap myfingers twice [do so] the 6 is now on top
and the 4 is on the bottom.” Repeat the actions
justused to tum the cards over, showing the 6 is on
top and the 4s on bottom. This is not magic, this is

confusion. (And remember, Vemon said, “Confision

is Magic.” Okay, I'm paraphrasing here.)
Repeat the “effect.” This time, snap once,

causing the 4 and 6 to change positions again. At
this point, the audience is either impressed or

they L

Te
into

Harvey's effect,
cards are again face up and the 4 is on top. Obtain a

left litte finger under the top indifferent card of the
pack. Replace the face up 6 on top of the pack,

retaining the break.

‘Tum the4face down and insert it into the break

‘but retain the break beneath it. “/ willdo itinslow
motion. First place the 4 on the bottom...” Now

take the 6 in your right hand and turn it face down
and insertit into the break and square the pack. There
is an indifferent card on top followed by the 4 and
the. You are now in starting position for Harvey's
trick using the 4 and the 6. Turn the 4 overto
showitis till on top. Then flip the 6 faceup. “Well,

1 guess it doesn't work in slow motion. Let me

speed it up a bit.” Now finish with Direct
Transposition.

B:
|.

The starting point for this trick
wasatrick of Dai Vemon’s that he taught Harvey in
the late 1950s in New York City. Vemon’s trick is

described in the Pallbearers Review, Close-Up
Folio #3, the Dai Vernon Issue (Part Two). Itisthe

Karl Vernon's

X-Press.
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DICYCLES
Steve Beam

Depending upon your preferences and
performance situation, this entire effect can be
performed with the magician’s back tuned. In this
combination effect, the magician introduces a dice
cup, two dice, and a deck of cards. The spectator
rolls the dice on the table enough so that shes sure
they are random. From ashuffledandspect;

pack, she then deals cards totaling the spots on the
top of the dice just rolled. She is now instructed to
covereither of the dice with the cup.

Sheis then to tum the remaining die completely
upside down and deal off additional cards in the
amount ofthe spots now showing on top of the diein
play. She takes thelast card dealt off the pack and
reassembles therest ofthe deck. Herselection is the
cardjustremoved.

already know thatit will bea, diamond since they are
limited to the ace through six of diamonds. I ask
them to concentrate on the suit, which I reveal to
them. Then, I turn around and say that they have
already predicted the value of the selected card. If
they will look at the number on top of the covered

ie,
adi

rolled, they will irvalue. Lift
the cup as you finish with, “J believe your card is
the ... five of diamonds.” They can turn their card
face up for the finish.

ely Easy Variation. [can preset six
values on the fly better and faster than I can cull six
specific cards. In this variation, you will set up the
ace through six without regard to suits. Place the
seven indifferent cards on top of these and you are
ready to perform.

Despite the fact that the spectator cut the cards ‘Tum your back after the criss-cross force andled the di continueasabove, When itis ti thesuit,
‘whereshe:

and covered the die of her choice, the magician is
now ableto not only to name the suit, but also match
the value ofthe election to the value covered by the
cup.

Truly Easy Method. This requires the setup of
six precise cards. Start with the ace through six of
diamonds on top of the pack with the ace as the top
card. Placeseven indifferent cards on top of these.
Produce the pack along with the cup and dice, First,
you are going to ask the to cut the pack,
and you will force the top halfusing the criss-cross
Jorce. [Have the spectator cut the top half of the

deck tothe ide of the remainder. Pick up the lower
half and place it on top of the original top half “to
mark where they cut,” perpendicularto itso that the
halves form an*X.” Introduce the dice and the cup

use my Memory ADE (described elsewhere in this
volume). Once you have the suit, tum around and
conclude the effect as described.

Background. The inspiration for this came from
Karl Fulves’ variation of a Charles Brent effect titled
“Fate.” Both were published in the October 1969
issue of the Pallbearers Review (page 290). The
Brent handling ended by producing a pair of jacks.
The patter stated that it was odd that a pair of dice

h i

« inagam
of poker (as in “jacks or better to open.) In the
Fulves follow-up, the spectator ended on a single
card. The value of this card was matched when the
dice cup was lifted showing the same value on topof
the previously rolled die.

While I liked the simplicity of the Fulvesforabit of ti isdirection. Whe
handling, both of

i

hereallthe dealing, di deal ic it and

atfrom theoriginal top half] the end of the effect. This has the apparent addedTum yourback on the proceedings at this point
because, except for your presentation, the rick works
itself from here. Whatever die they cover with the
cup will equal the value of heir selection. And, you

advantage of increasing the odds from 1in6(for the
six sides ofa dice) or 1 in 13 if you want credit for
the 13 possible values you are going to predict with
the six numbers. The odds go to 1 in 24 (6 sides
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‘multiplied by four suits) or 1in 52 (pailing the precise
card out of 52). It has the (perhaps) self-evident
plusses of having the spectator cut the pack to

Tricks. In this latter source, Howard Thurston
and Oscar Weigle were credited. Youmay wish
to consult a completely different and equally

impossible cards and dice effect from Volume 3, The

ability to have the magician’s back turned the entire
time.

Fulves’ trick and both my variations owe
somethingto Stewart Judah's Decoy Dicewhich later

appeared as Dice Will Tell in Scarne on Card

Unselected.
CoAnd finally, as for the title, itis the combination

of dice and a pack of Bicycle playing cards. Itmade
abettertitlethan my first choice, combining “laymen”
and “dice” to arrive at “Lice.”

Beam’s Law #11: Do not choose a semi-automatic trick because it’s the easiest
way to accomplish something. Choose it because it's the best way.
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_——ADOUBLE DICYCLES
Steve Beam & Doug Canning

Dat lionbSnirii the pack and placeit aside.
read Dicycles. When Doug played

wi ici ‘ebuild
realized that since the card osgialy seventh fen thecffec. “There aremany things unknown tome
thetopof the pack would be about that [

the value of the hidden die atche conclusion of he
effect, Ishould find a way to use this information,

Further, he suggested that a joker could be
preloaded at theseventh position as part of the setup
and that this joker could have writing on its face
suggesting the spectator ask the magician whatis in
the cardbox. Meanwhile, themagician couldretrieve
awadded piece of paper from his lap that matched
one of thesix possible outcomes from the Truly Easy
Method and secretly load it into the box through a
secret hole. It would then appear that the magician
predicted the card that would be selected.

Tam a big believer in using every piece of
information you havein your possession. However,

I'm also lazy when it comes to pro lucing multiple
outs. So, [took Doug's ingenious observation and
massaged itinto the following.

Effect. Themagician introduces adice cup, two
dice, and a deck of cards which has beenshuffled
during a previous effect. He asks fortwo volunteers
from the audience, Abe and Betty. Abe rolls the dice
on thetable enough so that heis sure they are random.
From ashuffled and spectator-cut pack, he then deals
cards totaling the spots on the top of the two dice
justrolled. He is now instructed to cover either of
the dice with the cup.

Hei then to tum the remaining die completely
upside down and deal off additional cards in the
amount of the spots now showing on top of the diein

play. He takes the last card dealt off the pack and
reassembles therestof the deck. Finally, heis asked
to place the die in play out of sight in one of his

pockes,i on the die beneath thecup. She
is to deal down to that secret number and remove
the card at that location. Finally, sheis to reassemble

am going to attempt to divine when I turn around.
But first, I'm going to ask Abe to use your hand to
cover the die you have in your pocket. I don’t want
to see through the fabric. Is it covered?”

‘The magician tums around to face the spectators.
“First, despite the fact that my back has been
turned the entire time, I'm going to attempt to
tell you where upon your body you secreted the
die.” After exaggerated mental effort, the
‘magician names the pocket which the spectator is

covering with his hand. “Note that this was
particularly difficult since you were not only
‘hiding the die in your pocket but also with your
hand.” The audience realizes that they are being
taken in since it was the spectator’s hand that told
the magician which pocket held the die.

“It gets harder now. My next miracle is to
divine the number you rolled on that die. You
recall that my back was turned when you hid the
die under the cup. As you can see, this is 100%
fine, imported styrofoam. Furthermore, there is
no wayI can look through the bottom to see that
die.” The magician taps on thebottom of the inverted

cup and then lifts the bottom of the cup and holds it
toward the spectator. “Understand that if you can’t
see through the bottom ofthe cup then there is no
way that I could see what number you chose
either.” The magician replaces the cup over the die
and continues.

“ds I was saying, I'm going to trv to divine
the number of spots uppermost on that die. And
remember, my back was turned when you coveredi"More peinmental effort produces the

Pp
di pent:en

Now themagician moves on to divine the color
of the back of the first selection. When that is met
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unenthusiastically, el letme ny theface.” Now
fthe first

selection.

Moving on to the second selection, “You ‘ve

seen me locate a hidden die, divine the number of
a previously rolled die, and finally, identify a
randomly chosen card.” Pointing to the second
selection, “Before I tell you the identity of that
card, perhaps you would want me to peek at its
Jace to ensure that it hasn't changed since you
placed it on the table.” The audience recognizes
this for what it is — a bald-faced attempt to find out
what the card is. They decline the offer. “Okay,
well since you have seen me divine a face down
card already, perhaps you would like to see me
divinea face up cardfor a change. I don't want
to beredundant.” Again the audience declines the
offer.

“You aren't going to believe this, but my
assistant predicted the card you would select a
long time ago — 13 days ago to be precise.” The
audience is wondering where this is leading.
“Unfortunately, he didn't share with me what card
he predicted.” The audience senses that they are
about to be disappointed. “But I guess we could
check with him. Perhaps you would open the card
box and removemy assistant. What is he saving?”
The spectator removes a joker from the card box.
‘There is acartoon bubble coming from the mouth of
the joker. “Ipredictthe jack of diamonds.” The
second selection is turned face up ~ the jack of
diamonc

The Work. Because of the additional humor
possibilities, I decided to eliminate the matching of

die. This allows you to leap into the trick with the
leftover portion of any pack of cards.

Only 7 cards have to bestacked or left over from a
previously used stack. I will use Si Stebbins to
illustrate this. However, you can use any stack
including numerical order. From the top of the deck:

six indifferent cards, followed by the JD, AC, 4H,
7S, 10D, KC, 3H, rest of the pack. If you are using
a full deck Si-Stebbins stack, simply cut the jack of
diamonds so thatit is the seventh card from the top.

Thejack:ofc is the card you predict on the
joker, yourstack
starts with the next card, the ace of clubs.

‘With this stack, and following the instructions
above and the concept explained in Dicycles, the ace
of clubs will be selected if the covered dieis 1. From
there, you just work your way down further in your
stack as the number on the dieincreases. Thus, adie
showing anyof the values one through six would
equateto aselection of AC, 4H, 7S, 10D, KC, 3H
respectively.

Following the instructions above, assume Abe
rolls atwo anda four. He deals six cards (2+4). He
then covers the four. Inverting the remaining die to
reveal a five, he deals five more cards to the table.
‘The last card dealt — and therefore his selection will
bethe ten of diamonds. While you don’t know this
atthe present time, ifyou knew thevalue showing on
the diehe covered was four, you could mentally move
to the fourth card in your stack starting with the ace
of clubs and deduce that his selection is the ten of

diamonds.

Heistoplace his selection to theside andreplace
the other cards he just dealt back on topof the pack.
‘This sends the jack of diamonds (original seventh
card)to a position equal to the value showing on the
covered die. In our example, the jack will now be at
the fourth position from the top of the pack. When
Betty peeks at the covered die, she will deal down to

the fourth card and “select” the jack.
From this point, it’s all about presentation.

Obviously, when you peek the number atop the
covered die (a four) as you explain the qualities of
the: styrofoam cup, you will mentally move: to wd

urstack to revealo

identity. The! identityofthesecond selectionismy
is window dressing.

Background. To the credits listed in Dicycles,
add (1) Doug Canning’s suggestion to use the
knowledge ofthe card originally at the 7" position;
and (2) a fair amount of manure shoveled by one
with experience in that substance.

Leftovers. Ifyou are going to perform magic
ofthis genre, perhaps you should be wearing the cup.
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JINXED

Doug Cannings one ofmy favorite correspondents relating to things magical. Iwas, surprised tofind out that he was not familiar with Annemann’s Jinx and I had suggested that he order them. Thefollowing is what transpired in asingle day via e-mail. (The timing differences are due to Doug livingin thecentral time zone versus my eastern time. zonehome.)

From: Doug Canning To: Steve Beam
Sent; Sunday, August 13,2000 7:49 AM Subject: The Jinx

Steve, Last night Lordered all three books of the Jinx from Hank Lee. You've neversteered me wrongbefore. Willlet you know whatIthink when I get them... They cost $22 cach and are hardbound, Onesmagazines |-50, nextis mags S1-100and lastis mags 101-150. Did order theright thing? Dougo

Thefinal question wasjust too tempting notto respond to...From: “Steve Beam” ‘To: “Doug Canning”
Sent: Sunday, August 13,2000 9:24 PM Subject: Re: The Jinx.

Doug... Huh? No, what you ordered is condensed in Dover's eprint of Annemann’s Card Magic for$3.50. Iwas talking about the Jinx Extra for $10publishedby Magic Ltd. Thad those3 volumes anddumped them at an auction years ago. Mucho waste of paper. Steve

Ofcourse, the Jinx Extra was not what I had recommended.
and Doug was a tad concerned ...the capital letters are hFrom: Doug Canning To: Steve Beam

Sent: Sunday, August 13,2000 6:23 PM Subject: Re: The Jinx READ IMMEDIATELY 1111

Steve, Ithink Imight be ablIthe order but you need |merightawayand let mek

youare SERIOUS about me ordering the wrong thing! I don't ike wasting $70 on sorecommended! Please letme know the real deal soI can cancel order immediately!

if

mething you
Doug

This was too important not to respond immediately, so I didn’t. Then Dougcalled the house... twice. Finally, I had to respond...From: “Steve Beam™ To: “Doug Canning”Sent: Monday, August 14,2000 12:07 AM Subject: Re: The Jinx READ IMMEDIATELY!!!
Doug, Dawn toldme about the call It was a joke. Thanks for brightening my day.... ) Steve

From: Doug Canning To: Steve Bean
Sent: Sunday, August 13,2000 11:36 PM Subject: Re: The Jinx READ IMMEDIATELY 11

Just thought you
sh

is no
way

possi I pair of underwear I was wearing2
‘when Ifirst read your little joke”. For obvious reasons weburied said underwear in backyard momentsafter above-mentioned incident...our dog, Sassy, dug up deposited landfill fiveminutes after burial
ceremony. Dog desperately in need of bath. Asking for volunteers albeit without success, But I'm glad that
you derive uch enjoyment and satisfaction from all my sufferings. Oh, you area madcap! Indeed.
dscanning
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IMPOSSIBLE LOCATIONS

When most people think about card tricks, they think about locations. The location is the part that
follows, “Picka card, remember it, and replace it in the pack." Audiences know the drill, often without
further prompting.

In fat.whenBley think about locations, they think about impossible locations. So, what makes the
? Itisthe

tobethe location ofthe selected card itself.
By contrast,

i ion sthehighlight. For ard

revelation that if ician

was able
to locate the card. If an indifferent card changes to a lost selection, the spectator splits his appreciation
between the location and the color change. In an “Impossible Location,” the fact that the magician can find or
identify the selection, which has been hopelessly lost, is the highlight of the effect. The trick is structured to
showcase the impossibility of the location itself, Itis almost a “catch me if you can” presentation without

i) Gi : . Case sey don Ea
are ‘even i % ici is i ick-in-the th

difference even if they try hard not to show it.
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VOLUME
SPEED-READER

Mick Ayres
A deck of cards is thoroughly shuffled by a

spectator anda cards memorized fairly. Claiming a
gift for speedreading, you pick up the deck and give
the cards a fastriffle across the top edge while looking
at the pips. You place the deck face down on the
table and ask the spectator for the nameoftheir card.
‘With no hesitation, you reveal that card’s position in
the deck.

he Work. Hand a deck of cards to a volunteer
and ask him to shuffle it thoroughly. Now, he s to
cut the deck into three somewhat even piles (if done
properly, each pile should have eleven to nineteen
cards each). Ask the spectator pick up any pile and
secretly count the number of cards in it. He has a
number with two digits, of course. Ask him to add
those two digits together. Using thenew total, heis
to count that many cards back from the face of his
pile and remember the card that falls at his new
number.

By way of illustrating this prccedure, pick up
any other pileand holdit facing you. “For example,
ifyour pile has 23 cards in it, you'd add two plus
three to get five. Then, you'd remember the fifth
card from the faceofthepile. This isfair because
only you know your number. Please, don't point
to the secret card or anything.” While: giving these

instructions, make note of the bottom card of the pile
‘you are holding. This will be yourkeycard. For this
example, let us say itis the Ten of Spades. Put this
pile back on the table.

Point to the pile with the key card on the bottom
andssay, “Please drop your cards on top and give

the combined packet a cut. Good. Now, put the
other pile on top and cut itonce. again.” Continue
by saying, “At this point, it's as if Ijust walked
into the room. You have randomly chosen a card
that only you know and itis lost within the deck. ”
As you say these words, pick up the deck and run
through it face up. When youspotyour keycard (ten
of spades) jog it towards you a bit and continue
running through the deck. Flip the cards face down
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andliftup on the jogged keycard to give the deck on
fair cut. Thekeycard is on the bottom of the deck
once again.

“1 really don’t know what card you are
thinking of but ifyou will allow me to ‘speedread’
this deck, I'll be able to tell you it's location. Here,
let meshow you...”. Hold the deck with the faces
towards you and riffle your thumb rapidly across the
top of thepack. Stare intently at the pip comers as
the cards flash by...as if you were somehow
memorizing the deck order quickly. Say, “Okay, I
think I got ‘em all...what card did you select?”

As soon as they name their selection,
immediately say, “That s...uh...ten cards down.
Here count ‘em yourself.” Hand the deck over to
the spectator, sit back and enjoy the look on their
face when they tum over the tenth card and see their
selection. Shrug your shoulders and say, “/ guess
that mail-order course in. speedreading was worth
the money.”

Atits core, this is a mathematical trick that uses
the old Ten/Twenty Force with lots of window-
dressing. After thespectator follows the: instructions,

his selection is always ten cards from the top of his
pile. Youruseof the key card simply brings his pile
to the top of the deck.

‘To repeat, use asimpleoverhand shuffle to run
afew cards from the bottom of the deck to the top,
right before you do the ‘speedreading’ stunt. Add
‘ten’ to the number of cards you shuffled onto the

top ofthe deck and that is how ‘many cards down
theirselection will be. This way, thenumber you call
out varies each time the trick is performed.

To cover? run throughs: Spread through the
cards quickly. were to spread through these
cards like this, it would be difficult for you to
memorize the position of every card. (Cut.)
However, if I'iffled the pack like this, it would be
virtually impossible.”

vers. The only concern you haveis the
cut they make as they reassemble the first packets.

IMPOSSIBLE LOCATIONS

Theyhaveto card:

bottom. Ifthey don’t, you can simply add another
cut of your own to ensure the key card and the
selection remain ten cards apart.

prefer
i

Ask
them to drop their packet on cither of the remaining
piles. Ifthey drop it on the packet with the key card
on the bottom, instruct them to cut the packet in the

middle. Then, i

drop
packet on top of the remaining packet and cut again.

Ifthey drop their selected packet on top of the
one without the key card, ask them to sandwich their

packet on top of the combined packet. This places
your key ten cards above the selection. They can
cut thepacket as desired.

Beam’s Law #7: Borrowed decks not only cost less, they were specifically engineered
to hold crimps, signatures, and saliva better than performer-owned packs.
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SPEED-READER II

Doug Canning

‘This is Doug’s combination of two concepts to
come up with astrong location. It will lead you to
the identity of the selected card so quickly, that it
may be be is

chosen. Iwill you
are familiar with its inspiration, SpeedReader.

In effect, the spectator cuts the pack into three
piles. He chooses one of the piles and selects a card
from it. That packet is then mixed. ind sandwiched
between the remaining two packets, which are then
shuffled until the deck is in tatters The magician
already knows the selected card.

The Work. Start with the pack in Si Stebbins
order. Itis possible to accomplish the same thing
withmany otherorders including any memorized pack
order, but I will explain it with Si Stebbins. For those
of you not familiar with Si Stebbins, each value
increases by three and the suits are in clubs, hearts,
spades, diamonds (*CHaSeD") order. So, to start
you off from the top: AC, 4H, 7S, 10D, KC, 3H,
6S, 9D, etc. Place the pack on thetahle: aftera couple
of falseshuffles.

Ask thespectator to cut the pack and. complete
it. Now ask him to cut the pack into thirds which we
will label A forthe original top third, B for the middle,
and C forthe bottom. The card you will need for
yourkey card will depend upon which third is chosen,
‘You wantto know the bottom card of the pile which
was immediately abovethe selected pile. Ifthey select

the original top third, you want to know the bottom
card of the original bottom third. Therefore, if: they
select pile-A, you want to know the bottom card of
pile-C. Ifthey select pile-B, you want to know the
bottom card of pile-A. If they select pile-C, you
want to know the bottom card of pile-B.

As with Speed-Reader, ask the spectator topick up any pile and secretly count the number of
cards in it. He has a number with two digits, of
course. Ask him to add those two digits together.
Using the new total, he is d toward

number. That is his selection. Ask him to cut the
packetheis holding a few times and then to drop it
on top of the pile that contains the key card. Ifhe

hosepile-B, i im

to
drop hi pile

A. Now ask him to pick up the remaining pile and
dropitontop of the combined piles,

At this point the selection is lost. However,
yourkey card is on the bottom of the pack. Yousimply
have to glimpse that card in the act of shuffling or
cutting the pack. Ariffleshuffle, eitherin the hands
oron the table is ideal for this. Or, aswivel cut will
hinge the bottom ofhe pack up where you can quickly
glimpse the bottom card. Once you know the bottom
card, yousimply have to add four to its valueto come
up with the value of the selection. Jacks are 1 1,
queens are 12, and kings are 13. If thesum is over
13, subtract 13 from it. The suit will be the same
color as the card you glimpsed, but the other suit of
that color. Below are some examples:

Glimpsed~~Selected
Card Card
3D TH
9s KC
QH 3D

i;

KC 48 (13+4=17,17-13=4)

Safety Net. Whatif the spectator reverses the
cards in the process of counting them? First, you
can minimize the chances of this by asking him to
take the cards under the table to count them. Since
he doesn't have a readysurface to use, odds are he
will spread count them.

However, ifhereverses them, simply have him
count from the back of the fan rather than the face of
the fan oncehe adds the two digits together. Either
way, you end up on the same card.

You can do the effect as described in Speed
himselfand count that manycards back from the face
of his pile and remember the card that falls at his new
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Reader, or use your revelation which:
on knowledge of the card for the ending, An example
would be Plugging the Keyhole from volume 3.

IMPOSSIBLE LOCATIONS

OWING WHERE IT ISN°T
Steve Beam

Pick upa shuffled deck, just after the spectator
shuffles them. Hold the pack face up in Biddle
position and start dragging cards off the face of the
packetinto your palm-uplefthand. Youaregoingto
‘mentally track the cards until you get to the 10% card.

‘This s easy to do as you speak because in your mind
youare going to break the cards into four groups: 3-
2-3-2. Youarenot going to count the cards. Rather,
you are going to time the runs of two to three cards
with what you are saying. Note that the breaks

between the runs are in your mind only. You do not
change the pace.

“Ina moment I'm goingto ask you to count
some cards.” Run the 1* three cards as you deliver
this line. Then run two more cards before: starting
the next sentence. The break between sentences
shouldbe the normal pause between sentences. “Jf
You were to count like this, I would be able to
‘hear you.” Run the next three cards as you deliver
this line. Then, run two more before you start the
next sentence. As s00n as you have run the last card
(the 10” card) glance down at your hands and
remember that card. Continue running cards from

‘your right hand to your left witt out pausing, “They
make so much noise, I could count along with
you." Dropall the cards in the right hand on top of
thosein the left.

“So instead, I want you to spread count the
cards like this — where there is very little noise
making it impossible for me to count them as
well." Spread the cards face up from your left hand
to yourright, but look in the eyes of the spectators

spectators on the fact that you are changing the order
of thecards. A quickjog shuffle will take the heat off
your face up run through amoment ago.

As you table the pack, “You shuffled the
cards... so I want you to cut them. Cut off about
athird of the pack.” From here you will proceed

‘with the 10-force as used in the first effect in the book,
the Phony Card Trick. Ensure that he cuts off
between 10and 20 cards. If he takes too many, tell
him that will take too long. Ifhe takes too few, explain
that he needs to use alarger packet to make it more
difficult for you. Either way, ask him to replace his
packet and try again.

Ask him tospread the cards from hand to hand
and count them as you turn away. Oncehe counts
them, “Turn the cards so that they are facing you
if they aren't already. You now have a two-digit
number. Please add the digits together and you'll
arrive at another number. I want you to count

from the face ofthe packetto the backto the new
number. For example, if you were holding 36
cards, you would add the 3 and the 6 yielding 9.
You would count to the 9" card from the face of
the packet and remember the card at that position.
That will beyour selected card.” When they finish,

ask them to square their cards and drop them on the
cards that remain on the table.

You know their selection, as itis the 10%

card from the top, the card you glimpsed earlier.
If performing for magicians, I would instruct
the volunteer to do increasingly more convincing

shuffles. For example, start by asking him to cut the
during p Iti the only time pack

. Then ask him to pick up
‘you glance at your hands during this entire process is
atthe 10" card.

Close the spread into your left hand and
immediately rotate the packet up on its long siden
preparation foraface down overhand shuffle.

Execute a quick false overhand shuffle retaining at
least the top ten cards of the pack. Any complex
shuffle at this point will focus theattention of the

the pack and give it a quick overhand shuffle. Once
he finishes, “Why not give the pack a quick riffle
shuffle too?" When hefinishes this, “Give it all
the shuffles you want now — because that last
shuffle ofyours completely lost your card. [was
following it up until that one. I appreciate your
help.”

‘Takethe pack back from the spectator. “/ don't
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know what your card is... but if followed it,
ight eitis, ards

and remove the selection. Table it face. down and
ask the spectator to name his card,

When he names it, act concemed. “You know
a moment ago when I said I might know whereitis? WellnowI'msure... that I know whereitisn't,”

As you finishthis line, glance at the ingle tabled card,
‘This should I realize that you have
probably messed up. Continue acting concerned for
amoment or two and then, “J¢isn t right here.” Point
to the deck as you deliver this line, Finish by

dramatically turning over the: single tabled card. Itis
theirselection.

DEALER’S CHOICE
Doug

In helping to get this book out, Doug (like Raj
Madhok and Marty Kane) has served many roles
including contributor, humor additor, and|proofreader.

I can hear you saying that the only thing
missing

is a
biography of this triple threat. You havebut to ask.

Doug Canning was raised as a child on a
sprawling elephant farm in upper Denmark. After hs

parents died, Doug sold the elephant farm and

Canning

riches followed.

Since meeting Steve Beam in 1995, Doug has
abandoned all interest in sleight of hand and now

‘Tenyo products. Today, he works out of his home in
Plano, Texas selling antique buggy whips andhas a
‘wifeand daughter who he likes to think ofa his family.
‘They also bought a used dog in 1999 but haven't‘headed for America, but soon fell onhard times after decided ona name as of this writing.hemi: ing

Amish the Doug prides hi

will shan50s andi i ily

fortune in buggy his i i
i

althoughwhips. Tragedystruckagain when Dx a besides him has

ever upsevere and lingering case of sleep apnea and ended
up napping through the entire sexual revolution ofthe
60's.

subj .When asked to think of a card, Doug will always
pick the Queen of Spades.

Doug will spare no expense n time or materials
the bi

Dougfi redonthy i

inthe
early 70°s and met with instant, critical success when
heintroduced the two-handed double liftto Marlo
andall ofhis disciples i f Chicago.

tol
gest crater possi ith his magic.

(Okay, overlook the bombing during performance
metaphor — you know what I mean.) This effect is

Soon after, when the one-handed double lift cameinto vogue, Doug disappeared and wasn’t seen. again
until the late 80's when the older, disheveled andbearded Canning was rediscovered doing acombination water ballevstreet magic act along the
curbs of Venice, Italy,

Those that follow Doug’s career also know that
his real, definitive work in magic beganright after the
invention of double-stick tape, which Canning still
refers to as “my lifeblood”. Though his high watermark was yet to come in 1994, when he first
discovered that you could use Testor’s Dullcoat
‘model paint as a hair spray substitute, After that, the

. However, there is
one time preparation that makes the shuffling possible.
The effect is stated in the chapter title ~ this is an
impossible location. I think I average only about
one item per book in this series that requires a
gimmicked deck. Obviously, I think this is worth the
effort. Also, the pack can beused for any other rick,
asitwill pass fornormal during use.

The Work. Start by setting the deck in Si
Stebbins or your favorite; prearrangement. Ifyou use
amemorized pack, set the deck in that order before
proceeding. Now, takea close look at the back
design ofa Bicycle deck of playing cards. Thereis a
small circle exactly in the center of the back. Takea
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permanent marker that matches the back color and
fill in that circle on the backs ofthe top 26 cards.
Note that putting the cards in a particular order before
gimmicking the pack is not essential. However, it
does leave younicely setup for movingnto this effect

Now ask him to cut off “at least half” of the
remaining tabled cards and drop them on top of cards
heholds. He can cutthe cards a few times. Then, he
isto finishby riffle shuffling theremaining tabled cards
into the cards he holds. (It might be helpful towhen doing other tricks using

5

One more piece ofoptional preparation is
comer-short, crimp, edge mark, or gimmick in some
other way any card not previously marked. Send
this cardto the bottom of the pack.

Give the deck a quick false shuffle that keeps
the top and bottom halves separate and retains the
crimped card on the bottom . This destroys the Si
Stebbins prearrangement but itis not necessary for
this effect. And, we won't be utilizing that feature of
your newly gimmicked pack. Note that if simply
crimping the card, you could use the R&B Shuffle
(see the chapter on Moves later in the book) and
‘when finished crimp the new bottom card,

Tablethe pack and ask the spectator to cut off
about a third of the pack. Ask him to shuffled the
cards hejust cut offand then to peek at and remember
thetopcard of thoseheis holding.

ur
tabletop with invisible cards.) He can cut the pack
again if desired.

‘Take the pack back and cut the original bottom
card (the crimped, short, or edge-marked card) back
to the bottom of the pack. This doesn’t haveto bea
precise cut. If using an edge-marked card, simply
cut near the card sending it close to the bottom.

Somewhere in the top 25 cards will bealong
runof unmarked cards (at least 8 to 10, usually more).
‘The first marked card you come to after that run is
the spectator’s card, Start dealing the cards to the
table, tuming them face up in the process. Pay
attention to the marks as you deal through the cards.
When you come to the first marked card after the
long unmarked bank, ask the spectator to name his
card. Tum over that card it will be his selection.
Continue with other effects using the same pack.

FOURGERY
(FOUR IMPROMPTU OUTS)

Bob Farmer
Bobis no stranger to semi-automatic card magic.

Some of his commercial releases such as Tsunami
set the standard for this type of magic. His Flim
Flam column in MAGIC was amust read for those
into gambling demonstrations - whether for fun or
profit. By day, Bob is a attorney who lives in

Brockville, Ontario.

The third component of most Think-of-a-Card
effects are the outs used to finish the effect. As with
Equivoque, the audience must never suspect that any

other altemative procedure ever happens. They must
the way i

ending it this time. If they suspect there might be
alternatives, then they are well on the way to figuring
outtheeffect. The literatures filled with prepared
outs, especially decks stacked to count or spell to

any card named. These have the advantage of
consistency, the out always appears the same, but
suffer the twin disadvantages of preparation and

‘memorization. Impromptu outs are different. Their
first difficulty is that oncethe range. of possibilities
becomes known, those cards usually have to be
‘memorized on the fly. With two cards this is easy, but

memorizing three and four cards can be hard.
‘There seem to be plenty of impromptu outs for two
cards, a few for three and not manyfor four or more
cards. Notethat in the following out, younever have

10 askth to name his card in order to take
the next step. Also note that there is no need to
memorize the value or position of any card.

In effect, the spectator shuffles his own deck,
cuts off some cards, thinks of a card he sees, mixes
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those cards and reassembles the deck. You take the
deck back, have the spectator confirm his card is
lost and then look through the deck for about 5
seconds. “I can't find your card,” you say.Now one of four endings occur:

Out I: You hold the deck face down and tell
the spectator that, “I can treadvo ir mind, but the
cards know your card and the car ds will. speak to
me - and they may speak to you.

* You hold the
deck upto your ear and as you do, the bottom card
is revealed. Yousay, “The cards are speaking, do
you hear them?" If the spectator sees his card on
the bottom ofthe deck, he'll either say so or his non-
verbal response will tell you that's it.

Out 2. You lower the deck and say the cards
will speak to you. You flip over thetop card (assume
anace). Yousay, as you look at the card, “The cards
speak.” Once again, you can tell from the spectator’s,
response whether this is a hit.

Out 3. Out 2 wasn’t ahit and you have an ace
face-up. You say, “The cards will lead me to your
card.” Youspell, "A-C-E" turning up the card on
“E" (assume a king appears). If the king is the
spectator’s card, his response will tell you so. Ifnot,
gotoOut4,

Out4. Yousay about the king, “Another clue,”
and you spell “K-I-N-G. On “G" you take the card
andhold it face down. “This is youcard, "yousay.
‘The spectator names his card and you tum over the
card in your hand to reveal that you are indeed
holding.

The Work. The first thing you need is amethod
for limiting the possible thought cards to four cards.
(There aremany methods including one below). You

then control these four cards to the bottom of the
deck. Now youstack them in one quick look at the

deck, but how you do that is best explained with just
eight cards. The explanations detailed, but once you
understand how this works, you can stack the cards
in seconds. Remove the following eight cards: AS,
28,38,4S, SH, 6H, TH, 8H. Stack them from the

face in that order (AS on face, 8H on back).
We'll assume the black cards are the four ‘possibles
(the difference in colors will allow you to follow this
more easily). In performing the following procedure
don’tsquare the cards until the last step. Keep the
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cards loosely fanned at all times.
1. Fan the cards face-up and place your left

thumb on the four. Lookto the right of the four and
note the value of the card there - the three,

2. Takethe value of that card on the right - the
three - and starting on the four count to the left, 1-2-
3. Your count will end on the six.

3. Break the fan at that point. The seven and
eight will be cradled in your left hand, the other cards
inyourright.

4. Using your left fingers and thumb, grab the
4,5,6 and shove them between the 3 and the 2.

5. As you do that, note the value of the second
card from the face - the 2. As you finish. shoving the
4,5,6 in, count “1.”

6. Count “2” as your left thumb pushes the 7
over and under the cards in the right hand (it goes
directly under the 3).

7. Break the fan, cradling the 8 inyour left hand.
Using your left fingers and thumb, grab all the cards
in yourright hand other than the Ace and the 2 (i.c.,

grabthe4,5,6,3,7).
8. Shove the grabbed cards between the Ace

and the 2.

9. Finally, shove the 8H under the Ace and
above the 4 and square the packet..
Ifyouhave donethis correctly, the order of the packet
from the FACE will be: AS, 8H, 4S, SH, 6H, 38,
7H, 28. Spread the packet face-up on the table, One
of the possibles, the AS, is on the face, Thetop card
is the second possible, the 2. Two cards further on is
the third possible, the 3. The fourth and last possible,
the 4is three cards from the 3. The outs are in effect,
chained together. Show the bottom card, show the
top card, use the value of the top card to count to the
next card and use the value of that card to count to
the last card. The cards-will-speak-to-me
presentation allows fora logical progression along
the chain,

Full Deck. The handling is just slightly different
with a full deck. Try this: place the eight-card stack,

ASonthe face of the stack, 8H on the back, onto
the face of the deck. Follow exactly the same

procedure. The lastmove involves shoving the entire
deck (with the 8H on theface) under the Ace, This is
easy to do if your right thumb presses on the Ace

IMPOSSIBLE LOCATIONS

slightly and levers it up from the stack.

n' Inth and forthe
‘purposes of clarity, I used the value of the cards to

count, but in practice it is better to spell the value.
‘This way you'll never haveto go through more than
5 cards at atime (i.e., count “10” takes ten cards,
spelling “T-E-N" only takes thr ze).

Five Cards. You can continue the stacking
procedure to stack 5 cards, but this has a potential
of spelling down three times, which may look fishy.

Five Outs. To work this out, use five cards, the
ace through 5 of Spades and stack them from the
face, A-5-2-3-4. Now follow exactly the same
procedure noted above for four outs (i.e., start the
spelling of “three” on the four).
Atthe end of the stacking, shove the bunch under the
5 (not d

the
5 and theace. This will place the 4 as the last card of
the final countdown (as before), but the 5 will be
directly under it. If you get to the final countdown
(i.e., counting down to the four), don’t turn over the
four. Instead, you say, “This card is your card,”
tapping the top card. Double lift, showing a card. If
the spectator says yes, end there. If no, then tun the
card down and take it off. Say, “No, / mean it —
this card IS your card. Name your card. " He names
itandyou show it.

EightOuts. Place four possibles on top of the
deck and four on the bottom. Stack the four on the
bottom as above. Ifyou run down to the last of the
bottom four cards without a hit, this will leave the
other four possibles on top of the deck. Pick up these:

four, saying the cards have led you to the Zen Card
masters who will now speak to you. Use the Deck
That Tells The Truth, A Card That Lies to name
the card (see addendum).

. Using the same presentational
approach as “Fourgery,” hereis a simple 3-out
procedure that would work well for Vernon's “Out

of Sight, Out of Mind." You know that the thought
card is one of 3 cards. Position one of the possibles
on the bottom of the deck and the other two on top.
Square the deck and use your left thumbto riffle off
about half of the cards. Your righthand arches over
the deck and takes the upper portion off to the right
ina Biddle Grip.As the packet moves off, the right

in Thecards in
(oneof the possibles will still be on the bottom of this
‘half and the other two will be on top). Theright hand
swing cuts halfofits remaining cards and places them
on thecards in the left hand, and the left little finger
takes a break. The last of the cards in the right hand
are dropped onto the cards in the left, as you continue
tohold the break. Cuthalf the cards above the break
to the table. Cut to the break and drop those cards
on top of the cards on the table. Deal one card onto
the tabled cards.

Deal one more card, but hold it in your right
hand and say, “The cards are speaking to me, they
say, ‘stop here.”” Tum the card in your hand face-
up. If you get a reaction, stop there.
Ifnot, immedi if continui

“they say stop here... and mark this spot.” (i.e.,
“the cards are speaking to me, they say ‘stop here-
and mark this spot. '") Immediately drop the face
up card onto the tabled cards and obviously injogged.
“We'll mark the spot,” you say as you drop the
cards from your left hand onto the tabled portion,
leaving the deck a bit messy, the face-up card still
plainly visible.

“The cards have spoken,
” yousay, “and let's

see if they have located your card.”
Lift off the cards above the face-up card, turning the
packet face-up as you do. Ifyou get a reaction, stop
there. Ifnot, immediately pick off the face-up card
and add it to the face up packet and place these cards.
aside. Now point to the top face-down card of the
tabled portion and say, “This is your card.” They
name itand you then tum it over to displayit.

Alternative: You cansecretly glimpse the bottom

card as you drop the cards on the tabled packet.
Ask the spectator to name his card and then show it
either above the face-up card (if he names the card
you glimpsed) or below it (if he didn’t).
(Note: The cutting procedure was inspired by a
handling for Out ofSight, Out ofMind” shown to
Bobby John Caney.)

Narrowing the Field. In order to employ the
outs, you haveto have a method of narrowing the
selections downto amanageable number of possibles.

‘The following steps should guide youto this result.

first finger swing cuts half the packet onto the cards
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1. Thespectator shuffles his own deck and cuts
itinto four more or less equal packets.

2. He cuts some cards off any packet and fans
them, thinking ofand remembering any card,

3. Heshuffles these cards face down, so even
he doesn’tknow where the thought of card is.

4. You direct him to replace the packet right
back from where it came.

5. Younow reassemble the deck, ensuring that
his packet is second from the top (i.e., four packets
on thetable, A,B,C,D. The spectators. packetis C.
Place A and B together. Place C on the combined
packets. Place D on top of all).

6. Atthis point the thought cad is somewhere
between the 10th and 26th position from the top of
the deck.

7.Cutoffabout 18 or 19 cards and complete
thecut. Or, shuffle off 10 cards and throw to the
bottom of the deck. Then shuffle off § or 9 more
cards. Square the deck.

8. The thought card will now be one of the 8
cards on the face of the deck or one of the § cards
on the back (top of the deck).

9. Fan the deck, ensuring indi f the
8 cards on the face are clearly visible, along with lots
of indices in the middle of the deck, but hiding the
indices of the 8 cards on top of the deck.

10. Show the faces to the spectator and ask
him, “Do yousee your card or-is it lost?"

11. If he says he sees it, you know it’s one of
the 8 cards on the face. If he doesn't seeit, it’s one
ofthe 8 cards on the top.

12. Whatever he says, you then say, “/ want
to ensure that it's completely lost.” Now, as you

, you
tak

in the middleofthe
targeted group of 8 (i.e., four of the possibles above
the break and 4 below).

13. Cut the deck and complete that cut so you
areholding that break in the middle of the deck. Push
overall the cards above the break, making arough
fan and ensuring that the indices of the four cards
above the break can be clearly seen along with lots
of other cards above the break. Ask the same
question: “Do you see your card or is it lost? " The
answer will tell you which group of four the thought
cardis in. Double cut that group to the bottom of the
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deck, as you say, “Well, this will really lose that
card.”

Alternative #1. Approach 1. If you wanted to
get down to two cards, you would place two of the
cards ontop of the deck and two on the bottom (or
all four in the middle, two under the break and two
above it) and repeat the query.

Altemative#2. Afteradeckis shuffled, secretly
glimpse the top card (assume the king of clubs).
Instruct the spectator to cutoff a small number of
cards. He can’t take more than 8 and your key card,

theking, must bein thegroup. You can limitthe group
to 8 in various ways. Ifhe does end up with more
than 8,but 16 or less, you'll have to ask three

questions.
Have him fan the cards widely. This allows you

to count the number of cards he has.
He thinks of a card and then shuffles his packet. He
cuts offa portion of the deck, drops his packet in the
middle andreassembles the deck.

Youtake the deck back and cut the KC, your
key card, to the top. The other seven cards havetobe either below the KC or on the face of the deck.
Usethe

query processtode i

the subject
eight-group and then the subject-four group.

Leftovers. Bob and Ihada lengthy discussion
on multiple outs at the FFFF convention in Batavia,
NY afew years ago. One ofmy favorite published
examples of this is my Killocation in Volume 1 of
this series. (This was based on Jinxed from the: same
source, which was inspired by Stuart P. Cramer's
Les Cartes Par Hasard from the 1936-37 Winter
Extra of Ted Annemann’s The. Jinx.)

Presentation for multiple outs and for
i icks is strictly

apersonal thing. I present
Bobs outs by slapping the deck face up onto the
tableandstating, “/feel lucky.” IfInail it on the first
try, it would be obvious by the response of the
spectator. If not, ask herto place her forefinger on
the face card of the packas it rests on the table. I
look her in the eye (my spectators only have one) as
Isqueeze the four comers of the pack causing the
face card to buckle - something she feels as her finger
goes along for the short ride. She takes her finger
back (because I don’tneed any spares) and1 flip the

pack face down. I turn over the top card. Again, it

IMPOSSIBLE LOCATIONS

is obvious if I nail the card on the second try. Ifmot,
“This card is the second luckiest card in the pack.

L'llshow you why.” 1deal downto the third out.
Ifthis isn’t their card, “Now this is really great

-you know why?” Here they have one more chance

tosay it’s their card. Ifnot... “Because this is THE
luckiest card in the deck. W.ien I deal down to

this number, there is only one card that can be
there. That's no big deal - in factit would be a
bigger deal ifno card wereat that number - but
the one card that will be there this time... will be
yourcard.” Deal downto itand tumitover. “Now
that's what I call lucky!”

RING
R. Paul Wilson

Paul hails from Glasgow, Scotland. He's a
student of Roy Walton, someone everyonewho reads
this could benefit from. When he’s not performing
magic, Paul is acomputer programmer.

‘This three-part location buil

‘would communicate which card he has selected. As
the innocent bystander, your only jobis to noteand

remember the first card he deals. This is your key
card. Youcandothis innocuously with theslight delay

climax designed to generate that silent, barely
detectable, “ugh” from your fellow cardmen. Ifyou

don’tunderstand the desire to fish for this grunt, you
‘might find your time better spent moving on to the
next effect. This effect is only intended for serious
card trick watchers (“SCTW™). If you find your
audience members areonly masquerading as SCTWs,

you have the option to stop immediately after
completing either of the first two phases.

Shizuko. i
3 members of

any suit
gathered on top of the pack in any order. Assume
‘you haveall the diamonds on top. False shuffle or cut
the pack and then table it in front ofthe volunteer,
Ask that hecut off a few cards, “a dozen or less.”
Ask him to count them secretly to himself and then
place them in his pocket or offto the side out of view.
‘Thetotal hearrived at gives him his secret number.

Ask that he give the remaining cards another
shuffle. Note that the wording implies that he gave
the cards the first mixing which occurred prior to the
trick. The shuffle should be thorough enough to

distribute the remaining diamonds.
Ask that he cut the pack into three face down

ileofhis choice and

you to tuming your your
eyes from the action. Youshould accompany this
action of yours with a comment that you will tur your
head so you don’t see his card. This is true — you
don’tseehis card. You only see the key needed to

findhis card. (Thopeyou can live with your deceitful
self)

‘When he finishes, ask that he turn the packet
face down and combine the packets, They should
be reassembled intact rather than pushed or shuffled
i

hother.
He simple cuts

ashe desires. To find the election, you rummage
through the pack and secretly count the remaining
diamonds. Subtract this number from 13 and that
tells you how many cards he cut to arriveat his secret
number. Now locate yourkey card. Starting with
‘yourkey card, count from left to right (back to front)

to his secret number. The card at that number is his
selection. Reveal it in your most dramatic manner.
As an apparent afterthought, retrieve the previously
cutpacket. Add them to the pack and give ita quick
‘mix before handing it over to thespectator for another
shuffle.

Yoichi. When your volunteer finishes shuffling
piles. Heis now to pickup th

start dealing cards face up onto the tableinto a pile.
Hes tonote and remember the card that falls at his
“secret number.” Heis to continue dealing all the
way through the packet and not give any sign tha

ask him to cut
Pp: of

cards again. It can be any number upto athird of the
pack. Heis to secretly count the cards he cut off and
then place them out of sight. Once he has his secret
number, direct him to cut the remaining cards into
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twopiles. Ask him to pick up either pileand repeat
the actions from the first phase. Thats, he will deal
the cards one by one intoaface up pile on the table.
Heistonote and remember the card that falls at his

secret number. He should deal all the way through
the packet and he shouldn't pause, slow down, or
twitch anything that might commur cate which card

he is thinking of. (Feel free to expand on this list of
forbidden actions, depending upon the class of the
Joint where you are working.)

Once again, your deceitful self will secretly
glimpseand remember the first card dealt in the act
of turning to avert your eyes. This is yournew key
card. (To avoid later evoking the “ugh” response
from the performer rather than the audience, now

would be a good time to purge your mind of the
previous key card.)

As before, have the pack reassembled and cut
as desired. Pick up the cards and spread through
them asif you are hunting for the election. Actually,

counting d:

ining from
the spectator’s cut. Once you have this number,
subtract t from 52 to give you thespectator’s secret
number. Locateyourkey and, starting with the key

as the first card, count from the back to the front of
the packet to the secret number. The card at that
secret numbers the selection.

Before revealing the selection, you wantto set
up for the final phase. You know the spectators
secret number, the number of cards hecut off and is

currently hiding from you. You wantto secretly learn
the 20" card - after allowing for the adding back of
the secreted cards. If, for exampl 2, the spectator
has 11 cards, you would count to the ninth card from
the back of the pack. Note and remember the card
atthis position. Itis the key card for the third phase.
You can now reveal the second selection.

Sadako. Give the packet a quick false shuffle
retaining the topstock which contains yourkey. Ask

for theretum of the hidden cards. Take them on top
of the pack and give the pack another quick false
shuffle retaining the 20 card in the center. (The
Underhand Shuffle manuscript has a center card

retention shuffle that serves this purpose incredibly
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well. It shuffles all the cards around the center, just
not the centerblock of cards. Alternatively, you can
use the full-deck Underhand Shuffle from Volume
3)

Table the pack face down. Again ask that he
cut off a packet of cards from the top, “a third or
less.” He can cut offupto 19 cards. Ask that he
count his packet to arrive at a new secret number
and then place the packet out of view.

As before, directhim to pick up the sole packet
on the table and deal cards face up to the table and
note the cardwhich falls at his number. Yousecretly
count the cards as he deals. When he reaches the
key card you are remembering, subtract the number
at which that card falls from 20. That will giveyou
the number of the cards he cut off and therefore his
secret number.

Now thatyou have his secret number, stop his
dealing. “Didvou shuffle the cards, first?” Hewill

respond thathe didn’t. “/'msorry. Give the dec
a .” This is made

i i

secret number doesn’t change — the packet is still
hidden from your view.

When he finishes shuffling, ask him to deal the
cards face up to thetable and note the card that falls

athis secretnumber. Remindhim to continue dealing
pasthis card and notgive you any hints as to which
oneis his. Count silently with him until you getto his
key number. The cardat that location will be his

selection. Allow him to continue dealing for another
dozen or so cards. Ask him toreassemble the pack
and cutit.

Actas if you are going to take the pack from
him. Then, at the last minute, “Perhaps you would
like to shuffle?" Keep in mind that you know the
actual selection, not the key to locate the selection,
This allows himto shuffle the cards until he wears out
the finish on the cards. “Why don’t vou add back
the other cards and finish the shuffle.” You can
now reveal the card in the most dramatic fashion
possible.

Background. This effect owes a nod to the
uncredited Twenty-Sixth Location from Expert
Card Technique.

IMPOSSIBLE LOCATIONS

The Hitchhiker
ici

me hy
ic ri

ived. Read th i
fis

conversation that took place between Doug Canning (“DS Canning”) and me (“Trapdoor14”) on May 31, 1999over the Intemet. What starts offs a spiteful practical joke by Doug, ultimately ends with a new trick thatfeatures a fascinating revelation of his selected card.

M

DSCanning: Gotadollar bill handy?
Trapdoor: I can get one from downstairs.
DSCanning: Getone
Trapdoor14: Hold one. BRB.
Trapdoor14: Have one.
DSCanning: ok. don’tknow that there is i

bottom of idhitchhiking on the left side of the pyramid
DSCanning: look...

Trapdoor1d: Don’tsee man,
DSCanning: oh...someone must have picked him up— LOL.

(At this point, it might be prudent to mention that a sense of wonder is critical when creating magic.Right now I'm wondering how I ever fell forthe old practical joke above. And, I'n really cursingmyself for running all the way down the stairs to get a dollar bill]

DSCanning: Got adeck handy?
Trapdoor14: Yes, and I'see aman hitchhiking ont.

DSCanning: ok, deal itinto two piles
Trapdoorl4: done
DSCanning: pick up either pile and holdit in your gnarly little hands

[At this point, Doug describes lengthy puzzle trick. We'll pick it up after the description of his trickends don't worry, you're not missing anything by skipping it.]

Trapdoor14: Okay, I've got one for you.
DSCanning: ok

Trapdoor14: 52 card pack in front ofyou - count to make sure,
DSCanning: hang on
Trapdoorl4: ok. Deal deck into 3,4, or 5 piles.
DSCanning: ok

Trapdoor14: Pick up any one of the piles and deal cards face up to the table counting as you do. When youend up with a card that = the # you're on,stop dealing.
DSCanning: ok

Trapdoor1d: .. with that card face up on the tabled packet. Remember that card - the one that = the # youwere on. Remember ts suitalso.
DSCanning: ok

Trapdoor14: Pick up face up cards from table and put them back on cardsin hand.
DSCanning: ok

Trapdoor14: Now, in-faro the cards in your hand into one of the other packets on the table. Then, in-faro thiscombined packet into one of the other packets on the table. Continue until you are out of packets.

161



SEMI-AUTOMATIC CARD TRICKS, VOLUME4
DSCanning: ok

Trapdoor14: FAROS need to be perfect for now. Later, I'll show you way not to need ther to be perfect.
DSCanning: you got to bekidding
Trapdoorld: Stay with me - You are remembering 2 things. The # ofpiles you originally dealt, plus the
identity of the card. Right?

DSCanning: hang on
‘Trapdoor14: ok

DSCanning: done. Very limited pool of spectators to show this too
Trapdoor14: Magicians-only type of trick. Now, deck s reassembled. Start dealing from the top of the packFU to th i

d of the

same value you ar
ing.

BTW, how many piles
did youstart with?

DSCanning: 4

‘Trapdoor14: Spell the suit of your card FU to the table - Spell the S on the end. Now deal FOUR (same#asthe # of piles before) cards to the table FU.
DSCanning: ok

Trapdoor1d: Are you looking at your selection on the face of the tabled packet?
DSCanning: no
Trapdoor14: Well, I think the hitchhiker took it with him when he was picked up. LOL.
DSCanning: LOL!!!
DSCanning: Very good!!!

Trapdoor1d: What was your card?
DSCanning: I think I hurt myself.

DSCanning: KS

Trapdoor1d: That'sright: KS the hitchhikers butt,
DSCanning: Too funny!!!
Trapdoor1d: BTW, on the trick Ljust ran you through, you can let the spectator shuffle the cards

beforehand if desired.
DSCannin;

Trapdoor14: Also, you can use a borrowed dollar bill to preface it. (Use the old style — not sure it works well‘with the new bills.)

DSCanning: you should put that in next book with dollar bill opening.
Trapdoor14: I'm really proud of the above hitchhiker’ handling.
DSCanning: I'm gonna be spending Memorial Day in the ER, but yes, I enjoyed it also
Trapdoor14: I would have loved to have seen ‘you in-faroing those packets - trying to get them
perfect.
DSCanning: Ifmy card HAD ended up FU atop dealt pile at end. I would STILL be %$(u#ing all over
myself! It was 7 cards down

Trapdoor14: I forgot to ask you to spell your last name. And remind me, how ‘many letters does your last
name have?
DSCanning: 8

‘Trapdoor14: Don'tspell the S on the end of it.
DSCanning: then I could h d

right

der deal, right? Er. under-down. No...d ould be

So. for those of you wondering how magic tricks are created, the above should be most informative. Two
magicians simply take tums playing magic-related practical jokes on each other. If ever the selected card is

found during the middle of one ofthese jokes, a newtrick is created. If not, well - you had fun in the process.
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Gambling effects in magic books run the gamut from puzzles, betchas, and demonstrations, to pseudo-
demonstrations and games. It is no different in this series of books, but removing the dexterity limits the
quantity of available material.

Tronically, inventors of
mai i ling slei

can’tdo by

magic or an do. More th Ihave seena
by eal

repli I

pass. [have seen a perfect rx hfe used covertly to emulate a second deal. As with any type
oftad

magic, the more tools you have, the more options you have open to you and the more damage you can do.

Butin most cases, I would suggest that if you are going to do sleight-of-hand gambling demonstrations, itis
helpful to be proficient in at least a few gambling sleights.

Magic ruined card playing as an amusement for me. I played alot of poker in high school. Talsodida lot
of magic. When I went to college, the guys would play poker and blackjack several times a week in the
dormitory. But then came the dichotomy. If won, they belcied nad usedsleight of hand. If lost, they

assumed [wasn'ta very becaus

insleight of hand. It never dawned on anyone that didn’tave the desire to cheat. It became the perfect
example of ano-win situation.

Knowing many of the gambling sleights took the remaining fun out of playing the game. While Iwas never

tempted to usethesleights to cheat, waiting for “luck” to deal the winning hand didstart to feel like I was taking

the long way around to the goal
So, Tleadyouinto th

hapter

wi i it is

forearmed. First,

be careful to use your ‘magicandalli ly for good. Second, i

addto your gambling
i ime ruining

the fun you
receis bling. Trust

me when [ saythat even playing Concentration loses its excitement once you learn the Curry Turnover
Change. It's considerably more profitable just not as much fun,
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SPINELESS

Steve Beam & Doug Canning
Below is a convincing demonstration of skill

‘where the magician not only finds the selected card,
butalso stacks akiller hand of poker in the process.
This double whammy produces an incredible effect

‘with minimal effort.

In effect, the deckis thoroughly and cleanly
(and, for thosejumping ahead, legitimately) shuffled.
‘The magician deals out five poker 1ands and tums
his back. He asks the spectator to pick up a packet
and mix it before spreading them oat and selecting
one. Heis to cutis selection to the ace of the packet
50 that he can geta firm impression of his card in his
mind. Hethen drops his poker hand on top of one of

the other hands and reassembles the packets in any
order. The spectator drops the cards on top of the
pack and the magician turns back to face the
audience.

Stating that he doesn’t know what card was
selected or where the selection is located, themagician

claims that he will attempt to control the unknown
card from the unknown position to a special location
—andall with only one shuffle. He rubs his hands
against each other. “This is delicate work —a lot
like brain surgery. Here goes.” He gives the deck
aquick overhandshuffle. “/ftharwas brainsurgery,
1 guess this would be a lobotomy. * The magician
cuts the pack to the table and completes the cut.

one joker. Start with the deuces and the joker as the
top five cards of the pack. The order of the five
doesn’t matter. In fact, since the joker is wild and
will doubleas a deuce, from this point Iwill just refer
to the five cards as the deuces. You cannow: perform
acoupleof legitimate riffle shuffles that retain the op
five cards.

Deal outfive hands of poker, sending the deuces
to the bottom of each handof poker dealt. Tum
your back at this point. Ask a spectator to pick up
any hand and mix the cards up. He is look at the
hand he chose and select a single card from among
the five. Instruct him to move or cut this card to the
face of the packet and to spend a moment taking a
mental picture of his selection. Hecan then replace
his hand (packet) on the table. Now ask him one-
by-one to place the hands on top of the deck. He
can do this in any orderso that you don't know where
his selection is.

Tum to face the audience. Pick up the pack
and execute your best false shuffle retaining the top
25 cards of the pack. In this case, your best is defined
as the most convincing shuffle you perform that is
complex enough to makeit appear that you could
actually stack cards during the shuffle. Finish with
the optical cut, stripping out and tabling the bottom
halfand then capping it with the original top half.

Deal out five poker hands, with you receiving
“Let's see how I did."

Th ician

deals out five poker
He picks uphis own h es tb

the last one. Table the

pack to the side. You won't

one of the cards face down. He asks for the nameof
the selection. The spectator tums over the tabled
card and it proves to be the selection. “Ofcourse. |know vou are wondering why it took a whole
shuffle - just to findasingle selection. So, as
long as I was stacking your card to fall to my
hand, 1 took the liberty of stacking a decent poker
hand.” The magician tums over the rest of his hand
and spreads it face up on the table. His hand consists
of four deuces.

The Work. Youwill vithat least
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need itagain. Pick up your dstudyit. There
aretwo possibilities. Either it will contain four of the
five deuces originally on top, or it will contain all five
of the original ive. We wil deal with these separately.

Ifyour hand contains four of the five deuces,
thefifth card will be the selected card. Thisis because
the deuces wereall at the bottom of theoriginal poker
hands. When they moved their selection to the
bottom of their hand, there were now four deuces
plus a selection as the bottom or fifth card in each
hand. When the hands were reassembled, the deuces
andth ion

were at every fifth
position

s
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fell at the fifth hand when the cards were re-dealt.
Simply remove theselection and reveal it. Finish by
showing the four deuces (or three dt I ke

‘which equal four deuces).

If yourhand contains all five deuces, that means
that the spectator selected one of the deuces. You
don’tknow which one, but that detail won't affect
the impact. In fact, this is the stronger ending.

0 B the tabl

J
“What was your card?” If they name thejoker, you

the Internet. Doug had the original ideaof cutting the

selection tothe face of the poker hand. Healso used
the Si

Stebbi
g

procedure to locate the selection. He approached
me to add some “punchto the finish.

I thought his idea of cutting the selection to the

face was ingenious so we started with that and rebuilt

itinto the above effect. Thenit came time for the
naming. It

i
like

thi

it. Onthemore likel ion that they
name one of the deuces, ask them to tum over the
face down card. When they see thejoker, they will
assume it was all agag and laugh.

After the response, “Well, I thought you took
one ofdeuces, I just didn’t know which one. So,

while I was shuffling the cards for a poker hand,
I stacked all of them to fall to my hand.”TheShuffle. Luse the Underhand Shuffle to
apparently stack forthe final deal. Youmay choose
to useasimple jog shuffle. The following is agood
option. Undercut about half the pack, outjog the first

card and shuffle off. Undercut beneath the outjog
and throw on top. This brings the original top half
‘back to thetop. However, before the shuffle, I place

the deck face up on the table. This is when I rub my
hands together for the “delicate” work I'm about to
undertake. Thereason forthis is that I want them to
subliminally remember the face card of the pack.
After either the og shuffle or Underhand Shuffle,

the bottom card will change while retaining the top
25 cards. At the conclusion of the shuffle, I tap the
long edge of the pack on the table with the faces

toward the audience. The fact that the face card has

changed convinces them the shuffle was legitimate.

Background. Using the first deal to set up the
second deal is attributed to Martin Gardner. You
can find itas The Surprised Gambler from his Cut
The Cards (1942).

Leftovers. Magicians are always asking me
‘where the names for magic tricks comefrom. Inmy

experience editing The Trapdoor for 15 years, most

‘magicians submit their tricks for publication without
titles. The above effect started as a discussion over

Doug:Areyoustill gonna name with
the trick or are you gonna take entire credit?

Steve: Gonna split that baby right down the
middle.

Doug: My name first....please!
Steve: Ifyour nameis first, it will haveto bein

10024-point type. That okay?
Doug: If yours is also in .0024, then we're

agreed.

Steve: No, “Beam was meant to be in all caps
in 76-point type. It's all about aesthetics. I don’t
control it. Better yet, I'll put your name on the spine
of thebook. You know, on the inside like always
do.

Doug: Dem!

Steve: Well, you say “dem now, but when you

get famous when magicians finally read their inside
spines you'll be thanking me. You know, since
everyoneknows we work together, putting yourname
on the credits might seem redundant.

Steve: More importantly, what do we callit?
How about, Spineless?"

Doug: Title's great. Plus I don’thave to mark
any cards now.

Steve: I hope you used erasable ink on the

others.

Doug: You'rea funny man. ['lljust ill in the
other 47.

Steve: Justa minute... I'm setting up my deck
in Si Stebbins so I canshuffle it before doing the trick.

For the magic historians among you, I believe
this method of trick-titling was originated by Hugard
and Brauein the forties.
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BULLET-RIDDEN
Steve Beam

This effect is a natural outgrowth and
recombination of several of the items I published in
volume 3 along witha few fresh ideas. In effect, the
magician explains that hes going to demonstrate his

new gambling scam. “For magicians, gambling is
child's play. With considerable effort and burning
of calories, I have learned io discern my
opponent's cards. Let me showyo. what I mean.”
The magician tables a shuffled pack. “Of course,
my opponent is usually not very trusting and
always wanis to cut the cards. 1 guess I was just
lucky to havecast you in this part. Go ahead and

cut the pack.”
“The system worksfor blackjack, poker, and

Strip fish. I'm guessing you'd rather limit it to
the first two — so deal two cards here in blackjack
style. Beside those cards, deal yourself a seven-
card poker hand." The deck is discarded. Pointing
tothe back-to-back cards representing the blackjack
hand, “I can discern either of these cards — I'm
going to letyou pick which one.” This generates a
bitofhumorsince they obviously wantyouto identify
the face down card. After they explain this, "Well
okay, but | could have done the other one faster.
‘The magician concentrates and finally identifies the
hole card.

Tuming to the poker hand, themagician explains
that it would take too long to try to discern every
card. “So. spread the cards so you can see the
faces and mentally select any of the cards. Don't
tell me which one. Concentrate on the card. Okay.
clear your mind and give me your best poker
face.” After abit of humor about the: poker face, the

The Work. Several subtleties combine hereto
make this akiller effect with an unbreakable method.
It does require a full-deck setup but the setup is
maintained at the conclusion of the effect, ready for
othertricks.

Start with the pack in a cyclical stack such as Si
Stebbins. [would suggest you set apack up before
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proceeding with the explanation. When ready, give
the cards a quick false shuffle, the Underhand
Shuffle filling theneed well. Table the: pack forthe
spectator to cut and complete the cut. Ask her to

deal a blackjack hand onto the table. This means
that she will deal the top card face down to the table,
‘Thesecond cardis dealt face up onto the tabled card,

‘You can guide her through this process ifsheis unsure
about what goes where. This face up cardiis the key

to what follows. In fact, since you know the order
the deck is stacked in, you already know the hole
card of the blackjack hand. Now ask that the
spectator deal herself a seven-card poker hand face
down onthetable. Point to aspace to the right (your
right) ofthe blackjack hand. She can. discard the pack
and you are ready to go to work.

To follow the explanation, assume that the face
up cards the four ofhearts. I will excerpt portion
of the Si Stebbins stack below, starting a few cards
before those being deal.

Blackjack
8S, JD, [AC, 4H], -

7-Card Poker Han
(7S. 10D. KC, 3H, 6S. 9D. CJ, - 2H, 5S, 8D

Thave bracketed the two hands. Based upon
this scenario, the JD would be the bottom card of the
pack andout of play.

The Blackjack Hand. The only card you can
see in the pack is the face up 4H, which is on the
table on topof the face down card. To determine

the identityofthe fz
imply move back

one in your stack. In our case, the suitsof theSi
Stebbins setupare in CHaSeD order. Simply subtract

three (4-3) yielding one or an ace. Move back one
in the suits. The suit that precedes hearts is clubs.
Therefore, the face down card is the ace of clubs.

Ifyouare familiar with yourstack, you will know
instantly the AC. However, to prepare them for what

GAMBLING TRICKS

is to come with the poker hand, ask for alittle help.
Ask that your opponent peekat the hidden card.
“Let's start with the value. Is it odd or even? If

you have a court card, just assume the guys, the
Jacks and kings, are odd.” Theywill tell you that
the valueis odd. “Okay, let me see if [can get the
suit first. [want vou to spell the suit in your mind
slowly. I'm going to try to capture the suit one
letter at atime.” Since you know the suit is a club,
youmighttry, “/seea ‘B."" When they respond in

the affirmative, proceed with the next letter. If they
don’trespond atall, ask them if there is a*B” in the

suit before continuing. “/see an 'L."" They will
usually nod inthe affirmative. “/seea 'C"... Iseea

club... your holecard is the ace of clubs.” Tum
the AC face up on the table to the left (your left) of
the 4H.

The Poker Hand. You have nailed the first part
of the trick. Now to the harder part — identifying a
thought-of card from seven unseen cards. Ask that
another spectator pick up the poker hand and mix
the cards. Now ask

and select one of them. Ask that she concentrate on
it and then place all of the cards face down on the
table.

Before proceeding, what do you know about
the cards in the poker hand? Of course, you could
simply name all of them since they proceed in order
in your stack from the 4H. That would communicate
the method. Rather, revealing a single card from

among theseven tends to obscure the method further.
So, what characteristics dothe cards share?

‘There are two of each suit except for the suit
that matches the original face up card. Each pair of
cards is in numerical sequence with its mate (6 and 7

of spades, queen and king of clubs, 9 and 10 of
diamonds). Because each suit pair is in numerical
sequence, one will be odd and the other even.
Therefore, once you know the suit and whether the
value is odd or even, you will know the selection.
Remember that the spectator was able to cut the pack
before dealing. She could have cut it anywhere. Itis

the cyclical nature of the stack that makes this
knowledge possible.

Explain that once again you needalittle help.
Ask ifthe value of the card is odd or even. Armed

with this apparently minute piece of information, you
are ready to move forward. To learn the suit, you
are going to use my Memory ADE. As this is

explained fully elsewhere in this volume, I'll assume

you can immediately ascertain the suit. Now that
you know whether the selection is odd or even and
‘you know thesuit, you know everything you needto
reveal the identity of the selection. After giving you

the process, let’s take the suits one at a time. While
Twill explain his in detail, the actual working is simple
and quick without being memorized. Obviously,

familiarity with the stack is helpful.
The Process. Start with the first visible card

(the AC) andmove through yourstack until you come
to the first card of the correct suit. If it does not
match the odd or even called by the spectator, subtract

one and name the card.
Clubs, Start with the fact that you are looking

attheace of clubs. Simply move forward through
yourstack until you hit thenext clubwhich will be the
KC. If theysaid their card is odd, name the KC.

Otherwise, sub thy

QC. [Once you leam this trick, you will findthat the
suits which match the two face up cards can be
handled easier if desired. Simply subtract one from
the visible card in the same suit. In this case, ace
‘minus one wouldyield aking. Once again, subtract
oneifthey said their card was even-valued.)

Hearts. Start with the visible heart (4H) and
move forward until you hit the next heart, the 3H. As

itis the only heart, itis their selection. [As with the
other visiblesuit, you could simply subtract one to
arrive atthe needed value (4-1=3)].

Spades. Start with either of the visible cards
and move forward in your stack until you hit the first
spade, the 7S. Depending upon whether their card
is odd or even-valued, you may subtract one.

Diamonds. Start with either of the visible cards
and move forward in your stack until you hit the first
diamonds, the 10D. Depending upon whether their

cardis odd or even-valued, you may subtract one.
Background. Ihave discussed the history of

the Si Stebbins setup in detail elsewherein this series.
This trick started with my trying to reduce the chances
for error in Bulletproof from page 80 of Volume 3.

By switching thesetup from the original to Si Stebbins
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allows youalarger margin forerrorin your estimation
but also complicates the math a bit.

Then, I tried to eliminate the estimation
altogether. The spectator cut wascritical to the
strength of the effect. Having the deck in the
spectator's hands made using a glimpse an unreliable
method. That's when I hit on the idea of both a
blackjack and a poker hand. The face up card of
the blackjack hand gives you the position in the stack

necessary to identify any of the remaining cards.
Realizing thatknowledge of the suit plus whether

the selection is odd or even gave you which card in

your stack had been chosen, I hit on the idea of
identifying a thought ofcard of the seven. While
you are dealing with three sets of information (odd/
even, suit, and stack) there is no memorization
necessary forthe trick.

Leftovers. Doug Canning and I exchange e-
‘mails regarding the status of tricks that are developed
off-line. When one of us has anew idea, we send an
e-mail to the other to arouse interest. In Doug’s case,

heusually dramatically over-hypes his own ideas,
inundating them in a sea of hyperbole. I prefer a
more subtle approach as illustrated by the following

e-mail whichannounced the first version of the above
effect. (For clarity, “HCTF "stands for the “Human

CardTrick Factory.”
“Dougo: The HCTF IS OPEN!!!! Grand

Reopening sale. I have new one. Shuffled deck
is tabled. Magician asks random goober to cut
the pack until his chocolate coating falls off
revealing his nuts. He can look at the bottom card
of the top half or top card of bottom half. Magi
proceeds to name card and then retires, knowing
he has reached the maximum theatrical impact
possible from 52 pasteboards.

I'm practicing my Academy of Magical Arts
acceptance speech as I type this. ‘I would like to
thank Vernon - for dying before this new trick
killed him. 1 would like to thank Marlo for his
seminal work on toupees as misdirection. I'd like
to thank Harry Riser... for having a name that
makes me laugh. 1'd like to thank Mark Wilson...

Jor steering me toward card tricks in the first
Place. I'dlike to thank Harry Blackstone, Junior...
Jor not being Gay. I'd like to thank Harry Lorayne
Jor so many reasons I can't remember..." Write
for details!”

Beam’s Law #19: Borrowed decks have aspecial coating which allows spittle to cling better.
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A PERFECT BRIDGE PARTNER
Gianfranco Preverino

‘The following effect will appeal tothoscalready
going magic using a memorzied stack. Whileit will
work with other memorized ducks, itis described
with the most popular, the Aronson Stack.

I met Gianfranco last year in Spain. He

impressed me with his card magic, and his ability to
‘move from Italian, to English, tc Spanish depending

upon the nationality of his audience. (Then again,
since only understand English, he may have been
bluffing.

He was bom in 1964 in Turin, Italy and now
lives in Varese, a town notfar from Milan in the
northem part of Italy. He is married to Eugeniaand
has a two-year old son, Roberto. When not
performing close-up magic, he’s a professional
musician.

Ineffect,
that in Bridge, it is not enough to have agood hand.

Itis alsonecessary to havea clear understanding with

your partner. To know your partner's cards would
be essential to the success of the game.

‘The spectator freely cuts a shuffled deck. He

then deals four hands of Bridge and freely chooses
his hand (without the performer knowing which itis).
Themagician guesses and names all 13 cards in his
‘hand without asking any question.

The Work. The effect makes use of two
principles. First, having the deck in a certain order, if

‘you make two out faros, then you freely cutit and
deal all the cards in four packets, at the end of the
dealing the first packet will contain the cards that, in

the original deckorder, where from No. 1 to 13, the

second packet the cards from 14 to 26, the third
from 27 to 39 and the last one will contain the cards
from 40to0 52. Obviously, perfect faro shuffles don't
count as semi-automatic. You can start with the deck

setup as it would be after the shuffles and then start
with afew false shuffles.

Thesecond principle makes use of the number
of black orred cards in each packet. In our example
we will consider the black cards. In the (Simon)
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Aronson Stack we can see that among the first 13
cards (from JS to 2D) there are8 black cards; from

the 14" (KD) to the 26™ (QH) there arefive black
cards; from the 27 (SD)to the 39" (6H) there are 4
black cards; and from the 40" (3C) to the 52 (9D)
there are 9 black cards.

After two out-faros, have the deck cut and the
cards dealtinto four hands. The volunteer is instructed.

to choose one of the hands. The performer tums his
backto avoid seeing which hand the spectator will
choose. The other hands are collected into asingle
packet and set aside. The magician can now tum
back to face the audience.

Now the magician turnstoward the spectator
and asks him to concentrate on one color ata
time. “Which color do you want to start with?"
After 0ses, th

asks him

to put the cards oftheother color face down on the
table. By secretly counting the cards he puts on the

table, the performer knows how many cards of each
color the spectator has in his hand. This is the only
information the performer needs, and he getsit
‘without asking any questions.

Assume the spectator decides to start
concentrating on the black cards, so he puts the reds

aside. The performer counts 5 cards, so he
now knows that the hand of the spectator has §
black cards and, knowing the stack order, he identifies

the sequence from JS to 2D and may name the black

cards of this sequence ofthe Aronson Stack (JS,
KC,5C,98,AS,6C, AC, 10S). After this, he asks

the spectator to take the red cards in his hands and
he proceeds to name them (2H, 3H, 8D, 5H, 2D).

The Aronson Stack. Those of you not familiar

with Simon should run to the nearest magic shop
and purchase his A Stack To Remember. If you
cannot find the original, it was later reprinted as part
of Bound to Please. Ifyou likesemi-automatic card

tricks, you can’t do muchbetter than consulting all of
Simon's books including the most recent, Try the
Impossible. (Of course, it goes without saying that
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1-18

2-KC
3-5C
4-2H
5-98
6-AS
7-3H
8-6C
9-8D

10-AC

11-108
12-5H

13-2D

14-KD
15-7D

16-8C
17-38

22-AH
23-88
24-3D
25-TH

26-QH

27-5D
28-7C
29-4H
30-KH
31-4D
32-100
33-JC
34-JH
35-10C
36-JD
37-48
38-10H
39-6H

40-3C
41-28
42-9H
43-KS
44-65
45-4C
46-8H
47-9C
48-Q8
49-6D
50-QC
51-2C
529D

Leftovers. Gianfranco performs this with both
th and the Tamari ic

Deck
(andit that

i ished i

Spain). Tomake use of the Tamarizstack, youhave
firstto cut the deck so that the QS goes to the bottom.
After that the sequence will be:

from the 49" (10D) to the 9* (9S) = 5 black and
8 red;
+ from the 10% (2S) to the 22% (8S) =7 black and
6 red;

from the 23" (6H) to the 35" (KH) =6 black and
red; ¢

+ from the 26" (JC) to the 48" (QS) = 8 black and
5 red.

Background. This was originally publishedn
the Circular” of the Spanish Magic School.

“With all due respect to a magician’s best friend - the average spectator — it is
impossible to disguise the fact that ... the occasional stupidity of audiences is bevond

It is not that the individual units of any audience are necessarily
stupid. Far from it. The factis merely that any gathering composed of average persons
may. as a whole. readily develop a tendency toward inattention and lack of interest.”Nevil Maskelyne in Our Magic (1911).

exaggeration .
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MILKING THE BOARDS
Lee Asher

Leeis alongtime friend who is represented in

just about everything I have published in the last
decade. He has an eye for visual, sleight of hand
‘magic, but as thefollowing shows, hes equally adept

atdestroying you with subtlety.
Lee recently graduated from the University of

Nevada in Las Vegas with a degree in casino
management. Who better to create a gambling
demonstration that ends with a bit of magic?

In effect, the magician removes any four of a
kind from adeck of cards. We will assume he uses
the deuces. He places them on top of the pack and
then shows how a gambler might stackthe deck so
that the deuces would fall to the dealer. He does this
by slowly milking 3

resulting ina card between each of the deuces on the
bottom of thepack. Now, he explains, hemust bring

the stock to the top of the pack. He starts an
overhand shuffle, running cards singly when he gets
‘near the bottom of the pack. This sends the stock to
the top of the pack. “You may be wondering what
would happen if a third person now wanted to
join the game." He pauses for the predicament to
sink in with the audience. “I would just start all
over.” He flips the top four cards face up and they

are the four deuces.
he Work. Yourgambling demonstration, like

most that magicians perform, is ascam from start
to finish. Start by removing a four of akind (we
will continue with the deuces) from a shuffled pack.
Show them cleanly and then place them ontop of the
pack.

Hold the pack in the right handin position for
an overhand shuffle. With your left thumb ontopand
left fingers on the face, milk the topand bottom cards

together into the left hand. Ifyou were torepeat this

action three times, you would be doing the standard
‘milk-build shuffle, which would actually stack the

deuces to fall to the dealer at a two-hand game.
Instead, after milking the first pair, drop the pack

on top of the pair. Immediately, milk the top and
‘bottom cards together again into the left hand and
then drop the pack on top of the second pair. Repeat
the “milkand drop” action twice more, apparently
setting the deuces at every other card on the bottom
of the pack. Actually, the four deuces are together,
immedi card of the pack.

Hold the pack in theleft hand in position for
an overhand shuffle. As you undercut the bottom
3/4ths ofthe pack, retain the bottom card with the
original top quarter by applying alight pressure on
its face with the left fingertips. Shuffle off the right
hands cards into the left hand. When you get down

to thelast ten or so cards, run them individually. Do

this slowly so that everyone can follow the action.
They believe youareshuffling your every-other-card
stock tothe top. Atthe conclusion of the shuffle, the

four deuces will be on top of the pack, ready to be
revealed.

Leftovers. Just because you should have
some idea of what I have to contend with, I should
‘mention that Raj Madhok has suggested using four

queens and renaming this effect, “Milking the
Broads.”
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BEATING THE CUT

Steve Beam

‘The magician introduces a pack of cards, As
he’s shuffling, he talks about his failure asa card cheat.
“I don’t smoke cigars — I can’t stand the smell. of

smoke. I don’t look good in polvester and gold
necklaces irritate my skin. Worst of all, when I
lose a lot of money, a tear runs down my cheek. 1

Jgured I was cut out for something less stressful.
But, [still practice - and [ want to show you my
latest accomplishment where I combined magic
with cheating.”

Themagician shuffles the pack as hetalks. “The
problem with cheating at cards is that other
Players don't view being cheated as entertainment.
In fact, this is what brought about the invention
of cutting the cards. See, | can shuffle the cards
all daylong, and I can control all the cards where
want them. But immediately before | deal, you
get to cut the pack. That sends whatever cards |have destined for my hand out of my reach to the
middle of the pack. This means all my shuffles
are meaningless. So, I've been working on
beating the cut. I'll show you. Since the shuffles
are meaningless, we ll focus on the cut itself."

“1 have learned how to control where you
cut the cards. Sure. you think you have a free
choice. But | amcontrolling everything. And to
prove it, | placed a prediction in the card case
before we started. You can cut the cards deep,
shallow.orin the middle. You can even pass on
the cut ~ although then it looks like I didn't do
anything ~ kind of like a day job. Go ahead, cut
the cards. And do your best to act as if vou have
a free choice here.” The spectator cuts the deck
and completes the cut.

“Slowly, deal thefive cards where you cut to
yourself. Use those five cards to put together the
best hand you can — you know ~ just as if I weren't

ing

your every move. That'sa i

Jobso far.” Finally, the spectator tums over the five

ontroll

17%

cards showing four of a kind. “Before we started, I
placed a prediction in the card box. Let's see how
well] did.” The magician empties the contents of
the card case onto the table. It’s a joker with the
prediction: “Victim: Commodeflush. Magician:
4-of-a-kind” scribbled across its face. “Yougot
Jour of a kind - but it looks like we both win.”

The Work. Setupthe deck up by grouping the
four cards ofeach value together. An examplewould
be: AAAA,5555,9999,KKKK,3333,
etc. Your prediction is adual prediction, 4-of-a-kind
and full house. You can write one hand on one of the
jokers and the other hand on the other joker and
load both in the case. At the climax, produce the
appropriate joker. Or, if you have a double-faced
joker, write a different hand on each side. Finally,
you could write a different hand on both sides of a
(red-backed) double backer.

Thereason foralso predicting the spectator’s
hands thatit might otherwise appear that you had
two chances - yours and the spectator’s - for your
prediction to be accurate. This makes it clear that
you are accurately predicting your own hand and
indeed beating the cut.

‘With theexception ofthe false shuffles, the effect
justabout works itself. No matter where the deck is
cut, the spectator will either get full house ora four-
of-a-kind. Since youhave predicted both, you simply

produce the appropriate prediction for the climax.
eftovers. Obviously, you could use Gilbreath's

Second Principle to allowthe spectator to shuffle,
but then you would lose the ability to cut the cards. I

prefer the above because it leaves the deck stacked
for other tricks which start with the values grouped
together. Italso leads into a very logical patter line
about the shuffles being meaningless because of the
spectator’ cut. In this instance, I think the cutting
rises ab

ing in giving th more
perceived control.

EEE

——————

GAMBLING TRICKS

GAMBLER’S SCHOOL
Steve Beam

‘This is a variation on the preceding effect. It
requires a smaller setup and is perhaps a tad stronger

in effect. The patter about beating the cut in a game
of poker applies. However, in this version, the
spectator cuts the cards and deals a hand to the

magician. Since heis supposed to be playing the
partofa in training, he can d the
bottom ortopas he chooses. He cuts the pack again

and repeats the procedure, dealing himselfa poker
hand from cards on top or bottom as he chooses.
When the hands are compared, the magician has a
strong winning hand. Herepeats that this is possible
because he controlled the cut the spectator made.
He proves it by removing a prediction from the card
box with his winning hand printed on it.

The Work. Start by setting up about half the
packin groups of four of akind. From the topofthe
pack, the setup might look like: AA A A,5555,9
999, KKKK,3333, etc. We will assume you
have set up seven four-card sets for a total of 28
cards. The bottom half of the pack is mixed. Your
prediction is in the card box as explained in the
previous effect,

With only the top half prearranged, this opens
upadditional flexibility in your choice of false shuffles.

While I use my Underhand Shuffle, a simple jog
shuffle will serve you well. For example, hold the
pack face down in the left hand in overhand shuffle
position. Undercut just less than half the pack with
‘yourright hand. Outjog the first card and shuffle off.
Undercut beneath the outjogged card and throw the

balance of the pack on top.
“A lot ofpeople don't realize that you have

10 go to school to be a magician. Because magic
is so secretive, it is very difficult to get accepted.
In fact, they only accept one out of every 75 that
apply. You may be wondering what becomes of
those who don't have what it takes to become a
magician vet still want to practice the art of
deception. I mean. they can't all become

politicians. Well, right next to magic school there

is asmall schoolfor gamblers. This is no ordinary
gambling school ~ this one teaches how to beat
the odds. That is, they teach students how to cheat.
Occasionally, when we magic students got tired

of cutting women in half, we would sneak next
door into the back of a class on gambling.”

“I remember the last lecture I snuck into was on
beating the cut. You see, it doesn't matter how a
card cheat shuffles in a card game, he can control
the cards he wants during the shuffle.” Perform a
false overhand shuffle during this line, and then tum

the pack face up and quickly spread through cards
atthefront half of the pack to illustrate that you could
have controlled the cards during that shuffle. You
aren't saying you did control the cards. You arejust

matching your actions to your wordin an illustrative
manner. Before closing the spread. cut approximately

adozen cards from the face (bottom) of the pack to
the back (top). This centers your stack.

“But the thing the card cheat can 't anticipate
is where the cards will be cut. Sure, some people
makeit easy by cutting near the top or bottom."
‘The magician cuts asmall packet offthe top and then
retums it to the top. He then cuts off asmall packet
from thebottom and retums it to the bottom. This is
simply to illustrate what cutting near the top or bottom

is. “But he can't count on that. Experienced
players know to cut as close to the center as
possible. and one card either way can completely
mess up the plans for the gambler.”

“When I heard that, | decided 1 didn't need
any more card cheating lessons. As a magician. I
knew how to control the cut. I'll show you what I
mean.” Youare casually mixing the cards during these

introductory lines. Table the pack in front of the
volunteer and instruct him to cut the pack and
complete the cut. I point to the pack and make a
gesture to simulate a simple cut as in, “cut the pack
from here to there." Obviously, you don't say this.

Because of your patter about experienced
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players above, he will cut the pack near the center.
He only has to cut somewhere near the middle. If
you aren’t confident that you can control this, you
can crimp the bottom card before tabling the pack.
This would allow you to pick up the pack, give it
anothershuffle, and then cut at the crimp and return it
for another cut. “Now you just cut the pack near
the top. At this point, I am still controlling all the
cards. I could gauge because ofthe small number

you moved eleven cards from the
Update this patter according

to wherehe cut. You will find that gain because of
your patter, he will more than likely cut near the
middle. Ifhe doesn’t, repeat this seq tence, shuffling
and cutting at the crimp, then returning the pack for
another cut.

‘When he cuts into your stack, complete the cut,
Explain that because he cut the cards into two large
groups, it would be impossible for a card cheat to
know how many cards were in each packet.
‘Therefore, it would be impossible for him to know

where any of the cards are. “However, as a
magician, I canstill control all ofthe events. Please
pick up the cards and hold them in dealing
position. I'm going to ask you to eal a five-card

poker hand to me. However, because you are
playing thepart of the card cheat, you can choose
whether to deal each card off the top or the
bottom.” Thespectator deals five cards, some from
the top and some from the bottom.

Ask the spectator to table and cut the pack
again. Again, you want him to cut near the center.
‘This moves him out of your stack. (If youdon'tlike
theslight risk that he may sill be in your stack, you
could shuffle the pack quickly as you did before.)
He can now deal himself a five-card poker hand,
choosing from thetop and bottom cards as he wishes,

Because he is outside your stack, heis truly relying
on luck for his hand. This shouldn't give you any
concerns because he will haveto get at least a full

house on the deal to compete with your hand, which
contains either a full house or a four of akind.

Finish as before. The spectatorreveals his hand,
which may havea pair or two. The magician shows
his full house or four ofakind. Then, to show thathe
truly controlled events, he removes the prediction
from the card box showing both the spectators hand
(“commode flush") and the magician’s hand. After
revealing the climax, “Don’t worry about it.
Remember, there's always politics.”

“Iwas started on this labor oflove by my private conviction that, in is

of ,inthe entire history of playiscards, no one but a magician has ever held them in the position necessary for the ots ne
Norm Houghton in Ibidem #14 (September. 1958) regarding eliminating

theuse of the glide from apreviously published effect)
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LUCKY DIGITS
Steve Beam

Using a borrowed and shuffled deck, a

volunteer selects and remembers his card. “We're
going to play one of my favorite gambling tricks

from when I was a child. The game is called
“Lucky Digits’ and by coincidence, I'm pretty

lucky.”
“Now the last time I asked a spectator for

his lucky digit, he lifted asingle finger. I'm hoping
that you'll listenfully to the instructions — asthat
is not the type of digit I'm after.”

“We will start with my lucky digit — seven.
And, by coincidence, that is just the number of
cards we play the game with. | told you I was
lucky. But you get to choose which seven cards
we use.” The magician spreads through the pack,
askingthe spectator to touch any seven cards as they

passin front of him. The magician outjogs each of
the cards touched. When seven cards have been
selected, hestrips them from the pack and hands them

to the spectator who choseacard.
“You may have noticed the name of the game

is "Lucky Digits." That's plural. This is where
your lucky digit comes in. What is your lucky

digit? Five? Are you sure? Okay, | want you to
count five cards to the bottom ofthe packet. When

vou finish, I want you to turn over the next card.
Ifitis your selection, you win. Of course the odds
are against you. In fact, your card may not even

be inthe packet you hold. But vou chose the seven
cards and five as your lucky number soit can't be
my fault. But you get to do it six times. When

you finish, there will still be one card face down.

That will be the seventh card. That will be my
card”

The spectator can either spread five cards over
and cut the pack beneath them (sending them to the
bottom) or move five cards one by one to the bottom

of the packet. The new top card of the packet is

then turned face up. That becomes the first card of
the next five that are transferred to the bottom.

‘The spectator follows his instructions. At the

conclusion, he is left with a face down card among
the six face up cards. He names his card and flips

the face down card face up revealing his selection.
“Well, I told youI was lucky.”

The Work. If you start with seven face down
cards with the selection on top, the trick works itself.

(Refer to Leftovers for the finer points of their
selection.) Yourtask istoarrivein the starting position

‘before handing the packet over to the volunteer. If
you can control a card to the top of the pack, you
are justabout there.

The Empty Upjog. Hold the pack in your left

hand in dealing position. Spread the cards from your
lefthand into the right. Spread them slowly, one by

one. You want the spectator to touch a card as it

goes by him. You donot want himto go back and
forth choosing cards at will. Ifhe chooses the top
card ofthe pack as his first card, you are home free.
Simply have him touch six more and strip all seven
out. The selection will be on top and you are ready
to go.

Assuming he doesn’t choose the top card,
continue spreading. If he is slow in making his

selections, slow down the spreading action. You want
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him to makeall of his selections while you still have
cards in your left hand. As he touches each card,
move the lefthand forward half the length of a card
and thumb the card over to the right hand, takingit
outjogged. See figures 1and 2.

Continue spreading and upjogging until you
cometo the seventh card. When he touches the
seventh card, bring the seventh card up as ifto outjog
it. Assoon as itis outjogged as shown in figure 3,

lift both hands to show the final condition. as in

figured. Donot take the card with your right hand.
Instead, as you lift the front edges of the cards to

face the spectators, lower the left hand’s cards
(including the last card touched) so they are flush with

the non jogged cards in the right hand as shown in

figured. Finish by sliding the right hand's cards back

overinto the lefthand as shown in figures.
Yourlefthand is holding the deck vertically with

the faces toward the audience. Theycan only see
the card on the face of the upjogged cards and they
will assume this is the last card they touched. It is

actually the sixth card. You are now going to
substitute your own seventh card, the top card of the
pack.
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Bring yourright hand over and place your right

thumb on the back of the top card of the deck as

shown in figure 6. In one continuous motion, drag
the top cardup flush with the outjogged cards as you
strip the jogged cards from the pack. See figure?
which finishes theaction. Simply hand the stripped-

out cards face down to the volunteer and follow
through with the revelation.

Leftovers. Once they have the seven-card
packet with their selection on top, the math takes
over. To proveit to yourself, take a packet of seven
cards witha card

i lected card on
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top. Assumethe spectator chooses fiveas his lucky

digit. Hold the packet in the left hand in dealing
position. Thumb five cards over into your right hand

without reversing their order. Transfer them to the
bottom of the packet. Turn over the new top card
and leaveit face upon top. Thumb over another five

cards and transfer them to the bottom of the packet.
Tum overthe new top card and leaveit face up on
top. Repeat this until you have reversedall but one
card. Spread the packet and you will see that the
selectionis reversed second from the bottom. Ifyou

thumb over another five cards and transfer them to
the bottom, the selection becomes the new top card.

If you start with a packet of seven cards, this
‘will work with any number the spectator chooses from

onetosix. However, iftheir lucky numbers one, the

secret becomes obvious. This is because only the
top card is transferred to the bottom without turning.

it face up. The next card is turned face up. Then it

becomes the only card transferred to the bottom. The
next card is now the new top card and it is tumed
face up. The seventh top card will be the selection ~

butthis isn’t magical.
Tt does not work with seven cards as the new

top card would be the same as before, the selected
card. Eight and nine take way too long. So, you
need away to handle the trick with any number from

zero to nine(as these represent all the digits). To
ish tif they one, seven, eight,

ornine, simply have the spectator spell hs lucky digit

rather than counting it. So, if he chooses anine, have
him spell N-I-N-E and transfer thetop four cards to
the bottom of the packet. He turns the new top card
face up and then starts spelling on that face up card.

Using the same concept but trashing the “lucky

digit" patter, you can allow them tospell anything they

wish. They can choose their middlename, their pet's
name, alucky digit, an old boyfriend's nameor their
favorite vegetable.

Using this concept, Doug Canning suggests
converting the trick to something resembling alie
detector. “I don’t know the valueofyourcard.

So. you can spell that value, or youcanspell the
suit of your card. Or, you can spell the value of
another card. Or the suit of another card, It

doesn't matter to me — just spell something.”
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Background. The basic principle that allows

with the selection is from George Sands’ Lucky 13,
published in the August 1975 issue of The
Pallbearers Review (page 1035). The effect will

work with other quantities of cards as long as the
Quantity

used
isapri visi

b;

one and itself). For another effect using the same
principle, consult Alpha Male elsewhere in this
volume,

FAT BURNING WITH MAGIC (Continued from Page 106)

Pummeling the snot out of themasked magician: Who cares? (Some things you do just for the fun of

woman in half with a dull

it)
© Ordering i

150. C:
borroy

i

15 per page and
don’ task how we determined this number.

. inhalf: 100. Saw

woman in half: 150.
blade: 500.

© Making $1,000,000 as a professional magician: Insufficient Data
. Runing from unsuccessful 3-card Monte audiences: 300.

. up’ dictionary Jon uses: 10 per word

. porta d tri

25 pertrick Caloris

on thejohn: 55 per trick
Calories burned performing with a nudist pack:

Jon's card tricks

SO0percardtrick Calories burned performing fora
pack of nudists: 50 per card trick or 400 per “trick.”

.
Miscellaneous Re

‘Trying to fill the white space when writing a card trick books: 700 per ‘participant.

a Roast Dove: - 120 toric high protein, low in carbohydrates, tastes like chicken.
Fried Rabbit: - 1450 calories if you don't eat the skin, and high fat. Down side: tastes like fried rabbit.

180

GAMBLING TRICKS

BETTING ON TRIUMPH
Steve Beam

This is nota performance piece. This is an
ancient puzzle that can be used in the form of a
betcha. The magician introduces a deck of playing
cards. “You know, it doesn ‘take sleight of hand
to win at gambling. Cut off about a third of the
pack and discard the remainder. I want you to
shuffle the cards you have face up into face down,

Shuffle them so that neither of us can know how
many face up or face down cay ds there are. Which
do you want to use, face up or face down cards?"
Assume they choose face down cards. “We each
get paid for our face down cards. Whoever gets
paid the most wins and gets all the money. Winner
takes all.”

“But now you now have a choice how vou
are to be paid. You can be paid $5for the first
card plus receive a $5 raise for each additional
card (asin, 5,10,15, 20) or you can be paid by the
pair as follows: $10 for the first pair ($5
each) with a $20 raise for each pair afterwards.
Therefore, first pair = 10, 2nd pair 30, 3rd pair
50. And just so you don’t think I'm stacking the
deck against you, if there are an odd number of
cards face down, I'll pay you half the “pair price”

for the odd card.”
They will choose to be paid by the pair. You

will be paid by the card. You can use monopoly (or
other) money to pay them off. Assuming there are
10 cards face down in the mixed up packet, example
#1 below shows how the winnings will tally.

“ltold you this was a winner-take-all game.
Since I have more money than you, I win.” The

magician scoops up the suckers winnings.

Example #2 below shows what happens with
an odd number of cards. Assume seven cards are
face down.

In case you are wondering what happens should
the victim choose to be paid by the card, simply state
up front, “Since there is no riskto you, the dealer
wins all ties.”

Background. My Inspiration for this was T.
"Conor Sloane’s 1922 book, Rapid Arithmetic.
Inapuzzletitled, The Two Clerks, the author asks

which of two clerks fares the best. Both start at
$1000 per year and both jobs pay every six months.
The first clerk chooses a $50 raise very six months.
The second chooses a $200 raise every year. As
above, the first clerk fares better.

Example #1
2ssuming 10 face down cards (5 pairs)

3[40 50 570oso0

L Example #2 assuming 7 face down cards (3.5 pairs)
1 2] 3 4] 6] 7] 8] 9—| 5]

Spectator's Pairs|$10[ $30] $50] $35]
Magician's Cards |_$ [$15]

$20]
$125
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CHALLENGE DEAL
John Moran

John contributed this effect twice while was
writingthis volume. He shi

with several items to choose from. Iopeneditand
planned to view it shortly thereafter. However, when
I'm in full-tilt writing mode, I save up the
correspondence until it forms a pile large enough to
demand being tackled. The pile containing John's
tape was carefully and lovingly residing nextto the

televisioninmyoffice. Well, whileI'min full-tlt writing
mode, I also don't watch much television. Itend to
tape anything that might be worth watching for later
viewing. Ithink you can see where this isheaded. A

'VCR- television combination, avideotape, and a first-
run episode ofJAG — this was obviously notmy fault.

So, I called John and explained to him what
had happened. Of course, [left out any parts that
may have casta suspicious light on my actions. He

was kind enough to make another tape for me and
send another copy of “the trick you liked so much
that you taped overt.” (Limow you're asking yourself
why John doesn’t keep copies of the tapes he makes.
You are also asking if he knows that VHS tapes can
be made copy-proof by breaking the little tabs on
their spines. Now you are probably blaming him for
this entire unfortunate episode. 1 like the way you
think —and how you arrive atthe correct conclusions.
—even in the absence of prompting by others.)

‘The following trick is similar in some ways to
otherthings Ihave played with in the past. However,
John's effect really got me thinking, Iwas particularly
attracted to the fact that you start with a card freely
called outby an audience member and that becomes
part of the winning hand you assemble. Ifyou like
his effect, [ would encourage you to read the two
tricks which follow it and were inspired by it. You
shouldalso consult Scott Robinson's Repackaged
Predictionin the chapter on Stewart James. They
offer additional ideas you may wish to combine with
John’s trick when you routineit.

In effect, the magician asks fora volunteer to
namea high card. Assume they choose the ten of
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hearts. The magician runs through the pack and
toinsert

it into the pack whereon
wants. The magician

removes the two cards immediately aboveand the
two cards immediately below where the selection was
inserted. This forms the magician’s poker hand.

‘The magician and volunteer repeat the process
to arrive at a poker hand for the spectator as well.
When the hands are compared, the spectator has
chosenaroyal flush for the magician’s hand.

The Work. Start with the five cards necessary
to make each royal flush together in the pack. You
can haveall theroyal flushes together, or they can be
in different parts of the pack. Further, the cards

constituting each hand don’t have to bein order; they
simply haveto be grouped together.

Ask for the volunteer to call out a high card. If
they call out something less than aten, you must work
aroundit. For example, if he chooses an eight, ask
him to "think high card as in, ‘not low likean 8.” At
this point, he'll get the hint and call out something
within the desired ten to ace range.

For the sakeof explanation only, assume you
have the royal flushes in order from ten to ace from
faceto back. Further, assume the volunteer calls the
queen of diamonds, the center card in the diamond
royal flush. Spread the cards with the faces toward
yourself from your left hand to your right.

Upjog the queen of diamonds when you come
toit. Now, split the pack behind the queen, with the
right handtaking the upjogged queen as the backmost
card ofits packet. Table the queen face down with
your right hand. When your right returns to the left,
place the right hands cards behind those in the left
hand. This covertly cuts the pack sending the half of
the diamond royal flush to the top and half to the
bottom of the pack.

Hand him the queen face down and ask him to
insertitinto the center of the pack, “but not all the

way." In this position, you arefree to execute the
Prophecy Moveas explainedelsewhere in this volume.
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‘This secretly cuts the pack again, this time in the
process of turning the outjogged card face up.
Remove the pair of cards from above and below the
face up card and you have the royal flush for your
hand. Follow through by emulating the same
procedure with another card, ending with a poker
hand forthe spectator. Of cou se, when he inserts

the second selection into the pack, he can do it face

upso thatthere is no need to tumit faceup (or repeat
the Prophecy Move).

This example worked out efficiently. What
‘happens when they don’t choose the center card of

the royal flush? Assume they choose the ten of
diamonds instead of the queen. Itis the first card
from the face in your target royal flush.

Spread the pack from your left to your right
hand with the faces toward yourself. Upjog theten
and split the pack behind the cnter card (queen in
this example). Take theupjogged ten from theright

‘hand cards with your left hand and tableit face down.
When your left band retums, place the left hand's
cards in front of theright hand's cards covertly cutting
the pack. Again, you have the desired pairs on top
and bottom.

‘What happens ifhe chooses a card at the back
of the royal flush? Assume they choose the ace of
diamonds, the last card in the target royal flush. You

are going to do the reverse of the actions you just
used fortheten. Spread through the pack and upjog
the ace of diamonds. Now split the pack to theright
ofthe center card of the flush (the queen). With your
righthand, take the upjogged card from the left-hand
packet. Table t face down. When your right hand
returns, place its cards behind those in the left hand.

Again, you have the needed pairs on top and bottom.
ound. Bill Simon inventedthe Prophecy

Move and its development has been discussed at
length in this series.

STARTER CARDS
Steve Beam

‘This was entirely inspired by John's Challenge
Deal, which Ijust explained. This versionhas a few
tweaks you may like. It allows the choice of any
card in the pack, and some freedom in which cards
‘will beused atthe point in the pack wherethe chosen

card is stabbed. Finally, I added some patterso |

After the explanation above, the volunteer is

‘going to call out what he perceives to be a “loser”
card for the magician. This means he will name
something low and innocuous like the 5 of clubs.
There is some potential for humor here s you thank
him sarcastically for his generosity.

would tosay
In this effect, the spectator is allowed to name

any card in a shuffled pack to act as the “starter”
card for the magician's poker hand. “Most card
Players don't realize that you only have to start
with a single good card to end up with a good
poker hand. If you start with a great card, you
have a better chance of ending with a great hand.
If you start witha loser card, vou have a better
chance of ending with a loser hand. I'm going to
let you choose a starter card for me — and we'll
use that card to build my poker hand. Then, vou
can choose your own starter card, and we'll use
that cardto build your poker hand. So, what card
would you like me to use as my starter card?”

The locates thy d card and the
spectator stabs this card into the pack and the four
cards now surrounding it are removed along with the

starter card. Again, the spectator can choose whether
to use the cards above the selection, below the
selection, ora combination to make up the magician's

five-card hand. Theyare placed face down on the
table near the magician as his poker hand.

Thespectatoris then allowed to choose another
card as the “starter” card for his hand. After the
above introduction, he will choose what he perceived

to bea winning card suchas a court card or an ace.

Again, morehumor. Assume he chooses theking of
hearts. “I think vou have this winner-loser
concept down pretty goodfor a beginner. Bythe
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way, did I mention that the king of hearts was my
lucky card?” The chosen card and four of the cards
surrounding it as selected by the volunteer are tabled
near the volunteer.

After some recapping and build-up, the
spectator shows his hand. Regardless of what he

gets, ici
1s

him wi ight

flush.
“1 guess the 5 of clubs is my new lucky card.”

ie Work. Start with the pack in new-deck
order. WhileI wouldn't go to the trouble of setting

up new deck order forthis trick, Iwould be delighted
to start with this effect on those occasions when I
find that I am handed a deck with this setupin place.
Of course I would precede this effect witha few false
shuffles as well as another trick, which maintains the
order of the pack. For our example, we will use the
“new-deck order" used by the U.S. Playing Card
Company which from the topis: A-K of hearts, A-
Kofclubs, K-A of hearts, K-A of spades.

Using John's handling, remove the card chosen
by the spectator for your starter card as you arrange
to have four cards which would complete a: straight
flush cut to the top and bottom during the process.

Ifthe spectator chooses the five of clubs as in
our example, theacethrough four wi
the face and the six through king on the top. At the
conclusion ofthe Prophecy Move, spread the cards
on the table or in a fan in your hand. Ask if the
volunteer would like you to use the card above or
below the card he selected. Remove the one he
h repeat the B

are at least four cards above and four cards below
that when combined with the selection will complete
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astraight flush, he has a completely free choice.
If on the other hand, should they choose a card

higher than anine or lower thanafive, you can’t allow
them thesame amount of freedom in choosing cards
from the stabbed location. For example, if they
choose a four, at the conclusion of the Prophecy
Move, theace through th b i

and the five through king are below it. Thus, they
only havea choice of three cards above it and must
choose at least one card from directly beneathit.

You could eliminate the choice at this point
altogetherif you wish. I preferto phrase the question
sothat it limits their choice without appearing to. “We
needfour cards to go with your starter card. We
can use a combination of cards from above and
below where you placed the starter card. Do You
want to use one, two, three, or four cards from
beneath the starter card?” No matter which option
they choose, that leaves three or fewer cards from
above the selection.

Now executea legitimate shuffle before allowing
the spectator to choose his own starter card. A
thorough riffleshuffle will ensurea failed hand for him

and your own success.
‘This is br

n John’s
Challenge Deal. Ishifted it to anew-deck order in
order to allow for any card to be chosen. I then
‘modified an idea of Scott Robinson's, allowing the
spectator to choose cards from around the reversed
card. With the new deck order, knowing the selection
allows

youto

visualize
your youknow

whether to offer any choices and how many choices
they have,

GAMBLING TRICKS

STARTER CARDS #2
Steve Beam

If you don’tlike setting up the twenty cards for
John’s original and you don't reset all your packs in

new-deck order to use my variation, you might want

to try this version. Set up the thirteen cards of any
suit in order and place half of th :m on top and about

half on the bottom. For example, start with the ace
through seven of diamonds on the face of the pack
and the eight through king of diamonds ontop. The
eight and seven are the top and bottom cards

respectively.
“This

spli

youto do
very

delib

d
an;

significant blocks. When you split the pack forriffle
shuffling, riffle off the bottom seven cards first before

interweaving the halves. Finish by allowing atleast
the top six cards to fall last. After acouple ofthese
shuffles, cut the pack and complete the cutas you

ask for the spectator to call out a value.
If you use the same “starter card” patter from

the preceding trick the spectator will choose a low

value. “You mean you want me to start with a
five? Gee, thanks. Should 1 limit myself to four
cards too?" Spread through the pack until you come
to the 13-card setup in the middle. Upjog andremove
the selected value as in the previous trick, ensuring

that the appropriate cards are cut to the top and
bottom in the process. Follow through to the climax

as inthe other version.
‘This method allows you to start with a smaller

setup, one you may already have in place at the end

of another trick. If not, it consists of only 13 cards
and is fairly quick to setup on the fly. Whilethey
don’t geta choice of any card, they do getto choose
the value you will use which gives a similar illusion
that they could have chosen any card in the pack. In

a ¢

; d ek
i

any of the other fives. They

will simply assume you cameo that five before
you came to the others when you spread
through the pack. This method also allows
the convincing false riffle shuffles without
resorting to anything more than adjusting a legitimate
shuffle.

und. This is based Starter Cards
which was based entirely on John Moran's
Challenge Deal. liked the freedom of choice in

the former but the smaller setupin the latter. This
version alloweda smaller setup than the original and

retained the apparent lack of limitation on the
spectator’s selection from Starter Cards.
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THE OMEGA PARTICLE
Steve Beam

This is a betcha. One might define a“betcha”(if one were writing a book containing an example of a
betcha) as a gambling effect designed to generate more interest from the money at risk than the nonexistent

presentation. Let's face it. A spectator will find evenalengthy down and under deal to be of interest if he has
money riding on theesuls. The following is anovel concept which has only been explored atthe surface level
Its ithit as itis to thislackof isby
no means an exhaustive experimentation, just a sharing of some paths I've taken that my mowledge have
not previously been trod.

Ineffect, r
ici k inserti ds face upin th de

each insertion, cards re dealt off the top in pairs until arriving at the inserted card. taba dts
that will be paired with the inserted card will match in color or will be its opposite. (For the purpose of this
discussion, we will assume that reds and blacks are opposites.)

‘Thespectator canalter the conditions; including who goes first, whether the deck is face up or face down,
how many cards are inserted and which ofthose is inserted first. Despite the apparent freedom the spectator
has, the magician controls everything. He can cause the cards to match or not at will. He can cause all the
magician’s insertions to match while the spectator always fail.TheWork. This you'll hs decki work through this.
upinaltemating red/ black order. You don'thave to have a full deck, but you do haveto havean even number
of cards. Cut the pack as often as desired.

Toil you finish witha red cardontop. Tum and
insertitinto the pack. Deal through by taking two cards at atime off thetop of the deck and placing them into
apileon the table. The card paired with the face up card will be a black card. Reassemble the pack in the
alternating red/black order. If you arrange the insertion card-pair back into proper order atop the deck still in
hand, if you then take thetop card of the discard pile and useit to scoop up the discard pile and then drop the
discard pile on top of deck in hand, then your red/black sequence is back in order perfectly. For the sake of

illustration, cut the pack so that a red card is on top again.
Now let’s assume you would like to match the cards. Deal the top two cards face up to thetable. Pick

up the original top card and insert it face up into the pack. Deal through the pack in pairs as before. The card
paired with the face up card will beared card.

So far, this is the standard Omega Bet as described in the credits below. But now you will performa
double insertion —to novel results. Again for illustration purposes, [will assume that you have the deck in
alternating red/black order with a red card on top. Deal the top two cards face upto the table. You are going
to insert the face up cards face up into the pack in different positions. If you want both to match, insert the
original top card near the top and the original second card lower in the pack. As you deal through the pack in

pairs, the cards paired with the face up cards will match them in color.
Ifyou want the cards inserted not to match, insert the original top card face up near the bottom and the

original second card face up higher inthe pack. As you deal through the pack in pairs, the cards paired with
the face up cards will not match them in color.

‘The easy way to remember what will happen — match versus no match - is to compare the color of the
card ontop of the pack with the color of the card being inserted closestto it. Ifthey match, then that card and
any even number of cards placed in altemating color progressively further down in the pack will also match.

Therefore, if the single card being inserted is red, and the top card is also red, the pair containing the
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inserted card will match in color. Ifthe single card being inserted is red and the top card is black, the pair
containing the inserted card will not match in color.

If you insert two cards, one of each color into different locations iinthe pack, if the uppermost card
the pack in color, both pairs containing

wds will match in color. The

opposicalsoods true.
is setupin is dard Tum thetop

two
cards

over, one of each. goat, and, deal them face up oto) thetable. Thenew topcard of the pack is also
red. If youno ith th

top card of the pack) then both peirs eonaining
the inserted ards will match in color.

If, on the other hand,
color ofthe new top card of the pack) then neither pair ising ie inserted cards will match in color.

the color of the new

Youmight wonder
d. Thetop card

ch dexplainedbelow. Thereasonthe: thatit
is differs in

color from th dis aboveit , Since
there are only two options (match orno match) it changes the result by one.

)If you increase the number of insertions to four (the next higher even number) and they are inserted in
alternating color with the uppermost insertion matching the top card in color al resulting pairs will match. To
illustrate, deal the top four cards face up to the table, two reds and two blacks. Assume the top card of the

pack is red. Pick up the firstred card and insert it face up about 10 cards from the top. Insertthe first black
card about 20 cards from the top. Insert the second red card about 30 cards from the top. Finish by inserting
the second black card about 40 cards from thetop. See figure 1. Deal through the pack one pair ata time.
Th pairedwithtk

up insertions wil in color. ©

the onde
are i (@atl a (oy with this ol

altemating and (¢) om deeper inthe pack.
Th in color with the black itha

red card on topof the pack, none
wc

ofthereuling pairs will match. You can try different combinations which
will result rder
‘whether or not the uppermost insertion matches the top card of the pack. The) cards

ar

are listed in order from

top to bottom.
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One Insertion:
Insertion: R Deck: R-B-R-B Results: The pair will match.
Insertion: B Deck: R-B-R-B Results: The pair won't match.

Deck: R-B-R-B Results: Both pairs match.

Deck: R-B-R-B Results: Neither pairs match.

Three Insertions:
Insertions: R-B-B Deck: R-B-R-B Results: Top 2 pairs match, lower pair doesn’t.

Deck: R-B-R-B Results: No pairs match.
Deck: R-B-R-B Results: Top pair doesn't match, lower 2 pairs do.

Four Insertions:
Insertions: R-B-R-B Deck: R-B-R-B Results: All pairs match.

Deck: R-B-R-B Results:Nopairs match.
R-B-R-B Results: Top 2 match, lower 2 don’t match.

Deck: R-B-R-B Results: Top & bottom match, middle 2 don’t match,

‘You don’t haveto memorize anything here as long as you understand the rules explained earlier. To
summarize, starting with a single or even number of insertions, the resulting pairs will matchif the uppermost

insertion matchesthetop

card of the pack and the cardsarei

(@)at least dapat, (b) with the
colors altemating and(c) progressively deeperin the pack. Once you understand how these rules interact, it
is an easy

transiti ust

for: of insertions. Further, you
wil ing

all of these duri

asinglesitting. Your routine will dictate which of these you need to remember.
Now let's force-feed this principle a bit of presentation to add some drama to the bet. You can do the

insertions behind your back or with someone holding their hands over your. eyes. Iliketorifflethe pack with
my left thumband into the

pack with my right. You onl ards land in the
proper position relative to each other. Ifusing two insertions and you want the pairs to match, scale the red
cardin abovethe black when the top card is red. Ifyou don't want the pairs to match, simply scale the black
card in above the red.

Since only the position of the final insertions matters, you can have the spectator choose which card you
will insert next. If, for example, you wanted the insertions from top to bottom to be in R-B-R-B order, you
could managethat if the spectator handed you the cards toinsert in any order, such as B-B-R-R. Simply insert
the first near the bottom, the second in the middle, the third between the first two, and the fourth above all,

Ifyou control events so that the spectator cannot get his pairs to match, you occasionally will want to
show how close he came. Show the card either immediately dbove orbelow his pair. Since that card will
match. you are apparently illustrating that had he placed his card either one card higher or one card lower, it
would have matched. Do not show both at the same time or you might tip them to the altemating color setup.

g the 3-card itallows you both to insert cards

and
only your Youonly place your in relari s
insertions).

Without getting. ed iti ‘your ability tohit
m

.
Each i

that one. You could, for
example, start by demonstrating the game with a single insertion. Thespectator misses, you hit. You then

insertions, both of yours hitti ing

in amatch) °s attempts
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miss. Youmovetoasingle simultaneous three-card

insertion with you inserting one or two of the cards
‘while the spectator inserts the other(s). Again, you
hit and he misses. You finish by something “never
‘before attempted.” That is, a simultaneous 4-card
match. Youriffle the deck four times, scaling a card

with eachriffle. All four of yours match.

As far as the betting goes, start with an even

thetop card to the bottom will result in the cards not
matching. In order to allow you the ability to get a
match witha single insertion, simply deal two cards

to the table, either face up or face down. Take the
original top card and insert it into the pack to show
what amatch looks like. After reassembling the pack
in its original order less the card just inserted, allow
the spectator to take “his card (the original second

‘Then offer achance
to geteven each time by offering double-or-nothing
with all subsequent bets. The amount gambled rises

as follows: $1, $2, $4 and $8 using the four-bet
scenariojust outlined bringing y sur total winnings to
$15. Of

is
is

ji i

only. Mail your winnings to me and I will forward
them to the appropriate charities.

If you want to increase the winnings and the
‘humor (since tis for

i I

you can bet on the tum of each card. For the four-
card insertion, bet on the outcome of each pair. Each

‘matching pair pays off. You don’t have to get the
Victim's agreement. Simplystart adding your winnings

out loud as you tun over each card. This makes the
climax very fanny since you move from just a few

dollars to serious winnings in amatter of seconds.
Handling. For thesingleinsertions, youhavea

small problem when trying to arrange matches. If
you tum overthe top card in an alternating red/black

pack, it doesn’tmatch the new top card of the pack.

Therefore, inserting it into the pack without cutting

to arrive ata match. He will fail.

Torepeat, you have to be able to reset the pack

without appearing to care what order the deck is in.

Twill explain my handling for the four-card insertion.

Leaming this will show you the handling which will

hen fewer 5

Assume you have four cards inserted in a pack
that has ared card on top. The order of the insertions

from the top down is R-B-R-B guaranteeing four
matches. Theinserti halftheir
length as shown in figure | above. Hold the pack in

dealing position in the left hand. Thumb over two
cards into the right hand without reversing their order.

Place them face down on the table. Thumb over the
next pair and place them on the top of the tabled
cards. Continue transferring pairs to the table until

you cometo the first outjogged insertion. It doesn’t

‘matter whether the insertion is the upper or lower
card of the pair.

Take the telescoped pair into your right hand
with the face up card outjogged. See figure 2. Place

the face down card onto the tabled pile and place the
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face up card on the far sideof thepile. See figure 3.
Now start thumbing over face down pairs and

placing them in anew pileto the left of the first tabled.
pile. Continue until you cometo the next outjogged
insertion. Again, take the telescoped pair into your
right hand with the face up card outjogged. Place
the face down card onto the tabled pileand place the
face up card on the far side of the pile. Repeat this
process with the two remaining insertions. You will
finish with four face down piles in arow on the table

with a face up insertion in front of cach. See figure
4. Youwill also havea few cards left in your left hand.
Finish by flipping the top card of cach pile face up
and replacing them on their respective piles. See
figures.

To clean up, pick up

ile

(last one
dealt) with your right hand from above and hold it in
Biddleposition. Use your left thumb to pull the top
face up card over face down onto the top of the left
band’s packet. Finish by dropping theremaining cards

in theright hand onto thoseinthe left hand. Repeat
flipping

the top card over face down onto the left hand pile,
and then dropping the right hand’s cards onto the
packet intheleft hand. Replace the remaining four
face up cards on top of the pack, alternating in color
asthey started at the beginning.

Kicking Them When They're Down. Going
backup tothe position shown in figure above, when

for another

kicker. Betthat you happened to scalethe four cards
into the pack next to an existing pair in the deck.
‘Thisisafreebie in that you don’thave todo anything
to achieve the added kicker. Simply return to the
fourtabledples that havea face up card on top. Lift

ith your left hand. Pick

up thenew top card of the pile and hold it face down

intheright. Snapthat card either with your right
second finger or against the card in your left hand.
Slowly turn that card over showing that it matches
the colorof the card in your left hand. Drop the two
cards slightly spread behind the tabled pile. Repeat
with the remaining piles and pocket your winnings.
See the finish.

Stomping Them After They’ve Been Kicked.

Retum to the last paragraph when you were in the
position shown in figure 6 with each pile having a
single card in front and two cards behind it. If you
are betting that each matching pair is a paid winner,
your winningsare probably in the $1024 range after
the first four matches. Continuing to double the bet
with each match, the last paragraph will skyrocket
those winnings to $16,384.

Since they know at this point you aren't serious,

you may as well finish them off. Delivered quickly so
the spectator cant interrupt, “I really don’t want to
take all your spare cash. Let's go again. This

time I'll mix everything up sight unseen and try
to find some more matches. Double or nothing —

GAMBLING TRICKS

and [ lose everything the first time I miss.”
At this point, none of the top cards of the piles

‘match the cards in front or behind them. You are
now goingto switch all the piles apparently at random

butactually in aspecific sequence that will finish with
the piles inorder tomatch four more times. Mentally

number the positions of the piles one through four
from yourleft to yourright. Cross your hands in front

of youso that you can switch the pile #1 with pile #3

inasingleaction. Cross them again so that you can

switch pile #2 with pile #4 in a single action. This
does nothing as you are switching like-colored piles.

‘You are now going to switch the row of inserted
cards. In asingleaction, switch the two cards at the

ends of the rows, the cards in front of piles 1 and 4.

Finish by switching the cards in front of the two middle

piles, 2and3.
For the nextroune, flip the top card of each pile

face up and drop it slightly spread onto the face up
insertions in front of them. See figure 7. With each

card, call out the amount of the winnings.
Assuming athree bets on single insertions where

youmatch and they don’t, followed by a couple of
double insertion bets (counting as two wins each) you
have won at least seven bets before going for the
quadruple insertion. The quadruple insertion upto
now, adds twelve more bets, bringing your total to
19 bets and winnings of $262,144. Butnow it’s time
for some serious winnings. You have three rows of
cards before you. The front and back rows each
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consist of four face up pairs which represent your
‘mostrecent winnings. All thats left is foryouto flip

the four face down packets which make up the middle

row face up. The bottom card of each packet will
‘match thecards in the rows directly in frontand behind

the packets. This brings your winsto 23 and your
total winnings to over $4,000,000.

To carry off this presentation, you have to have

acertain attitude and speed. Actas if youare trying
to help the poor spectator who finds his life savings
in jeopardy as you empty his pockets. In order to
do this without his stopping the proceedings, you need

to memorize your winnings (his losses) from each
doubled betas follows:

$1

$2
$4
38

$16

$32

$64

$128
$256

10™ bet: $512
11% bet: $1024
12" bet: $2048
13" bet: $4,096
14" bet: $8,192
15" bet: $16,384
16" bet: $32,768
17" bet: $65,536
18" bet: $131,072
19" bet: $262,144
20" bet: $524,238
21 bet: $1,048,576
227 bet: $2,097,152
23% bet: $4,194,304

While I think memorization is best in this
instance, doubling the previous amount and finishing

in the general area will work. To simplify the larger
numbers, when you get to $1024, state that you are
willing to forget the $24 and “make it an even

$1000." From this point, you are doubling even
numbers which makes the math considerably easier.
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Background. Odds On Favorite usingtwenty
cards was published by Karl Fulves in the July 1969

issue of the Pallbearers Review. A full deck version

appearedby Al Thatcher and Nick Trostin The Card
Magic of Nick Trost (1997) as The Omega Bet —

Updated. Both of these versions limited the number
of simultaneous insertions to a single card. In the
latter version, two cards were inserted into the pack
simultaneously only when the pack was dividedinto

two packets.
‘Bob Wagner's Master Notebook of Magic

featured a variation with two simultaneous insertions

in thesame packet with themagician controlling which

insertion went where relative to the other. The
principle used forall of theseis an extension of the
Gilbreath Principle. The presentation forthe out of
control betting is from my Gentleman's Bet, the first
trick in the first volume ofthis series.

Malini~“/ vaited a veek for this?’
Stewart James
Harlan Tarbell ~

Sorcar ~ “I find it all totally PC."

Marcel Ma au.

POSTHUMOUS TESTIMONIALS

WHAT FAMOUS DEAD MAGICIANS ARE SAYING

ABOUT THE SEMI-AUTOMATIC SERIES:

Chung Ling Soo — “Some have died trving to catch material like this.”
Frank Garcia - “I woulda given a million dollars for these card secrets”
Tony Slydini - “Shutta up you Frank - you never had no stinking million dollars"
Don Alan “These tricks fit my garbage can act quite nicely.”

Paul Curry “t's not quite Out of This World.”
Lafayette "1 wouldn't feed this stuff to my dog.”

“Beam’s material will never be as heavy as mine.”
‘Of COURSE you should buy all 4 volumes.”

Ed Marlo “dd a toupee and you have a full evening's entertainment.”
Robert Houdin — “This is light stuff but it will hit ‘em heavy in the chest.”

Goshman “Beam's still sponging magic offhis friends~but the material will do in a pinch.”
Dai Vemon *1've got the cups, Beams got the balls.”
Harry Lorayne - “I'm not dead vet 1 just look that way.”
Annemann “The Trapdoor was good, but Howard could pee lions."
8. W. Erdnase - “And to think. I thought I had to change MY name!

Doug Henning—The kinda stuff vou can sink both of your teeth into

Harry Houdini — Gut wrenching — kinda hits where it counts.
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Occasi icks that don't ular
playi i i

for inclusion in this series. The tricks you are about o read actually use cards —just not playing cards. Theyuse alphabet decks and blank decks.
y sy props, you

wil

anttojustify their existence. Th
for unusual itemsor processes used in be asis for greathooks
Without justi

they tendtobe di i d i ith th

the spectators.

by
supply store. They are flash cards to help children lea their alphabet.

Blank cards can be explained away as factory ‘misprints. Or, explain with tonguein cheek that you left the
cards in your suit when you sentit out to be cleaned. For those of you preferring to perform impromptu, you
can use business cards to provide the blank side necessary for these effects, eliminating the need to justify
anything.
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SIXTY-NINE
Steve Beam

‘The magician hands a stack of business cards
or blank-faced playing cards to a spectator. He
retainsastack of cards for himse'f. He asks the
spectator to think of a single-digit number and to
concentrate on it. The magician writes a digit on his
card and places it face down on the table. The
spectators then to write his number on a blank card

is
card face up on top of ician’s

prediction. The first spectator’s cards are handed to
another spectator who is also requested to think of a
digit. The magician tables his prediction face down

on the previously tabled cards. The spectator now
writes his number on one ofthe blank cards and
places it face up on top of the magicians prediction.

This continues three or four times and it might go
‘something like this.

‘When groping to divine the first spectator’s
digit, the magician appears to be having difficulties.

Finally, he acts relieved and relaxes. “Okay, I'm
now in the section of vour brain that controls
numbers. I have to push all the other numbers
aside to findthe one digit you are concentrating
on. WHOA. That was your PIN number. Keep
concentrating.” He pulls out a pen and piece of
scratch paper and scribbles something ont. “Sorry,

Just. remembered something | neededto do later.
’

At this point,
thy i

is going tomakeillicit use ofthe PIN number.
After writing

the first volunteer table his selected digit, the second
spectator is askedto concentrate vn a digit. “Ler
me see. There are lots of numbers in there. I'm
getting 36...24...thirty... cut that out! I need
single digits." The magician tables his prediction
and the volunteer places his face up on top.

Moving to the third volunteer, “I'm getting a
digit ~ it’s a single digit — but it's not
mathematical. You're thinking of a ... finger.”
‘The magician concentrates even more deeply and then
acts mildly shocked. “Oh! THAT finger. You don't
like magicians, do vou? That hurts, but let's get

back to the effect at hand ... not on your hand.”
Moving to the fourth volunteer,“ want you to

thinkof a digit... no, a number. A single digit
number. No, 7is a letter, not a number.” The
magician thinks aboutit. “Oh, you meant why?"
This is a tough crowd tonight.”

Ultimately, the there are four or so face down
p of
digits on top of them. The magician points out that
the four digits form a single d-digit number. The odds
against predicting that number correctly were 10,000

to 1. Regardless of the odds, the magician shows he
predicted that very 4-digit number.

The Work. I will assume you are usingblank-
faced playing cards for this to make the description
easier. However, astack of identical business cards

would work equally well. Start by “predicting"a™6"
which when tumed upside down becomes a9.” This
gives you twochances to match one of the spectators
predictions. Ifthe first spectator writes either asix

oranine, you properly orient your prediction and
revealit. Ifnot, instruct him to place his card face up
on your first prediction.

‘Then, write down the first spectator’s number
as the second spectator’s prediction. If he writes
eitherasix ora nine, gues: the climax below. If
not, write d ’s card as thea s prediction. Continue this until one

either asix or a nine.Si predictions and selections are placed in a single
pile on the table with the predictions face down and
the selections face up.

The Sifter. Thisis a new move I designed
specifically for this effect. (This move inspired a
variation by Raj Madhok which appears at the end
of this description.) We will assume that the fourth

spectator writes down a nine. When the spectator
places either asix or anine on top of the ple, you
have amatch to your first prediction. Pick up and

hold the pile in dealing position in your left hand. At
this point, you could execute a reverse faro and
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perform a standard strip-out addition. Instead, you
arenow going to perform a reverse faro to separate
the predictions from the elections while apparently
retaining their order.

‘Thatis, thumb over the first card and take it in
the palm-up right hand. Take the second card under
the first, downjogged as shown in figure 1. The third
card is taken flush with the first. Thefourth card is
taken downjogged and flush with the second.
Continue until you areready to upjog the last face up
card (4° card in our example). At this point, you will
have two cards squared together in your left hand

‘withssix on display in yourright. If youwere to finish
this reverse faro the normal way, you would upjog
the final face up card and downjog the final face down
card. Instead, you are going to strip all of the
outjogged face up cards onto the two cards in your
lefthand as shown in figures 2and 3.

Pause and display the two packets in separate
hands. Keep the face down cards grouped more
tightly than the face up cards so the number of cards
isn't discernible. Place the face up packet on top of
the face down packet. This reverse faro / strip-out
action places the face down cards in the reverse of
the order of the face up predictions.

Deal the cards selected near the spectatorina
face up row. Ifyou deal the cards from left to right,
deal the face down cards beneath the face up row in
the same order. You can deal them face up or delay
the climax by dealing them face down to complete
the pairs and then havereveal the matches. While
predicting 4 individual digits is impressive, | would
recommend you presentit as the prediction of a single
4-digitnumberas explained below.

Leftovers. Thereareseveral advantages with
using blank cards rather than playing cards or ESP
cards. First, thereis no fishing. You are using the
card on top of the packet you hold and that doesnt
change throughout the effect. 1 havealways felt that
fishing through your remaining cards to locate your

next prediction telegraphs the method. This is

ax<0
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particularly dangerous here because the method
forms the basis of one of the better-known laymen
tricks.

RegularCards. Therearemany different ways
‘you can present this. Iwill give youoneof my favorite

examples. Start with two like-colored royal flushes.

this, fered Yo ri trick or
by several, of

cards
bei mpl Iwill assume

used. This limited the fishing to, for example, ten you are using aroyal flush in hearts and diamonds
cards. Unfortunately, it also limits theeffecttothe and that you have the hearts.
magician being ableto choose the order in which the

layman would table his limited group of cards.

Th
i

sed here. whi dical

‘walk on the wild side. was deliberately constructed
to combat the fishing explanation and any suspicion
on thepart ofthe audience that the spectator was
limited. First, the spectator “creates” the numbers

i
This

gi =

by

that they control the result far more than simply
choosing the order of a known set of objects — a
small packet ofplaying cards. This is the impression

created, despite the fact that they aresimply choosing

the order ofa known set of objects — single digit
numbers.

More importantly, is the fact that digits can
logically be combined in a way that playing cardsal bs
a four-digit number, the odds appear to be 10,000
to 1 against the magician being able to predict the
number. This appears far less restrictive and more
impressive than simply choosing the order in which

the spectator will table a group of playing cards. To
put this simply, assume the spectator was given two

playing cards to start with, There are only two different

ways he can place those on the table, A followed by
BorBfollowed by A. However, if the two cards
were blank and the spectator could choose any two
digits and place one on each card before tabling them,

they form a two-digit number. Theodds against your

predicting that two-digit number are 100to 1 (*00”

1099").
‘While I don'tuse this, if you want to use blank

cardsandadry erasemarker, part ofyour “6/9” could

be used to represent either a1” ora “0.” Writethe
‘part you wish to “vanish” before the show using the

dry erase marker. Then, complete the “6/9” usinga
regular marker. You are then covered on 3 ofthe 10

possible digits (either “0/6/9" or “1/6/9") and you
triple your chances of matching each prediction.

Both you anda spectator mix your hand. Then,

you table the unseen jack face down as a prediction.
Heistopl topofit. Ifhehits
the jack, the trick is over. Otherwise, as with the
number cards, you place the mate to the card he
tabled face down on top of it. Continue building the
pile with your face down predictions directly

h his face

up

selections untilhetabl

card that matches your first prediction (thejack). If
you have unpredicted cards left in your hands at this

point, show that they match the cards he has left in
his hands. Then pick up the tabled pile and slowly
perform a reverse faro, outjogging the face up cards

and injogging the face down cards. Complete the
move as described above, displacing the bottom card

of the packet. You can show that the cards you
i h This gives youa

full match of all five cards. Thatis,those that were
left over in the hands match as well as those he
selected and tabled.

able Sifter. Afterreadingadraftof this routine,

Raj designed this move to use when you are
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performing with a performance surface that offers
some resistance such as a close-up mat. Almost

edge to lift up 0 you can get your left fingers
undemeath the packet.

everythings the same

except
for

ion

that If doesn’thaveany gi

makesthe rick work. [will describetheeffectusing to it, simply slide the cards to the edge of the table

theroyal flush. and offonto the left fingertips.

Table thejack face down as your first prediction.
The spectator places his card face up directly on top
ofthe jack. At this point, push his card forward so

that itis outjogged for half the length of the card.
“We want to keep your cards separate from mine.”
Your next card which matches his face up card is

‘placed face down on top of the pair but flush with the

first face down card.

The spectator will now understand the thythm
ofwhat you are doing and will place his next face up

card oujogged and flush with his first card. We will

assume that he doesn’t place his jack down until the

last card. This will causeyou to finish with five face

up outjogged cards interlaced with five face down
injogged cards. Both the bottom face down card
and the top face up cards are jacks.

Bring yourright hand over to the far edge of the

packet and and pull the interlaced cards toward you.
‘As you pull them toward you, the bottom card will
remain in place because of the resistence offered by

the mat. As you pull the telescoped cards straight
back, the face up cards will line up with single face

down card. Youmay find that pushing down lightly
on the front edge ofthe cards will aid the move.
Believeit ornot, this is your pmove.

You now need to pick the cards off the table. If’

the performance surface has some givetoit, pressing

down on the far edgeof the cards will cause the rear

Take the cards in your left hand as shown in
figured, Tofinish, simply strip out theinjogged face

down cards with yourright hand. Hold both packets

separately foramoment. Place the face up cards on

top of the face down cards and finish as above.
Background. There are many uses of the one-

ahead principle with sequential predictions using

playing cards. Youmay wish to consult The Royal
Marriages from Dai Vernon's Select Secrets
(1949). Brother John Hamman’s Million to One
Chance, the first trick in LePaul’s The Card Magic
of Brother John Hamman (1958) is more closely
related to Vemon's trick than the one above.

Stewart James’ Double or Nothing from The
James File (p. 1003) inspired the 6/9 ruse. In his

original, Stewart uses the 6/9 ruse tomake a number
odd or even to count down in adeck of cards. Above

itis used to nail a specific prediction.
‘The closest parent to this effect is Hen Fetch’s

wonderful marketed effect called, Symbologic. It

used ESP cards, an extra card, and a small gimmick.

‘While don’t know for sure the dateit was released,

there was an ad for Symbologic as well as amention
inaringreportinthe June 1953 issue of The Linking
Ring. Thisi i that d

of variations. The original has held up very well
through almost SO years and is an outstanding trick

well worth your consideration.
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SCRABBLED
Steve Beam

‘Thisis something for use with good friends. For
those who liketo push the envelope, amore explicit
or extremeversion is provided afterthe explanation.

Effect. The magician introduces two packs of
alphabet cards. He removes the first pack from its

it followed by th
for

the second pack. “There are 26 letters in the
alphabet. With two packs, we have 52 cards. the
same number of cards as there are in a pack of
playing cards.” The magician pushes the two packs
forward for

h

together.
While thespectator shuffles, the magician states

that ction i
1 ich hetabl

He has the spectator select four random cards. He
asks that the letters be assembled into a word while
his back is tuned. The spectator forms the word,

“CRAP.”

The magician tums to face the audience and
picks up the prediction. “/ shuffled and you
shuffled. You randomly arrived at four letters.
There is no way I could have known which four
letters you would choose. And ifI had been correct
on which letters you would choose, I probably
would have given you the benefit ofthe doubt...
that you wouldn't have used those letters to form
that particular word.” Atthis, the magician removes
his prediction from the envelope, "CARP."

The Work, Shuffle both packs separately.
Finish by placing the letter cards “ACPR" on top of

one pack and “RPCA" (the revers ¢) on the top of
the other pack. Case both packs and you are ready
to perform.

Remove the cards from the cases and follow
the above instructions. Give the first pack a quick
false shuffle. (Undercut about 2/2tds of the pack,
run the first card outjogged and shuffle off. Finish by
cutting the packet beneath the outjog and throw on
top. This last packet should be grabbed and thrown
ontop without pausing.)

Quickly spread through the front half of the first
pack. “The cards are prettywell mixed already."

4200

Split the face up spread in half and turn both halves
face down onto the table. The top (back) halfis on
your left. Givethe two halves aquick riffle shuffle,
allowing the top (at least) four cards of the left halfto
fall last. Table this deck to your left but out of the
reach of i

Pick up the second deck, remove it from the
caseand give it the same overhand!/ riffle shuffle
combination. When finished, table the second deck
to the right. Now push both packs toward the

pectator
“[ want you to shuffle the two packs together.7 Ss 4

them forward in this manner and since they just saw
ariffleshuffle, they will follow suit.

Tum your back and instruct them to turn over
the top four (randomly derived) cards and to form a
word with those letters. There are only two

altematives. They will either form your prediction or
twill play out as above. If they form the word you
predicted, themagicis stronger. Ifthey form the other
alternative, the humoris stronger.

Altematives. You can useany four-card force
with asingle pack to create the same effect, A good
example is the cut-deeper force. Sleight of hand
performers can use any of the variations of the strip-

out addition to switch four freely selected cards for
the four predicted cards.

Extreme Presentation. Usea card thats blank
on bothsides. This will be your prediction. On one
side, write the word, “HITS. On the other side,
write the word, “THIS.™ Start with those four letters

on the top of each pack. There are three words they
can form with this combination of letters. Ifthey choose
one of the two you predicted, simply remove the
prediction from the envelope or case with the proper

side of the double/facer showing. Finish with either:
“This is one of my greatest HITS or I like THIS."
Ifthey thought of the third option, reveal that you hit
the correct letters, but as above gave them credit for

choosing the more palatable of the available options.

CARD TRICKS WITHOUT CARDS

“I guess I'm used to performing for a more high-
brow audience.”

When there are countless words that can be
formed from the cards in play, the audience won’t
suspect a two-sided prediction. Afterall, to come
up with two predictions out of the number of words
possible is impressive by itself. However, it never
helps throwing them further off the scent, especially
‘when it comes at no cost to

prediction to reveal the first letter of the prediction.
Ask for the second letter and then slide out enough
ofthe prediction to show that also matches. Continue
through until the full word has been revealed.

‘This method of presentation changes the trick
from whether you got the correct wordto whether
you got each letter. There are four smaller effects
(theletters) that make up the bigger effect (the word).

When timeto reveal your prediction, hold the
envelope up at chest level and ask for the first letter
of their word. Ifthe first letter is “S” then you can
proceedwith the comedy ending. Simply have them
tum over all their cards. Act shocked as you produce
either of the predictions.

Ifinstead, the first letter is one that matches your
prediction, tum fate sideofth

ptoward the audience. Slide outjust enough of the

he prediction
on the back of your prediction won't cometo mind.

Background. Reversing the stocks and riffling
the two packs together to arrive at a four-card stock
is Norman Gilbreath's Second Principle. For
another use of his principle in apoker effect, consult
my Done Deal from Volume 3 of Semi-Automatic
Card Tricks. Note that you can also use the

inati
spectator cuts

from that effect ifyou wish.

Beam’s Law #10: In magic, ethics are not supposed to be a spectator s
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MEN OF LETTERS
Scott Robinson, Doug Canning, Steve Beam

‘When not taking over the world with his work
at Microsoft Corporation, Scott spends his time in
Charlotte, North Carolina (now the proud home of
the New Orleans Homets) with his wife Janet and
daughter Jessica. Scott is one ofmy favoritesession

participants.

automatic card magic, he developed ataste for the
latter after being repeatedly fooled by it.

He has awealth of original magic, some of which

was publishedin one-man issues andone-man inserts

in The Trapdoor. Heis responsible for starting the

following ball rolling.

Effect. The magician introduces a deck of
alphabet cards. There are two decks combined, for
a total of 52 cards. The magician allows various

combined (totaling 52 cards). The top 14 cards are

setas follows: BBEEDDNNLLSSOO followed by

restof deck. False shuffle retaining top stock. Ask
for avolunteer proficient in word jumble games like

Scrabble. You're going to demonstrate the
magician's

versi

.
Mix

acasual falseshuffle. You don't want the appearance

ofameticulous mix. A quick overhand false shuffle

followed by the Optical False Cutis perfect.
‘You can allow the spectator to cut to the cards

to be chosen by using the criss-cross force. Thatis,
table the pack with your stock on top. Have a

volunteer cut the pack in themiddle. Deliveraline of
patter to move the attention from the cards for justa

second’s worth oftime misdirection. Retum to cards

the originalthe pack, which they

later use to form a word. In addition to choosing the
letters to use, they choose the length of the word as

they can stop choosing letters at any time during the
process. Despite the freedom of choice exercised
by the volunteers, the magician shows that he
previously predicted the exact word that would be
formed by the volunteer.

The Work. Allowing the volunteers to choose
the number of letters is made possible with a
progressive anagram. Allowing the volunteer to
choose from two to seven letters in order from the
following letters will produce exactly oneword at

each stage after each selection: BEDNLSO. The
words will vary depending upon the number chosen,

but each produces only a single word as shown in

the following list.

+ 2letters = be
+ 3letters= bed
* 4letters = bend
«Setters = blend
«6 letters = blends

+ 7letters= blondes

Start with two decks of alphabet cards

.

top halfbut perpendicular toit. “Let's markthe place
where youcut.” Of course, you areactually marking

the original top section, but the illusion is perfect. At

this point, you would initiate your Scrabble” pater.
Explain that you're going to give various

volunteers a choice of cards and they are going to
usethose cards to build aword. Ask them how many
letters they would like to use to try to put together a

word. Since Scrabble s played with seven letters at

atime, they can choose up to seven letters. Once
they give you the number, you know the word they
will endwith by using the above list. This directs you

in the order you want to ask them to choose cards.

The pairs of cards are in the following order:
BEDNLSO. Assume they choose to use five letters.

You immediately know their word will be “blend.”
So, you use spectators in an order to allow the discard

row to end in the correct order. To explain, assume
youhave fiveaudience members. (Thisis notrequired,

but will make the description easier to understand.)
Mentally picture the word "BLEND" on the table
‘edge nearest you with each letter about 3 inches apart.

Because of theorder of the cards in your stack, you
will have to rearrange the discard pile to spell their
choice of words. To do this with very little effort,
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below you will see the orderin which you must have

the cards selected.

B L E N D
1 5 2 4 3

The best way to accomplish this iso have the
cards selected isin
the same approximate order as the word you need
tospell. That is, mentally associate each of the five
people in your audience with a position in your
envisioned word earyourtable edge. (By the way,
this is far easier in iti
‘with the printed word.)

You know the first letter ir your stackis a“B."
It is also the first letter in “Blend.” Therefore,
approach the first (leftmost) spectator in Four

hima choice of the

top

in the packet, the two B-cards. When he makes his
choice, place thatcard in front of him on the table.

Place the discarded card at the “B™ position in near
the table edge.

Youknow the nextletterin yourstack is an
In your envisioned row on the table, itis the middle
letterin “BLEND.” Therefore, approach the spectator

in the center of the front row of your audience and
offer him a choice of the E-cards. Place his choice
face down in front of him and the discard in the center

position near your table edge.
Thenext letter in your stack is a*D." In your

envisioned row on the table, it is the rightmost letter
in “BLEND.” Therefore, approach the rightmost
spectator and offer him a choice of the D~cards. Place

his choice face down in front of him and the discard
in therightmost position near your table edge.

The next letter in your stack is an “N." In your
envisioned row on the table, it is the second letter
from the right edge. Approach the second spectator
from the right and offer him a choice of the N~cards.

Makeit look as though you are randomly choosing
spectators to participate. Place his choice face down

in front ofhim and the discard in the second position
from the rightnear your table edge.

The next letter in your stack is an “L." In your
envisioned row on the table, it is the second letter
from the left edge. Approach the second spectator

203

from the left and offer him a choice of the L-cards.
Make it look as though you are randomly choosing

spectators to participate. Place his choice face down

in front of him and the discard in the second position
from the left near your table edge.

If you choose, you can offer any of the

spectstors a hse of mind with the cards they
isatyour dit’supto

you as to hice this strengthens the effect or
prolongs it. Continue by dragging the discarded cards
from theleft to the right of the table onto the top of

the pack. Pickup break beneath the first discarded
cardasiti he d

Takethe pues
in your right hand from above

and pick up the break with theright thumb. As you
recap the effect up to this moment, you are going to

execute the Braue Reversal to reverse theispileinth fthe pack. Riffl

pack with yourright dumb and take this lower lin
your left hand. Rotate these cards face up and place
them on top of the pack, adding them to the cards
above the break. As the cards rotate face up, “You

could have cut the pack here and we could have
started with a ‘G.”” Of course you call the letter on
the face of the card that rotates into view on the face

of the packet. Now release all the cards beneath the
break with yourright thumb and take this packet into
your left hand. Rotate the packet face up and place
it beneath the cards in the right hand and square the
pack. As this second packet rotates face up, “Or,

You could have cut the pack here and we could
have started with an 'R."" Again, call whatever
letter is showingonthe face of this packet. The
discard pile is now face down in the middle of the
faceup pack. Table the deck face up off to oneside.

“Instead. working together, you all chose
these letters.” Scoop the five letter cards together,
casually ensuring they don't remain in the same order.

Don'tshuffle them. Simply push them together so
that they end in an order other than “BLEND.

Ask them to assemble a word using all of their
letter cards. Once they have completed their

assignment, arrange the word on the table in the
correct order. Remind the audience that they chose
the length of the word and the letters that would make
up that word. There is no way you could have known
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beforehand when he would have stopped adding
letters or which letters he would have chosen.

Despite the fact that you couldn'thave known
any of this,
in the middle of the pack 6 weeks ago. (This line is

delivered tongue in cheek.) Pick up the deck and

Holditfaceup ndealing postion. Thumbover?2,3,
intoa

on thetable. As you do, they see that the: cardsare
inrandom order. When you arrive atyour face down

stock in the center, don’t spread them much so the
andience won'tnoticeany remaining cards from your

stock in pairs. Their. glimpsing ofthe other cards is

not. from those they

chose, butitis a wise precaution. Slowly, deal the
face down cards from the center into a row that
‘matches the cards on the table.

Finish with the deck by dealing through the
remaining face up cards two and three cards ata
time, cleanly showing thereis no setup. “Itseems [
reversed the same number of cards in the center
that you chose to use to form your word.” (This
is a minor thing but it builds the drama.) “Now, not
only could I not have known the number, but I
couldn't have known which cards you would
choose. And, once you chose the cards, you had
to choose the word you would form from those
letters. I'm not goingto change the order of the
cards I choseto reverse - because I previously
formed them into a word. Did I already mention
that 1 did that six weeks ago?”

To make the trick even stronger, you can also
setupavariety of contingency outs, one for each of

the six possible outcomes. This makes the trick far
stronger with aminimum of preparation. Youmight

choose six from the following seven outs or make
‘your own.

(1) A word written on the back of the card case.
(2) A different word on each side of adouble blank

card remaining in the card case. (This would be two

ofthe outs.)
(3) A different word on each side of adouble blank

cardin yourwallet. (This would be two more outs.)
(4) A different word on each side ofa double blank

card in another side of your wallet. (This would be
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two more outs.)
Sleight ofHandVariation. Those proficient with

sleight of hand wil prefe the following method of
setting up discards to the
bottom of the pack asiare gathered from the
reject row. Hold a break above them. When the

spectator has arrivedat the number ofletters hewants
to use, perform ahalfpass with at

the bottom of the pack. Finish by cutting the deck to

center the discards inthe pack. Those familiar with
Shigeo Futagawa’s Bottoms Up from Issue #61 of
‘The Trapdoor (page 179) will beableto accomplish
thereverse and the cut in one action.

‘This started as an idea by Scott
Robinson using an alphabet deck anda progressive
anagram where the spectator not only chose the
number of letters to use to form a word, but also

chose the letters used to form the word. Scott had
played with the Stewart James 1-card Gilbreath idea
(explored elsewhere in this volume) to offer the
choice, but his version didn’t allow the number of
letters to be chosen by the spectator. The intent was

to have multiple outs for each of the limited number
ofwords that could be chosen. Scott asked if I could
come up with the word combination for the basic
effect to work. e-mailed Doug Canning and three
hours later he e-mailed back thesolution. I then took

his solution and developed a method that allowed for
each word to be predicted in advance without having

multiple, preset outs (although they could be added
later to makethe trick far stronger).

The effect is Scott's, the anagram is Doug's,
and the matching of a method to the effect is mine.
The choice from among identical cards inapairis
from Karl Fulves’ Even Money Proposition and was
published in the May 1969 issue of Pallbearers
Review. I used the same method in another
completely different effect, Reconstruction from
Volume 3 of this series.

Finally, a few weeks after the first
a

anagram
arrived, Doug sent along two additional combinations

that are reproduced below.

in/win/wine/ twine / winter / winters

to/rot/ tom /snort/ strong / throngs

CARD TRICKS WITHOUT CARDS

ALPHA MALE
Steve Beam

‘Themagician addresses the audience. “Before
we start, I'm going to ask you to think of your
lucky number. Don’t tell me what it is, just think
of it secretly until we need it. I also have a lucky
number — and we are going to try to get ourlucky
numbers to work together in a moment.”

Removing a deck of cards from the card case,
“There is a term you may not be familiar with. It
refers to men who arestrong, virile, and capable
of sustaining the species... ifvou get my drift. The

term is “alphamale.” You can easily recognize an
alpha male bythe cards he uses... (the magician
spreads a deck of 52 alphabet cards face up in front
of the audience) ... if you get my drift.”

“Please take a card, remember it, and return
it to the pack. My lucky number is seven so we

are going to use seven cards. But, since there are
26 letters in the alphabet and 52 cards in this deck,

each letter is repeated twice. So, I'm going to let
you cut the pack twice to arrive at the seven cards
we'll use." The spectator cuts the pack twice, and
then takes the top seven cards. Heis then askedfor
his lucky number. Each me his numberis spelled or
counted, the next card is turned face up. Thisis

repeated 6 times until there is only one card left face

down. The face down card is dealt face down to
the table. The face up cards are dealt in arow on the

table in the order they fall. Pointing to the face down

card, “Do you know what card this is?" He says
his letter. Pointing to the face up tabled cards, “These

are your cue cards... let's trragain. Do you know

what card this is?" Looking at the face up cards on
the table, the spectator notices there is abreak in the
row. The cards spell out, “M-¥ C-4-R-D”sohe
reads them aloud. “Well, I hope so." The spectator
turns the lone face down card over to reveal his
selection.

Additional humor can be added by forcing the
selection — either using a™Y™ or When the

spectator names his letter before noticing the words
in therow, you follow with the appropriate response.
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Magician:
Spectator

hos you know what card this is?”

Magician: you (“U") first.”
Spectator: “No, [meant “U".
Magician: “Well, meant you - I didn't take a
card.”

Or...

Magician: “Do you know what card this is?"
Spectator 7"
Magician: “Because this is the end of the trick.”
Spectator: “No, / meant 'Y."”

Magician: “Why.not? It's the end of the trick.”

The Work. Start with two complete decks of
alphabet cards. They are in random order except
for the top six cards, M-Y~C-A-R-D. Have a card
selected or,force either the "U™ or “Y." Haveit
controlled to the top of the pack. on top ofyour stack.

(Youmay wish to consult the King of the Hill Control
from Volume 3.) Hand the deck to the spectator
afteraquick falseshuffle.

Explain that since there are two of each letter in

the deck, he will cut the pack twice. Heis to cut
about third of the pack and flip the cards face up
on top of the pack. Heis then to cut about two
thirds of the pack off and flip them over onto the

remaining cards. This is the Ed Balducci cut-deeper
force. For, if he spreads through all the face up cards

and places them on the table, the original top seven
cards are the first face down cards. Ask him to thumb

off the top seven (without reversing their order) and
table the remainder of the deck.

Once they have the seven-card packet with their

selection on top, the math takes over. To proveitto
yourself, take a packet of seven cards with a card
representing the selected card on top. Assume the
spectator chooses five as his lucky digit. (The next
process is identical to that used in Lucky Digits.)
Hold the packet in the left hand in dealing position.
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Thumb five cards over into your right hand without
reversing their order. Transfer them to the bottom of

the packet. Turn over the newtop card and leave it
face up ontop. Thumb over another five cards and
transfer them to the bottom of the packet. Turn over
the new top card and leave it face up on top. Repeat
this until you have reversed all but one card. Spread
the packet and you will see that the selection is

reversedsecond from the bottom. Ifyou thumb over
another five cards and transfer them to the bottom,
the selection becomes the newtop card. Table this
card. Thegreat thing here s that the rest of the cards
in the packet are in their original order. Thus, if you
had them in position tospell “My Card" before you
started, you would simply deal thei in order to the
table so they can be read by

2

If youstart with seven cards, the principle will
work with any digit he chooses from one to six.

However, if their lucky number is one, the secret
becomes obvious. This is because only the top card
is transferred to the bottom without turningit face up.
The next card is turned face up. Then, the face up

with a 12-card setup on top: M-Y-C-A-R-D-M-
Y-C-A-R-D. Youwill notice that this is “My Card”
twice,

Hold the pack in position foran overhandshuffle.
Undercuthalf the pack, outjog the first card and shuffle
off. Undercut beneath the outjog, run five cards and
injog the sixth and throw. Square the cards as you
pick upabreak above the injogged cards. Splitthe
deck at the break and table the two packets as ifyou
are going toshuffle. Asifto change yourmind, push
the packets toward the spectator. “Wouldyou mind
shuffling them together for me?" The resulting top
6 cards of the pack will consist of the letters necessary
to spell “my card” although they will bein arandom
order,

Ye ion

is
retumed if you are forcing acard. Inthis case, your
opening setup for the trick would be: M-Y-C-A-R-
D-X-M-Y-C-A-R-D. “X"is the duplicate of the
force card. The card is forced and returned to the
pack and controlled to the top above your stack.
You wouldnow do the shuffle as follows.

A "the pack, and
Thenext card is now thenewtop card anditistumed~~shuffleoff. Undercut beneath the outiog, run six cards
faceup. The seventh topcardwi i and injog and throw. he card

butthisisn’tmagical.
Tt does not work with seven cards, as the new

top card would be the same as before, the selected
card. So, you needa way to handle the trick with
any number from zero to nine (as these represent all

thedigits). To accomplishitifthey choose zero, ore,
seven, eight, or nine, simply have the spectator spell

his lucky digit rather than counting it. So, ifhe chooses

anine, have him spell N-I-N-E andtransfer the top
four cards to the bottom of the packet. He tums the
new top card face up and then starts spelling on that
face up card.

Leftovers. Ifyou wish to allow the spectator to
shuffle the pack before having a card selected, you
can use the procedure outlined in Dore Dealin volume
3. The face up cards won't end up in the proper
order to forthe ending spell, so you will haveto decide
ifthat loss is worth adding the spectator shuffle. Start

296

as you pick up a break above the injogged cards.
Split the deck at the break for the riffle shuffle and
continue as above.

Try itboth ways to see whether you think the
ending is stronger when you add the shuffle and then

rearrange the cards to spell “My Card.” You may
prefer to perform a false shuffle yourself and then
have the cards arrive in the correct order at the

conclusion.

Background. The basic principle that allows
‘you to repeatedly count to the same number and end
with the selection is from George Sands’ Lucky 13,

published in the August 1975 issue of The
Pallbearers Review {page 1035). The effect will

work with other quantities of cards as long as the
quantity used is a prime number (divisible only by
oneanditself). For a trick using the same principle,
consult Lucky Digits inthis volume.

MAGIC

SQUARES
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MAGIC SQUARES

Ineverthought iteach
i ies of i di

a teri
degree. Ifyou thought cardicians were anal, peruse a book on recreational mathematics to give you someidea

ofthe depths ici
pl peak). They h i ical

oddities that
make Marlo books look like they were written for sissies. (If you doubt this, ask a mathematician about the
properties of an interlocked hexagon ora pandiagonal cube of the fourth order.)

Despite the fact that magic squares have been around for a long time and there are enormous numbers of
variation: i

laymen are still i

their i
Often,

i i

the first opportunity for most spectators to witness a: magic square.
en y.

i i

youmakei intrigui hopefull ini
‘The following effects are variations on a theme. None ofthem are the standard construction of ‘the square.
Rather, most suck their entertainment value from the “piling on" effect amagic square can have as you reveal
thesquareas your prediction. Thais, that the comers, diagonals, rows, columns, mucleus, outside midponts,
etc. all total Atfirst yc

int this

out as
if i

fosity. Then you get faster and faster
ith i

ifyouh: ited ti hs infinit
of ions. Th nedic valu

is highly d best of all you don’th: i

yto
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STEVE’S
NOTHING-TO-DO-WITH-CANNING’S-IDEA PREDICTION

Steve Beam
This isn't a card trick. So, you are asking

‘yourself how anon-card trick wormed its way into a
book devoted to card tricks. It was the creative

predecessor to the trick that follows. And the trick
that follows it not only uses cards butis also semi-
‘automatic —thus fulfilling both of the usually required
criteria for inclusion here.

In effect, the magician places a coin envelope
onthetableand announces that it contains a prediction

of things to come. “I am so confident that my
prediction is ‘on the money’ that Ihave also placed
a large sum of money in the envelope to be
awarded in case I miss thebesoin

» The
magician

he is asked to do a few simplec cololaiion, We
want to arrive at two numbers that are so random
that you couldn 't get there again if vou had a GPS
and a working satellite.” After doing acouple of

i i h of1 i

adifferent two-digit number.

“Now you're going to be amazed if I were
able to predict those two numbers, right? And if
I weren't successful, you won't be amazed but
you'll be rich.” The magician reaches for the
envelope and blows it open. He looks inside and
appears stunned. “Huh?!?" Regaining his
composure. “Well, you re not going to believe this,
but I apparently forgotto put the predictions in
there. Darn! Don't you just hateit when that
happens? The only thing in this envelope is the
pavoff money. Oh well, I guess you would not
feel right accepting the cash prize when you would
only have earned it because I made a mistake.
No big deal - let's move on.”

The audience objects. They want the money.
“What's that? You wouldfeel okay about grabbing
the loot- even when due to the misfortunes of

spectator holding the coins amagnifying glass. “And

besides, ‘large’ is a relative term.”
“Well, I guess ifyou don't feel guilty about

taking hard earned money from the innocent, I
guess I shouldn't feel guilty about trying to use
those coins as my predictions. What are those
two numbers that you guys are thinking of? 89?
10? Just out of curiosity, what are the last two

digits of the years of those coins? 89 and 10?
Well, 1 guess I'll just take back my 2 cents worth.”

The Work. Start by placing a 1910-penny -

and a 1989-penny in a coin envelope. After 2010,
you can substitute anewer coin. This uses an old

process
which

generates the number
1089. It works as follows. A spectator calls out

three different digits, forming a three-digit number.
‘This number is reversed forming a new three-digit
‘number, andthe smalleris subtracted from the larger.

Th i d thi is added

backto the result. The sum will be 1089. Follow
the example below. Assume the digits 8,5, and 2

are called out forming the number 852.

852 Original 3-digit number
=258 Original number reversed and subtracted

594 Result

+495 Reverse of result which is then added back
1089 Prediction

Once the spectator arrives at the desired four-

digit prediction, ask how many digits arein the sum.
‘They will tell you there are four digits. Youask that

they break that four-digit number into two, side-by-
side, two-digit numbers. Each takes one of the
resulting two-digit numbers. All thatisleftis to remove

your prediction, magnifying glass, and take your
bows.

others?” TI asks one of
to hold outhis hand into which he pours two pennies.

Again the audience protests. “But you said it was
a large sum of money.” The magician hands the
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Thy hen th does not
resultin 1089. Ifthe difference between the first and
last digits is only one, the end result of the math will
be 198. (This is because the results of the initial

EEEMAGIC SQUARES

subtraction will be 99. 99 plus the reverse of 99
[which is also 99] equals 198. There are several
things you could do to correct this. You could ask
how many digits are in the results of the initial
subtraction. Ifthey tell you there are only two,ask
them toadd a zero to the end of that number. (Then,
990 +099 = 1089.)

This started with Doug Canning’
idea ofusingasingle coin dated 1943 icti

fora Simon Aronson effect (“Undue Influence” from
Try The Impossible) in lieu of two cards with
numbers written on their backs. While Iliked that

‘The Trapdoor (1985). [should mention that I recently
discovered that the fact that you cantur 1089 upside

down and it results in another number had been
previously discovered. It was mentioned by Martin
Gardner under The Mysteries ofNine in his 1956
classic, Mathematics Magic and Mystery. By
coincidence, when written in upside down block
numbers, 1956 becomes 9561. (Okay, better an

atall)
Royal Heath's 1933 book, Mathemagic

features an interesting but completely unrelatedidea, I ity to; 1089. Brief]
By using the last two digits on two coins, youcan 1089 by one produces the reverse of multiplying the
predict any two-digit numbers. number by nine (1089 X 1= ~1089 versus 1089 X 9i  echavng hd =9801). Similar] 2

i

I reverse it

thoughtit wouldbemore effcinttobave onlyone by 8 (2178 versus 8712). This same propertyamiveat hich is then
divided between the two spectators. This way, there
isonly asingle calculation going on at any given time.

Ifyou prefer, you can have one of the spectators
do the first calculation and the other do the second.
‘This has the added advantage of making it almost
impossible for them to later reconstruct the math

is

was only
ible for half

the calculation.
Tangents. For an equally amusing platform

effect using the same calculation above, you may wish
to consult my 680! Prediction from issue #13 of

1,23,
4,5by9,8,7,6,and 5 respectively.

while I'm onunrelated numerical diversions,
HE. Dudeney’s Amusements in Mathematics
(1917) has an interesting property of 9801, the
reverse of 1089 (and the product of 1089 X 9).

Apparently, thereare two d-digit numbers that when
into

two, the resulting 2-digit
be added together and squared and theresult will be
the original 4-digit number. The two numbers are
3025 and 9801. (98+01=99. 9X 99=9801.)
Referto puzzle #113, The Torn Number.

STEVE’S EVEN-LESS-TO-DO-WITH-CANNING’S-IDEA
PREDICTION
Steve Beam

Twill assume that you have read the description
ofthe previoustrick. The tricknow before you moves
the coin prediction to a bill and actually uses playing
cards. And, just when you thought there weren't
enough mathematical effects with cards, it features a

formula-free magic square.
‘This starts out like the last effect. The magician

places a coin envelope on the table and announces
that it contains a prediction of things to come. “Jam
So confident that my prediction is ‘on the money’
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that I have also placed a sum of money in the
envelope to be awarded in case I miss the
prediction.” The magician has a card selected and
replaced in the pack.

“Now there is no way I could have predicted
what card you would select. Wouldyou like to
see that done?” They respond in the affirmative.
“Well, so would I. But, as I told you, thereis no

wayto do that. So, instead, I have predicted the
location where your selected card would end up.
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You're going to be amazed if Iwere able to predict
those two numbers, right? And if I weren't
successful, you might not be amazed but you'll be
rich.” The magician reaches for the envelope and
blows itopen. He looks inside and appears stunned.
“Huh?!?" Regaining his composure, “Well, you're

not going to believe this, but I apparently forgot
to put the predictions in there. Darn! Don’t you
Just hate it when that happens? The only thing in
this envelope is the payoff money. Oh well, don't
guess you'd feel right accepting the cash prize
when you would only have earned it because I
made a mistake. No big deal - let's move on.”

biects. They

“What's that? You wouldfeel okay about grabbing
the loot - even when due to the misfortunes of
others?” The magician removes a $1 bill from the
envelope. “I don't mind giving this to you, but I
would at least like a chance to make a prediction
out of it.”

“Well, I guess ifyou don’t feel guilty about
taking hard earned money from the innocent, I
guess I shouldn't feel guilty about trying to use
this bill as my prediction. Let’s see if there is
something here I can use. First of all, there is

nothing in the envelope except a one. That means
there’s a one and azero ... a ten... in the envelope.
1 think that's a clue. Maybe my prediction is a
ten. And it came from that envelope, which I
bought at the dime store. And a dime is ten cents.
Isee a pattern forming here.”

Handing a pad to the volunteer, “Take down
the serial number for me on thisten-page pad that
. I bought ten days ago. Write the number on

the top line as I call it out. Now let me see the
pad” Studying the numbers, “/ think Ican do this.”
Hestarts writing on the pad. Turning it around, the

3 X 3 magic with each square
filled in exceptone. “We needone more digit. We

will use the one from the value of the bill.” He
fills inthe empty square with the one.

“Now, to show you that this is more than just
a coincidence, ifyou add this row you geta ten.
Add this row, another ten. Add the final row, and
yet another ten. Add this column — a ten. And,
this column, it adds to ten. And this column,

another ten. And diagonally this way

way. Infact, there are ten different ways this square
adds to ten. And, in fact, the prediction was in
my 10-year old wallet that was in the back ofthese
pants which I bought 10 days ago at the 10 cent
store. But all of this is meaningless,ifyour card
isn't located at the 10” position. Deal ten cards
to the table. What was the name of your card?
Turn over the last card you deal, the 10* card.”
‘They turn over the selected card. Snapping the bill
and placingtin his pocket, the magician finishes with,
“Irate this prediction a 10.”

The! Work. Thereis afair bit of manure being
this. Iwill providea few

‘manure-free variations afterward. Obviously, for the
handling above you need to control the selection to a.

position 10" from the top. You can use the method
taught in the first trick in this book, the Phony Card
Trick [Altematively, you could use the bluffpass or
the control used in Puzzler in Volume 2.]

Before you start, you need to place arandom
dollar bill inside a coin envelope. The reason any
dollar bill will do is that the serial number is a bluff.

You are calling out previously memorized (or cued)
numbers that will set up your magic square. The
volunteer will write the numbers in a straight line as

you call them out. The numbers involved are
64223570. (They are notlisted in the proper order
as you want to appear to be making up the magic
‘square as you g0.)

‘Take the pad from the volunteer and pretend to
study the numbers. “I think I can do this.” Now
draw the three by three grid and show it to the

audience. Start inserting the numbers into the grid as
shown below. Study them as you insert them. Don’t

overact, but take enough time to act as if you are
‘making itup as you go. Theninth slot heldby the “X”

of the dollar bill.

1% Row: 6,0,4
2¢Row: 2,3,5
34Row: 2,7,X

‘You will notice this is nota perfect magic square.
All the rows and columns add to ten, as does the
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diagonal ight.

However,
the other diagonal only adds to nine. As you run
through the math for everyone, you want a “piling
on” effect. If properly presented, bythe time you
have shown all the rows and columns total to ten, the
audience almost becomes numb. When you show

as youmiscall the numbers in the final diagonal. Rather
than 4,3, and 2, you may call 4, 3, and 3.

As with the patter above, you now focus your
attention to your wallet and pants. This is to render
the magic square as surplus in the minds of the

audience. Then, shift the focus to the deck of cards.
Ask that the volunteer pick up the pack and deal ten

cards tothetable. Ask for the nameofhis card and
he dealt. [twill

be his selection.

‘There are many good altematives to bluffing the
magic square, and another good alternative to

Thereason youbluff themagic square above by using
one that isn’t a perfect square is that you can’t use
positive whole numbers to make a three-by-three
square with the valueten. You can make one using
nine, twelve, fifteen, eighteen, etc. Therefore, if you

‘he cio Ge
could use the same presentation to produce a perfect
three-by-three magic square whose rows, columns,
and diagonals all total eighteen. (The only reason I
used ten for my presentation is the ability to refertoa
dime equaling ten, a ten-cent store, etc.) Your magic

"Row: 9,2, 7

2Row: 4, 6, 8

3“Row: 5,10,3

Since it has a two-digit number in one ofthe
blocks, use aten-dollar bill. Then, as with the one-
dollar bill presentation above, use the ten from the
billto

‘The reason for using a 3-square magic square
is because t uses single digit numbers to complete
the square. In the square above, all the digits are

for the ten which youto
piece them together from the serial number of the
bill. Theten, the only two digit number, comes from
the value of the bill, not the serial number. Read the

following (non-card) effect to see how you can predict
almost any 2-digit number in a logical sequence.

DOUG-LESS
Steve Beam

Thateto say this, but by losing the playing cards
in the previous effect you can create a much stronger
effect. You can produce any two-digit number

least in public.” The magician allows the male
spectator to choose the order ofthe two digits to

form the new number, “because he doesn’t get to
selected by theaudience. Theeffect looks something talk much at home.” Assume that he wants the 5

like this. The magician states thathehas some coins and the8 to form the number 85.
he

ion fora Tt ician asks the lady to pour the coins
Itis said she 16 coins in th | out into her hand that all 16 are present
to determine the compatibility of a couple. The
‘magician asks each member of the couple to call out

a number. Assume the male calls out a 5 and the
female an 8. No matter what digits are called out,
the magician thinks out loud. “Ever notice how
the female of the species always goes for the big
numbers?" If the reverse occurs, “Ever notice how
aggressive the male of the species is? Well, at
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and accounted for. She:er 12. Tothe male
volunteer, “My wife can make money disappear
100. That's why I come prepared.” The magician
pulls out coin roll and a pocketknife. He asks the
maleto call stop as heruns theknife down the side of
theroll. Themagician cuts theroll open and removes
4 coins from the roll at the point selected.

“Now, we have 12 fortune-telling coins plus



SEMI-AUTOMATIC CARD TRICKS, VOLUME 4

another 4 coins you selected. Let's see ifwe can
use them to see ifyou two are indeed compatible.
Please call outthe last two digits ofthe year on
each coin.” The magician writes the numbers in a
square on a pad. “I’m thinking I can do this. I
would hate for you two 0 fave to split and] start
lookingfor ici

this line as if he believes 5the two will ay
haveto separate should this not work. Quickly, but
deliberately he completes the square. Hepauses,
then asks again for the number they picked. Slowly
he calls attention to the fact that each of the columns
totals to that number. Then, each of the rows, and
then the corners. Then, the diagonals. As eachis
added, the magician gets faster until he has pointed
outall the different ways the square totals to the
selected number. “Ladies and gentlemen, I think
they can stay together!”

If you are working for just two or three

description ofhow to construct amagic square would
bein order. You don’thaveto memorize anything
here. However, it may help to explain the mechanics.

In the basic 4 by 4 square, there are twelve
“permanent” numbers in the 16 squares. The
remaining fol seuares are filled with simple foraules

forthat
square.

.
See the first square showing the forums.

To construct a magic square for any number
between 20 and 100, subtract 20 from that number
to arrive at your key. Then, complete the square

substituting the value of your key (“K”) in the
formulas.

Assuming you wished to construct a square
totaling 26, you would subtract 20 from 26 to arrive
at yourkey of 6. The second square shows how the
resulting magic square would look in this example.

In addition to the rows, columns, diagonals, all

quadrants (combinations of individual squares that
form a2 by?2 square), and comers totaling your magic.spectators, you could simply amangethe coins into

Thi thevarious number, yourself that
totals without the delay caused by calling outthe~~BCNO and EIHL also total.
numbers. ian

states that he To usethi: lained inthe
routine ab

ci B lope. “There
i

1

are sixteen old coins to pay out if I miss the
prediction.” A spectator names anumber and the
‘magician pours coins out ofthe envelope. “There is

no prediction. Andit doesn't look like there are
16 coins in here either. Would you count them for
me?” The spectator counts and there are only 12

values in theenvelope. Thus, you would have coins

with the following dates 2001, 1912, 1907, 1911,

1908, 2002, 1905, 1910, 1903, 1904, 1906, and
1909. Now, using the formula in the first square

above, you calculate the values needed to complete
the square oreach desired magic number. When

coins. Tt that they’ 16 thesefour the 12 inthe envel

coins 50 heremoves two coin olls fom his pockets. you can complete the square. For the number 26
is given hi hichroll~~predi

to use. The magician runs aknifealong the selected
coin roll until the spectator calls stop. The magician

cuts the coin oll open at that point and removes four

coins from that specific pointin the roll. “Okay, now

that we have 16 coins, maybe I can use them to
form a prediction for your selected number. I'm
not sure, but I think this is impossible.” The
‘magician asks the spectator to call out the last two
digits on each of the coins. These values are formed

into a 4-by-4 magic square. When the square is

totaled in all the usual ways, it always equals the
number theyfreely selected.

The Work. Before we dive into this, a brief
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above: X, X-1, X+2. X+1 where X is the desired
number less 20. Thus, for 26 you would have coins

with the following dates: 1906. 1905, 1908, and
1907. For the number 85, you would have coins

with the following dates: 1965, 1964, 1967, and
1966.

[Restrictive Side Note. While this would
appear that you need dozens of 4-coin outs
preset, there is a wayto narrow down the number of
4-cofn sets. You could simply narrow the number of
digits allowed to be selected to arrive at the chosen
2-digit number. For example, you could ask fora
number consisting of a large even digit and a small

MAGIC SQUARES

With Formulas Filled In Totals

Kl 1]12]7
11] 8 |K1] 2

5 [10] 3 [K+2

4 [K+] 6|9

odd digit. This would narrow the first digit dovmto a
6oran8. Thesmall the

second digitto 1 or 3. Thus, when the two digits are

paired to form a two-digit number, the number of
outs would be 4 (61, 63, 81, or 83). It would bea
simple matter to preset the four, four-coin sets in

various pockets or in an otherwi

and then add them to the coins as they are poured
from theenvelope.]

If you don’t want to restrict the audience's
choice, you have to determine a wayto store and
access the various 4-coin combinations that result in

the desired “magic” number. This is easier than you
might think once you understand two things. First,
realize that the 4-coin outs all consist of sequential
numbers (X-1,X, X+1,and X+2). Sorting the above

example for 26. the desired digits are 5, 6, 7,and 8.

(Remember that you subtract 20 from the desired
‘magic number to get your key.)

Second, realize that the 4-coin outs are not only

sequential within their own set, but increase by one
‘when the desired magic number increases by one.

Moving the magic number from 26 to 27, increases
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the numbers
iin your 4-coin out by oneto: 6,7,8,

and9. Th

5 fhe firs equaling 26) fora Dine secnnd set

you would have the numbers you need to arrive at

themagicnumber27. So, if you had astack of coins

with datesiin sequential order from 1 to 80,if you
could i take the
4 coinsat that point, you could produce any desired
outcome from 21 to 100.

Tomakethis information useable, one only has

to realize that coins are naturally kept in stacks using

coin wrappers. I prefer the paper wrappers only
because you can write on them. You can adapt any
of the others if you prefer them. We will assume that

‘you have two wrappers with the 50 coin dates set up
as follows:

1 Roll: 01,02,03.04,05,06....47,48,49,50
2 Roll: 41,42,43,44,45,46....87,88,89,90

Note that the first roll will allow youto arriveat
the 4-coin outthat will produce any number from 22

(01. 02, 03, 04) up to 68 (47, 48, 49, 50). The
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second roll will allow yc 4-coin out
that will produce any number from 62 (41, 42, 43,
44) up t0 99 (78, 79, 80, 81). In fact, the coins in
the second roll that are above 1981 can be coins

than81
from a 3-digit number and for this effect weare only
concerned with 2-digit numbers.

If the number selected is between 22 and 60,
simply remove the first oll. Ifthe number is between

61and99, th You
for any number above 21. To prevent a smaller
‘number being selected, I ask the malefor his number
first. Ifitisa one, I don't write it down. Instead, I

ask the lady for her digit. Hers won't be a one
because she is asked to choose a different digit.
Recap what has happened, calling her digit first. “We
have two digits, a six and a one. I am going to
put the two digits togetherto form a single

ith

a pencil d knife
slit) between each five coins so that you can quickly
locate a desired date. If a spectator called out the
number 26 above, your key number would be 6

i i
i

'ouneed
based on the formula are 5, 6, 7, and 8. Using a
timing force, you will run the knifealong the proper
roll and cause the spectator to stop you at the right
pointto force the desired number. Thisis easybecause
of

i

the stack of
coins ji

the
key number of 6 (between the coins dated 1906 and

1907).
Ttis okay ifyou don’thit the exact location with

theknife. You only haveto land somewherein, or on
either side of the desired bank of four coins. They
don’tknow how many coins you'll take from either
balf. Youare simply removing coins from the roll ata
point where they selected. Add the four coins to thenumber, 61.” twelveand finish as above.

TWO SQUARED
Steve Beam

Thisi
We  Obvi digie

‘will shift back to playing cards for perhaps the most
straightforward and uncluttered handling, The
‘magician introduces an envelope claiming itholds both
aprediction anda payoff in the event he misses the
prediction. He produces a pack ofcards and allows
perfectly free choice of two cards. Adding thetwo

values together, the spectators arrive ata total,
Th ician hand:

nine in any order. You can either locate abill with
these numbers, miscall the numbers, or you can take
the easy way and “renumber” the bill to be used.

If you would prefer not to have to miscall or
even remember the digits to fill your magic square,
you will have to gimmick abill. This s the way Ido
it. Start by illegally erasing the serial number from

D!

to check the prediction. The spectator opens the
envelope and finds a bill but no prediction. The
‘magician asks the spectator to read the serial number
offthebill as he writes the digits on apad of paper so
that they form a three-by-three square. Each way
the squareis totaled, it equals the spectators number,

The Work. Obviously you can mix and match
the methods in this chapter to arrive at the effect.
‘This ismy favorite. To begin with, you will force the
number using the 15/15 Force described in the
chapter on moves. Do not overlook this force even
if you are familiar with its inspiration, the 14/15 force.
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the bill. Then, usi,replace
the serial number using the digits 1-9 in any order.
‘You can then constructa 3-by-3 magic square which
mightlook likethis.

8 1 6
3 5 7

4 9 2

Since youknow the predicted number. you don’t
have toworry about calculating the positions of the

numbers. Simply memorize the squareas above and

you are set.

UPDATE
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‘This chapter, along with the Errata section at the end of the volume, contains further thoughts on items
that appeared in the first three vc lumes of this series. While Iam constantly tweaking just about all of my magic
tokeepit fresh, the items h ons, not simply

adj

In my opinion, these ch

worthy of more than just a footnote. |

There are only threeiJoecng inthis (nesasitis notmy intentto chew my food twice. Generally, I prefer
moving lity

from an unlikely topic.
The addition herein adds more wallop animearo humor. It is the perfect finish for a trick I had already

considered finished when I first published it.
Iliked the original Done Deal so much ii Selesitto open Volumie3, ‘The addition of six more cards

to far: lectionofhis hand. Further,it-iti i

just
unli

that th Shandon tieor eve I

hand. Preventive. oteis theresult - and I like itso much that [ have hidden it in the back of this chapter
in
in

the middle of this book.
Newell Unfried sent me hs No-Looking Location just after Volume 2 was published as it utilized a new

item from there. [ won’treveal itn this introduction as you may wish to guess the method before reading it.
Thope you enjoy these updates. I can hardly wait to see the updates for the tricks first published in this

volume. They will no doubt occur to me as soon as the last copy comes offthe printing press.
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MORTALITY - THE SECOND OPINION
Steve Beam

In April of 2001, I performed and lectured at
the Fechter’s Finger Flicking Frolic convention in
Batavia, New York. Oneof the items I included in

the lecture was Mortality from Volume 3. Thada
new gag that I added to the routinesince [originally

ishedit. Aftermy lecture, Charli the
“R ofH&R Books suggesteda new tagline for the
end of theeffect. After thought aboutitamoment,
Irealized that the line could be combined with another

ruse to dramatically increase the impact of the effect.
So that this volume stands complete, I will reprint a
condensed version of the original write-up, along with

my new sightgag and the additional ruse based upon
Charlie's suggested tagline.

The magician tells a spooky story with a
humorous ending. “Is there someone in the
audience today who isn't sensitive about death
and dving? I'd like to borrow you if may.” ltis
critical that the volunteer not be someone who is

sensitive about mortality. Itisdifficult to get the
audience to laugh while they are either cringing or
crying.

Back to the audience, “Did any of vousee the
article that appeared in the Wall Street Journal
a couple of weeks ago? It was a about a man
who was obsessed with his own death. He asked
evervone if they knew how long he had left to
live. He started with his personal trainer, his
lawyer. and his doctor: Finally, one day, he decided

to consult a medium — you know someone who

reads crystal balls and tea leaves. When hearrived
at her home, he was escorted to a small parlor.
She seemed to be able to look right throughhim
«.. and tell him things about himself that nobody
else knew. He felt terribly vulnerable. His life
was an open book. There he sat with her
strumming his face with her fingers. singing his
life with her words. Killing him softly with her
song... killing him softly... " Pause for these lyrics

to ting a bell with the audience. “He considered
punching her - in order to strike a happy medium.”

“She opened an old wooden box and
removed an old, well-worn pack of playing cards.
She handed the deck to him — would you play his

?—and asked him to remove the ace of
spades.” The magician takes back the rest of the
pack, mi

. To ience,

many of you know, the ace of spades is known as
the death card — which is why I didn't want to
touch it.” Since the spectator is holding onto the
cardat this point, the line kills.

“She had him replace the ace face up in the
pack. Please put it back in the pack and push it

flush — I don’t want to touch it. Thanks.” The
‘magician tables the pack. “The medium explained

to the guy that how far down in the pack he placed
the card would tell him how long he had left to
live. Let's see how long you have left.” The
magician deals cards from the tabled pack on his left

0 anew spot on the table on the right. He counts
each card as he places it over to into thenew pile.

Assume the face up ace shows up at the 10"

position. The magician points to itas he calls “ten.”

Then, he removes a pair of tongs from his pocket
and uses them to pick up the ace. He hands the ace
to the volunteer, apparently caring nothing at all for
the health of his helper. This isthe biggestlaugh of
theroutine. Don't walk on it.

Addressing the audience, “The guy asked how
he could be sure that the location of the card
meant anything after all, he had simply placed
the card into the pack. I would have placed it
deeper if I would have known this was how it
wouldresult.” This is where Richard's line comes
into play. He suggested that the guy now wanted a
second opinion, that the card's position was not

enough. To the spectator, “You had a free choice
where to place the ace, correct?” The volunteer
acknowledges that he did. To the audience, “The

medium said that despite his apparent freedom,
the ace ended up at the 10" position. And, ifvou'll
notice, he placed the card between two other cards
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— two fives — and both of them total 10.”
“But at this point the guy said he didn't care,

he wanted another opinion. The medium said that
another opinion didn't matter — as they all point
to the same conclusion.” The magician starts
turning over cards from both piles. No matter what
the values on the cards are, wh:n added, they total
10.

“The guy was devastated. "Okay, |
understand. 1 have 10 to live - but 10 what? Do
1 have 10 weeks, 10 months, or 10 years to live?"
The medium seemed to be stariled by this question.
She lifted her left arm and rolled up her left sleeve.
Then she turned her hand palm down. °10 ... 9...
8...7..6..."" The audience laughs as they realize

that the magician is looking at his watch and counting
off theremaining seconds.

The Work. If you are interested in the
impromptu and other handlings, you should consult

Volume 3. Th ish

this
effect. I prefer this method, as there is no handling
whatsoever. To achieve this, you must set up the
pack. But, because you're going to place the deck
inawooden box anyway, you can use this anywhere
in your performance without worrying about setting
the cards in front of the audience.

Set the top 20 cards of the packin sequential
pairs. Inother words, A, A, 2,2,3,3, etc. The 19%

and 20" cards are both tens. The ace of spades can
be anywhere in the lower half, but I prefer to place it

closeto the center. Put the cards inside any kind of
box that looks like it might fit with the above story.

Follow theroutine until it’s time to put the deck

into play. Hand the pack to the spectator with the
request that he remove the ace ofspades. As long

as he is right-handed, he will spread the cards from
his lefthand into his right. This means that he will
spread the cards from the face until he arrives at the
ace of spades. He will completely miss the stack at
the back of the pack. Ifyou don't feel comfortable
with the volunteer spreading through the pack, do it

for him with the faces toward the audience. The
important thing is to leave him with the ace while you

end up with the pack.
Makea 2-handed fan with the faces toward

the audience. However, you are only going to fan

the front (bottom) half of the pack. This shows 20to
26 indifferent cards in random order. See figure 1,
lovingly

recopis Volume3. Closethefanwith

one hand, Lower the cards so that they are face down

and make another fan, this time spreading the top
half of the pack. This appears to be a regular fan,
and simply theback view of what they saw a moment
ago. Actually, they are now looking at the back of
an entirely different group of cards. See figure2.
Have the ace placed “somewhere in the center” of
the fan. This means that it will go in around the 13*

card because that is the center of the visible fan of
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‘about 26 cards. In this rendition of the trick, you want
itto go in about the 10” position.

Place th

will only havea total of six cards you can remove
from the larger (and therefore thesmaller) pile. You

ilesasin thi
1

pack on dexplainthatthe won't be abl h
plvolunteeris to deal cards oneby one from the existing Now you areat the point in the story where theile i ile

and
the cards during the J

ber. Does
process. Explainthat thelocation of the ace indicates

how long the person in the story will live, When he
anrives atthe face up ace, use the tongs to hand it to

the volunteer, Because of the setup, the cards on
either side of the ace will equal the position of the
ace. These cards are now the top cards of the two

face down

packets.
Dramatically lif th d

and tum them to face the audience. Then, drop them
tothetablein front ofhe packets. This confirms (by
equaling the number) the amount of timethe guy has

left.

But hereis where I took Charlies patter line
and expandedit to give even more effect than my
original. Foryet another effect, both hands retum to

thetop oftheir respective packets. Each hand grabs
the top two cards ofthe nearest packet and turns
them over. Using our example of the ace going in at
the 10" position, you will flip the two cards of each
packet over ontothe two fives showing, “asix anda
four.” As: if frantically showing him how futile this is,
flipover; cards from each h: ing

guy
itmean weeks, months, or years? Suiting theactions
to your words, slowly lift your left arm with the hand
held palm up. Slide your sleeveback exposing your
‘watch, but apparently intending to focus on the palm
up hand. Tum the hand palm down as the medium in
the story does. Then, starting with either the number
hel: thy i i

beneath it, stare
at your watch as you count down the number of
seconds. Countdown just enough for the humor to
sink in.

Background. Using one’s mortality as apatter
theme is common in bizarre magic andin living and
dead tests. [ started developing the above after
hearing about a trick of Gaeton Bloom's called
“Immortal.” The plot in his was that a card selected
in one pack was to be found at the remaining life
expectancy of the spectator in a second pack. The

selection wasn't in the second half so the guy inthe
story tumed out to be immortal.Iliked the plot, but
notall the preparation or the use ofmultiple packs. (would h ished

his effect using asi

seven anda three on the face of each packet. Finish
all fopacket. Sincethi

cards in our example,
turn over four cards from the larger packet as well.
‘This shows anine and an ace.

To hide the setup during this phase of the
routine, keep the packets reasonably square when
‘you tum them over. Also, call the numbers backwards
onceor twice. In other words, the above display
might be, “asixanda four totals ten, and a three
and a seven, and a nine and a one.” No matter
where he places the ace, this phase will work,
However, fhe placesit say at the 14° position, you
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method, Eddie Joseph’s Premonition.)
1 it would by

to actually

strong if death was to be immediate. ‘Then, I wanted
totakeabitof the edgeoff. Thereis ajoke that goes

something like this. A guy walks into the doctor's
office fora physical. Atthe end of the examination,

the doctor says, ‘You've got 10 to live." Shaken,
the guy asks, “10 what? Weeks? Months? Years?"

To this, the doctor replies, “9...8...7...6..." Tjust
combined theopposite of the Bloom effect (mortality
versus immortality) with the joketo arriveat one of

myfavorite easy-to-do card tricks.

UPDATES

PREVENTIVE POKER
Steve Beam

arrived at this after publishing Done Deal, the
first trick in Volume 3. The effect of the original is
that the magician shuffles the pack a few times and
then gives it to shuffle. Th

not only shuffles the pack normally, but also face up
into face down, and then cuts the pack. He then
deals the cards giving the magician the first five face
down cards (after the cut). The spectator deals the
first ten orso face up cards to himself. He puts
together the best hand from those available and they

from all of the face up cards and at the same time
prevent his being able to match or beat your straight
flush, you mustincrease your setup by six cards. That
is, cull

ining

fives and tens to of
the pack, immediately beneath your original setup,
‘There are only six cards to cull as the original 10-
card setup includes a five anda ten.

Without access to the fives or tens, it will be
impossible for the spectator to put together anything
‘higher than four of akind. The fives are needed fora

Iwager. Th

‘The method is based upon Norman Gilbreath’s
Second Principle as well as a well-choreographed

combination of shuffles and cuts.
When I originally described the trick in the

previous volume, I suggested the spectators cards
be limited to about ten. I also said that if the deck
didn't start in new deck order, the performer may
want to allow the spectator to choose his hand from
all the face up cards. This would give him about
twenty-six to choose from. (Note that with the cards
in new deck order there would be a good chance
even with shuffles that he would also have a straight
lush.)

Of course there is a trade-off here. The more
cards he can choose his hand from, the more of a
chance he has to beat you and the better the ultimate
effect. However, the more cards he can choose from,

themorelikely its that he will beat your straight flush,

pretty much destroying the impact you had in mind.
‘The original effect required a 10-card setup of

ace through ten of the same suit on top of the pack.
In order to allow the volunteer a chance to choose

ight

flush. a
high-valued straight flush. For a straight flush in the
middle range, one would need either a five or a ten.
In other words, without access to the fives and tens,
itis impossible to makeastraight, notto mention a
straight flush.

Despite the spectator cut and spectator shuffles,
Done Deal retains all cards in your 16-card setup
face down. Since the spectator can only choose from
the face up cards, he is denied access to the cards
critical for him to constructastraight flush which would
be necessary to beat you.

Leftovers. Ifyou aren’t concerned about ties,

you couldset thé top 13 cards of the deck from the
top in descending order A,K, Q, J, 10,9,8,7,6,5
of a particular suit. Then, cull the remaining
three tens. Nobody will be able to beat your
resulting hand, but should you draw the lowest
possible hand from these (5 through 9) they may be
abletotie.

Tinclude this for completeness. My preference
is to have my hand stomp that of the spectators. It
is more entertaining for at least one of us.
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No-Looking Location

Newell Unfried

Newell recently retired as the CEO of a
pharmaceutical company. Hemoved to L.A. and
‘most days can be found" working "behind the counter
at Hollywood Magic. He studied magic with Eugene

Burger and someof his original effects will soon
appear in The Mystery School Book.

‘This is the combination of one old principle with

one new principle. In effect, the mz.gician turns his
back while a card is selected in a random manner.
He then proceeds to divine the idex.tity of the card.
Keepin mind that the magician’s back is tumed the

count down to that new total (six) in the pile he just
counted. He s to remember the sixth card.

Since your back is turned, you have no idea
howmany cards he cut off, but you would know the
selection immediately if you knew thesuitof the card.

So, youusemy Memory ADE (see chapter on Moves
& Concepts) to nail the suit. Simply ask him to
concentrate on thesuit first. Ask him to spell the suit

out in his mind. You are goingto try to pluck the
letters one by one from his mind. Onceyou know the
suit, you know the full identity. Slowly describe the

tarts until
the time he names the selection.

‘This requires a ive~card setup. Place any four
known cards at positions 10, 19, 28, and 37. The
only requirement is that you knowthe cards and that
they beof different suits. You can use any set of
cards that meets these characteristics.I prefer the
first four cards in the Si Stebbins arrangement: ace
of clubs, four of hearts, seven of spades, and ten of
diamonds (finishing at the 36" position).

Give thedeck a quick falseshuffle and optical
cutontothe table. Ask your volunteer to cutoffany
number of cards. Hes to count the cards he just cut
onto the table, which reverses their order. Now that
he has a number, say 42, he is to add the digit

24

youfinally pr

identity.

Background. The four-card ranging force was
apparently first publishedin 1951 in Tony Koynini's
Any Number which appeared in Tony Koynini’s
Card Miracles. Peter Duffie points out to me that
the author was twenty years old and had only beenin
magic four years at that time. Stewart James

apparently independently inventedit and described it

ina letter to Milt Kort dated March 17,
1944, Reference The Card is Up in The James
File. A strangeuseof this principle can be found in

Volume | under Location. Location, Location. The
Memory ADE was first published in Volume? of this

series.

THE
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follows, [will
i i

hange
that

tations
occurs

wil ician

touching the;
box, therearemany ffecs that arelogical

with this change that wouldn't be logical vit other changes.
isual, some times I will

pl that atnotime duri

my act do I use camera tricks or trick photography. This is a statement of the obvious since itis a live
performance, but then I go further. “Of course. if vou think of it, any time you take a picture of a magic
performance you areusing trick photography.” Digging in deeper and shoveling harder, “You may have
heard of camera tricks but never seen them. Let me show you what camera tricks would look like if I
were using them.” Then Iproceed with the change.

‘This chapter may seem like any other chapter in this bookto you; but it has a special meaning to me.
When was asmall boy just stringinmagic, Iwanted to be like the magicians on television. They would
place their di cutthem in half, and change
them into tigers. On a papeboy's income, al could do's fantasize about owning someof thosemagic boxes.

And, tobehonest, if [could h [wouldn't thesilly magic
boxes.

Butnow I'ma grown man. I can now afford the scantily clad assistants ~even thoughmy wife claims
they are not necessary for card tricks. But Ihave decided that [oo can have amagic box the card box.
Sure, to you this is alowly card case ~but use your imagination. Forget scantily clad, this baby is naked. And
furthermore, it can deceive the naked eye. Just flip the page and I'll show you what I mean.
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RESETS IN AN INSTANT
Andi Gladwin

Andi is an 18-year old computer programmer
who lives in England. He performs close-up magic
on aregular semi-professional basis. He was also

featured onthe recent Lance Burton special, Young
Magicians Showcase.”

At the conclusion of an effect wherethe deck is

divided into red and black cards, the magician places

all of the red cards inside the card box. The black
cards remain in the magicians hands. In an instant
the red cards are seen in the performers hands and
when the card box is opened the twenty-six black
cards are foundinside.

The Work. Place the opened card case on the
table out of the way but within easy reach. With the

deck separated into reds and black with the blacks
on the face, spread the deck face up towards the
audience to show that the cards have been separated

by color. As you square the pack catch a break
above(in front of) the last black card. Youmay wish

glimpse before. The deck is face down in the left
hand in dealing position with a break between the
two halves. Move your left first finger to the right

to injog that card

durin

di dthen jong
edg yourleft the left edgy

push down on the injog as you squarethe cards to of the pack as shown in figure 1. Push up on the left

help you pick up a break.

You are nowgoing to execute a move that will
be familiar to those of you who have used a peek

edge of the pack, causing the cards to flip face down

and a step between the halves to form as shown in

figure 2. Do not make asecret of this step. In fact.
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it is there intentionally to be the break between
the two colors. Pause for amoment for a bit of
time misdirection. This will help muddy the
recollection as to which is the red and which is the
black half.

‘Take the lower (rightmost) half in therighthand
as your lefthand tums palm down and places ts half
face up on the table. When the audience sees the
face card ofthe packet is black, they will assume
that all the cards in the tabled half are black. Do not

‘mention the colors at this point.

Pick upthe card case and tum it so that the half-

‘moon cut out is uppermost and insert the pack face
down inthe case. Close the case and takeit in the
‘paim-up right hand between the thumb on the top
(flap end) and the fingers on the bottom. See figure
3. Rotate the right hand palm down so the closed

caseis in Biddle position with the mouth toward you
and the half-moon side on the bottom.
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Pick up the remaining packet and holdit face up

in the left hand being careful notto flash the faces of

any but the black card on the face. Obtain a left

pinky break under the card on the face. Ifyou use
one of the methods which pushes the top card to the
right, youmust lt the pack back toward you to keep

from flashing the second card from the face. (For
‘my favorite method, consult Harvey Rosenthal’s Pop-

Up Move from Issue #34 of The Trapdoor.)
Bring the card case over the packet and brush

the top of the packet with the case, secretly adding
the card above the break to the bottom of the case
in the process. Properly performed, it will appear
that the card on the face has changed from a black
cardtoared card. At this point, you can perform a

face up ribbon spread on the table. I prefer to use
my right first finger to makea two-hand fan with the

cards in the left hand. Transfer this face-up fan to the:

table.
Transfer the case from the right hand to the left,

taking itin dealing position with the card underneath

and the mouth toward you. Open the case with the
right hand and dump its contents outinto the cupped
righthand. As you do, the right fingers engage the
card on the bottom of the case and draw it out with
the other cards as shown in figure 4. Drop the case
and make a two-hand fan with the black cards and
place this fan on the table beside the red fan. Take
yourbow.

Background. This is a practical and efficient
method for accomplishing the magical exchange of
the redand black halves. Foran example ofamore

elaborate and difficult version of the effect (although

without the box) you may wish to consult Face Up

Face Down Surprise from The Card Magic of
Brother John Hamman.
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THE WIDOW MAKER
Steve Beam

This is an easy-to-do, visual color change that

hasmany uses. I'll provide several sample ricks afer
plaining Theuse ofthe card

rather than hands to encircle the cards would seem
to preclude the use of sleight of hand. Iwill explain

the change with four aces changing into four kings —

as that would be the simplest use of the change.
Prepugtion. fake acloselook at the flap of a

Addition. Oneby one, thumb the aces over into the

righthand without reversing their order. Youhavea
th thace. You can pushi with

the rest of the cards above the break as one card
overto theright whereit (they) are taken beneath the

firstthree aces. Alternatively, you can add the cards

above the break to the first three aces by inserting
theright forefinger into the break beneath the cards

Bi the flap.

The middle fold is at
bres

same level as the lip of the
card case proper. Fold the flap open on this crease

creasein it. This will

the flap to bend easily at this crease. Now, tear off
the small flaps on either side of the entrance to the
case.

The Work. Start with four kings on the top of
the face down pack. Hold the deck in theleft hand
in dealing position with a break under the four kings.
‘You are going to use the Braue Reversal to reverse
thekings so they end up face down at the bottom of
the face up pack. Transfer the deck into the Biddle
position in therighthand, taking a break with theright
thumb.

Riffle offabout half the pack from the bottom
into the palm-up left hand. Flip these cards face up
onto the top of the cards in the right hand, adding
them to the cards above the break. Now allow the
cards beneath the break to fall into the palm-up left

hand. Rotate these cards face up and place them on

top ofthe right hand's cards. The kings are now
reversed under the face up pack.

Spread through the face up pack and upjog the
aces (orany other four of akind). Stripthe aces out,

flip them face down and place them on the bottom of
the pack. Flip the pack face down and holditin the
left hand in dealing position. If you will apply
downward pressure on the outer left index comer,
you will open the natural break beneath the top eight
face up cards. This will allow you to pickup a break

beneath these eight cards.
You will now execute the Zarrow Block

4230

group as oneto the back of the first
three aces.

Onceyouhavetheeight cards in yourright hand.
i

the fouraces, flip all eight cards face

down onto the top of the pack. You have just
switched the four aces for the four kings, which are

now the top four cards of the pack. Do not break
the rhythm of the count and it will appear that you
simply counted the aces and flipped them face down.

You arenow apparently going to thumb the four

“aces” over into the right hand. However, on the
third card, you will push two cards to the right and
take them underneath the first two. The fifthcardis
taken atthe count of four. As long as you keep the

rhythm constant and the edges (rather than the backs)

of the cards toward the audiences line of site, they

THE BOX MAGICIAN

will not have any reason to suspect you aretaking
any more than four cards.

Table the pack to your left and take joint
custody of the packet with both hands. Push the top

two cards over to the right enough so that you can

getaleftlittle finger break beneath them and then
square the packet again. Now cut the packet at the

break and pick up anew break above the two cards
you just cut to the face. The status now is that you
have a packet of kings with one ace. Theaceis the
middle card of the packet and yo: are holding a break

beneath it. Take possession of the break with the

right thumb as:
i ight hand

in Biddleposition.
Lift up the card case with your lefthand. Hold

itin dealing position with the half-moon cutout onthe.

‘bottom and the mouth of the case toward you. Insert

the front end of the packet into the mouth of the case
as shown in figure 1. Push the packet all the way
into the case until the cards butt against the bottom of
the case. As soon as this occurs, release the cards
beneath the break and immediately slide the cards
above the break back out so that they are protruding
from the case for 2/3rds of their length. See figure
2. Note that the left fourth finger helps to keep the
cards beneath the break squarely in the box. It

accomplishes this by lying diagonally across the lower

right comer of the mouth of thecard box facing you.

This action should appear that you simply inserted
them in too far and adjusted bysliding them back
out.

By clamping against the right long edges with
your left little finger, you will freeze the cards and the
box so yourright hand is free to move around.

You are going to transfer the package in your
left hand over to your right hand inaspecific manner.

First, push the flap against the back of the box using

theright thumb. Due to the fold youreinforced earlier,

the flap should fold at the middle crease. See figure
3.

Move your left second and third fingers out of
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the wayso that you can position your right second
finger under the case directly on top of the half-moon

cutout. Pinch the case between the right thumb and
second finger and take possession of everything in
your right hand. Rotate the case mouth down as
shown. The right second finger serves to hide the
extra two cards which are in front of the visible cards
and itholds them in place.

Place the exposed short edgeof the cards on
the left fingertips as shown in figured. You are now
ready forthe change. Youare going toslidethe mouth
of the box down the cards until it touches the left

fingertips while at the same time releasing pressure
with your right thumb. Your thumb remains on the
back of the box but applies much less pressure to the
box. You will immediately lift the box back upto the
same position was in at the start of the move, with
the cards exposed for about 2/3rds of their length.

Pause for justamoment for the change to sink
in. Then, lift the box off allowing the cards to fall into
the left handas shown in figure 5. Toss the box
onto thetable. The heatis on the box rather than the
cards. Immediately execute the Ascanio Spread
showing that the aces have indeed changed tokings.

An easy and natural variation of this is as
follows. Hold the packet of five cards with the acein
themiddle, face pin theright hand in Biddle position.

Dragthe bottom card outto the left with the base of
the left fingers. Continue “spreading” the cards onto

the left fingers by pulling the next card (second king
from the back) out to the left as shown in figure 6.
With these two cards fanned to the left, the left thumb

comes to rest on thetop card. It freezes as the right
hand pulls ts cards to theright. Sincethe left thumb
maintains agrip on the kingon the face, the right hand

pulls only two cards as one to the right. See figure
7. It finishes by placing this double card on top of the

others, completing the spread.

Leftovers. 1would only do this change once
per performance. Having said that, I have spiced up
several previously non-visual effects by adding this

THE BOX MAGICIAN

second and it behooves you to tossthe case to theRa sethereis nothing left behind.

Rt

tothem. Afterreading the related Box Top Change
that follows, you'll read a few what it
can do foraroutine.

Thereisani is

change.
‘The heat is on the box. They know it was empty
prior to the change, Since the cards changed while
in the case, the feeling for those that don’t succumb
tothe" magic” explanation s that something must have

been left behind. The heat on the case is only fora

Herb Zarow’s Block Addition
has been published in numerous places, The frst place
it was properly credited was in Meir Yedid’s 1983
booklet, Card Marx. You can also find it as the
Zarrow Block Addition in Volume3 of The Vernon
Chronicles by Steven Minch.

The author during his performanceat Fechter's Finger Flicking Frolic (2001)
after inviting Herb Zarrow (inventor of the Zarrow Shuflle) up for a picture.
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BOX TOP CHANGE
Steve Beam

Think of this as The Widow Maker plus gravity.

As with its predecessor, it can be done with one hand
or two. I prefer the two handed version. To save

valuable space that I could waste in a number ofmore
creative ways, Iwill assume you have read the original
and understand ts workings.

Proceed with The Widow Maker up to the point

shown in figure 2 of that description. Your left hand
holds the case with the mouth toward the wrist. The
cards are set for the change since you have unloaded
the cards beneath the break and pulled the cards
above the break back out to a point where 2/3rds of
the face card is visible. Here is where the handling
changes.

Insert your right thumb between the left third
and fourth fingers and over to the half moon cutout
on the lower side of the case as shown in figure 1.

Fold the flap of the card case back on itself and hold
it

i

first two fingers of
i

shown in figure 2. Pinch the cards through the case
with pressure from the thumb against the first two
fingers.

Rotate the case mouth up and extend your arm

slightly to theright so that the faces of the upjogged

cards are visible as shown in figure 3. Forthe
change,
the visible cards to fall into the card box. Without
rushing, swing your right hand down into a palm-up

position and dump the contents out onto the table or
into your left hand as shown in figure 4. Toss the
case onto the tableas you perform whatever clean

THE BOXMAGICIAN

235

up is appropriate for the particular routine you are
using. See The Widow Maker and the routines that
follow for the routine-specific clean ups.

Leftovers. This “hands-off” change has a
visually stunning effect. It reminds me of the

instantaneous change one gets from the old coin slide,
The device is closed and immediately opened, and
the visible penny has changed to a nickel. In this
effect, the moment the cards fall into the box, they
are immediately dumped back out. This has become
one of my favorite color changes,
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RED & BLACK WIDOW
Steve Beam

This routine uses The Widow Maker to
accomplish the sameeffect as. Andi Gladwin’s Resets

In An Instant. 1 think the change adds an air of
cleanliness since the cards that change visually are

the ones in the box rather than the ones outside the

box. Tuse a different get-ready than Andi, but they

are interchangeable between routines.TheWork. Separate the cards into reds and

blacks and remove the black kings. Place one king

on the face of the black cards and place thered cards

on the face of the black packet. Place the final black
king face down on the bottom of the faceup pack,

Packto back with the other black cards.
to perform, place

the card box on

thetablein front of youandslightlytotheleft. Spread
the firsthal of it rds

the color separation as shown in figure 1. Rotate

your right hand palm down and at the same time

‘execute apull down with your left fourth finger. This

opens a break between the face down king and the

black cards aboveit. Insert
thered cards in

that break as shown in figure 2 and square the deck.

Spread through the face up black cards now.
‘When you come to the break between the black cards

Scans sili 4

the black cards. Place them on top of thered cards,

injogged for about an inch as shown in figure3.
You are now going to do two things at once.

Reach for the card case with right hand as your left

down and
k

onthetableas shown in figure 4. Notethat theright
hand covers the left hand's actions for much of the
andience. The emphasis should be onthe larger action
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of the right reaching for the case. The audience should

follow you as you shift your focus from the cards to
the case.

After showing the case, replace it on the table
ily. Pickup halfof d

pack. The black king on the face will appear to be
the same black king they saw earlier and they will

assume thatall the cards are black. Tum the packet
face down itin Bi ition in

your right
hand. Pull two cards from the top into your left hand
and add them to the bottom of the packet while

keeping abreak above them.
Pick up the card case with your left hand in

position for either The Widow Maker or the Box

Top Change. Insert the front edge ofthe packet
into the box and push everything forward against the
bottom of the box. Once the front short edges are in

contact with the bottom of the case. release the two
cards beneath the break and pull the rest of the packet

‘back out for two-thirds ofits length. Youre now in

positionto follow through with either of the previously

described color changes. Just before the change.
“Watch, you can see them switch places.”

At the conclusion of the change, dump the
contents of the box out onto your palm-up left hand.

I prefer to continue holding the box in the right hand
while using the rightfirst finger to immediately help
form atwo-hand fan in the left hand making sure the
card second from the face isn't seen. Drop the box
on the table and pick up the face down half. Either
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‘makea face up one-hand fan or ribbon spread it face

up on the table. This completes the effect with the
‘halves changing places.

Ready. To setup fortheswitch
of thehalves, you may prefer the following handling.

Start with the black cards on top of (behind) the red
cards. The top and bottom black cards are both
Kings.

Turn the deck face up and hold it in dealing
‘position in your lef hand. Spread the deck from your
left hand to your right showing the red cards. When

you cometo separation between the colors, flip the
‘black cards face down with your left hand. Show
the red cards as you explain that there are 26 of them.

Secretly obtain a left little finger break beneath the

top face down card, on of the black kings.
Flip the red cards face down onto the top of

the black half, secretly adding the king at the top to
the face of the red half. Immediately lift the face down

red halfwith the right hand in Biddle position and flip

the cand

Spread through the black cards to show there
are 26 of them. Square the black cards leaving them
injogged forabout an inch. You arenow in the same

ition sh
in figure 3 andyouare} for the

switch.

Lefovers. In thelast seconds of this effect, you

assault the senses of the audience. From an effect
standpoint, itis not justasingle card that changes but

an entirehalf. Then, by holding the case inmy hand
while I immediately fan the red cards that came from
the case, I don’t lose time from the change of the
card on the face till they see that all the cards have

changed. Italso retains some of the heat on thecase
for another second or two as previously discussed in

the description of the change. Then, when tossitto
the table whereit is obviously empty, theeffect sinks

in and] finish by showing the other half apparently
changed at the same time.

Background. This is my handling of Andi

Gladwin's Resets in an Instant in this volume. 1

wanted the change to be visual and the addition of

The Widow Maker seemed like a natural. For a
visual separation of the red and black cards. which

would make a good predecessor to this, consult my
Shakedown from issue #9 of The Trapdoor.
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BOXING TRIUMPH
Steve Beam

Tr cian pi he

empt

da

displays the interior.“ kotow you have all seen
card tricks before. A lot of people still think that
the cards are magic or trick cards. But that's where

they make their first mistake. It is not the cards
that are magic - it’s the card box. Here, let me
show you. The card box is the only object I've
everseen that is actually deeper on the inside than
itis on the outside.” At this, the magician inserts a
pencil in far deeper into the box than the depth of the
box wouldappearto allow.

“But that's not all. There is so much room in
there that the cards can actually turn over ~ and
it works with more than just a few cards. Here,
I'll show you.” The magician picks up the pack and
discards about halfofit. He splits the remaining cards

i

facedown.
Heriffle shuffles these two packets together. He
inserts this mixed-up packet halfway iiinto the card
box. Inless than a second, the i ibly

sees
the cards tum over. They areremoved fiom the case
and spread to show that all cards are now facing the
sameway. “That's a new angle on geometrythat
defies the laws of physics.”

Depth Illusion. The first effect is the depth

Hereit serves to setup the feature effect. Pickupa
card box and hold it in the left hand with the mouth
toward you. Insert a pencil or wandinto the box
‘makingit obvious that it goes straight in and not on
the diagonal. Tap the pencil against the bottom of
the card case as your right thumb serves as a gauge
to show how much of the pencil fits into the box.
See figure 1. Now, the larger action of removing
the pencil from the case covers the smaller action of
pulling your thumb back about halfan inch. Matching

as closely as possible its path on the inside of the
box, place the pen on the outside of the box to show
that the marked place actually has it deeper on the
inside than the outside. See figure 2. You can repeat

this if desired.

Thisis asmallllusion that wouldn't stand on ts
own. What makes it work so well heres thatit sets

d
larger effect of the pack

tuming around inside the case. Once that occurs,
any thoughts by the audience of attempting to

duplicate thesmaller effect vanish. The larger effect

completely eclipses the lead-in to that effect.

THE BOXMAGICIAN

The Work. If youwish, you can start the effect
with a reversed card face upat the bottom of the
face down deck. I prefer to use a borrowed pack
that has just been handled by the audience. To facilitate
amove later, I place a downward lengthwise bow in
the cards. [do this casually as I delivermy opening
remarks and it flies without suspicion, To reverse the

card on the fly, [ use an ancient, unnamed reverse
from Magicians’ Tricks - How They Are Done
(1910). Hold the pack face up in the left handin
dealing position. Placeyourlef thumb onthe top of

the face card and pullit back about three-fourths of
aninch. Youmusttiltthe top of the pack back slightly
(necktie t)so that this action will not be visible. Bring
yourrighthand over tothe front of the pack and place
the thumb on the top and fingers underneath the outer
end. Pull the pack straight out toward the audience.
Whenit is just about to clear the front edge of the
card being held back, rotate the pack over face down
overonto thesingle face up card. This is performed
without looking at the cards and should take just a

second.
Now that you haveacard face upat the bottom

ofthe face down pack, cut offthe top half and discard
it. Rather than presenting this action as a negative
and saying thatit won't work witha full pack, you
tell them in a positive manner that it will work with
‘more than just a few cards. This turns what would
appear to be a limitation due to the method into
something that is asales pitch- they will see it with

more than just a few cards.

‘Theremaining cards are held in the left hand in

dealing position. You are now going to perform
Tenkai's Optical Turn to set for the face-up/face-
down shuffle. Use yourright thumb toriffle off about

half the pack at the rear edge. Lift up the top half
between theright thumb and third finger as shown in

figure3. Both hands will move in unison. Your left
hand turns palm down and places its packet on the
table parallel with the near table edge. Your right
hand tumsits packet face up by curling the right third
finger into the palm. See figure 4. The right hand
parallels the left hand’s movement to the table. It

appears that you have simply split the packet in two
halves and then turned one face up beside the face
down packet. Riffleshuffle the two packets together,

holding back two cards from the right half and the
face down card on the left half. Finish by releasing
the face down card followed by the two face up cards.
‘The face down card ends up as the third card from
the face. Slowly square the pack, making it perfectly
clear that you have just shuffled face down cards into
the face up cards.

Place your left hand palm down on the packet
as shown in figure 5. Slide the pack off the table
and rotate the hand palm up so the pack is now in
dealing position. As your right hand reaches for the

packet totakeit in Biddle position, you'll find that
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the downward bow you placed in the packet at the
beginning makes aleft pinky pull-down of the bottom

two cards fairly automatic. The righthand takes the
pack and assumes control of the break.

To finish the effect, insert the packet into the
case while setting up for The Widow Maker. Perform

immediately dump the cards out andshow that what
they witnessed was all of the face-out cards turing

Leftovers. This is more than simply window
dressing forthe Triumph effect. It changes the effect

from one of a*“magical righting to cards performing

impossible acrobatics not possible in a confined
space. prefer The Widow Maker over the Box-

Top Change here. In the former, the box is held
vertically during thechange. As aresult thereis very

lite friction against the side of the box. Thebowing
ofthe cards could prove problematic in the latter
change because the cases held ata 45 degree angle
as the cards are dumped into the left hand.

Backeround. The reverse describedto tum the
card over before starting the effect was published
within the text of another trick in Henry Hatton and

Adrian Plate’s 1910 classic, Magicians’ Tricks —

How They Are Done. The unnamed, uncredited
reverse can be found on page 70.

The Tenkai Optical Turn canbe foundin Lesson

#11 (Volume #1) of the Tarbell Coursein Magic.
Tewas originally used with a cut rather than ashuffe,

them tum
from back out to face out in a split second. You

‘but was inevitat toa
(if nothundreds) of routines.

MovEs

AND

CONCEPTS

J
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THE 15/15 FORCE
Steve Beam

Icall this the 15/15 force as it is based on the
14/15 force. Itonly i

15. The
easiest way to arrive at the required setup is with a
faro shuffle. Since it occurs prior to the trick,
proficiency is not required. If you prefer, you can
‘manually set this up.

If using a faro, rearrange the half the pack so
that it runs Ace-2-3...king, and then ace to king
again. Thesui LA i

26 cards so that they are in reverse order. That is,
King-queen-jack-10....aceand then repeat it with the
final 13 cards. Now in-faro the half with theking on
top into the half with the ace on top. Finish by
transferring the top card of the pack (the ace) to the
bottom. The deck will bein the following order from

thetop:

K2Q3J4,1059687,78695.104J3Q2KAA,
K2,Q3J4,105968,7.7869.5,104J3,Q2 KAA

Hold thedeck in dealing position. To illustrate
what the spectator is to do, thumb two cards over
into the right hand and drop them to the table. Take
another two and drop them to the table. Continue
doing this with pairs of cards as you explain that they

will do thesame thing until they have the two cards
they want. Drop the deck on top of the tabled pile
and hand a spectator the deck. He will deal cards in

pairs as you have. Each pair totals 15 with the
exception of the aces.

When they have stopped <n a pair. ask them to
add the values of the two cards. If they havea court
card, the jacks count as eleven, the queen twelve,
and the king thirteen. “If vour new total isn't at
least three or four, add another card from the top
of the deck.” Since the only time their total won't
be fifteenis if they stop on the two aces, ifthey take
another card they will be adding a king to the pair of

Ifyou prefer, you can pencil dot
the backs of the aces and only ask the question ifyou
see a pencil dot on at least one of the cards. (I
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‘wouldn't count on gettinga clear view of both backs
i i

;, youonly
need to glimpse one.)

Note that you could track the location of the
aces by counting since the 13" and 26® pairs are the
aces. However, I don’t count during tricks unless
I'm doing it out loud.

Perhaps the best solution to prevent the
spectator hoosi isto"gimmick"

the deck bysimply removing the four aces from the.

pack. Without the aces, there are no pairs that can
be dealt from the pack as described that don't total
15.

Variation. An altemative to dealing pairs is to
ask the spectator to deal cards into a face down pile
on thetable and to stop when he wants. You either
count the cards he deals or as I prefer, secretly
alternate tapping your first and second fingers on your

leg outof sight. Ihe stops youafteryou have tapped
‘with your first finger, he has an oddnumber of cards.
Yourtwo force cards are ontop of both piles. Explain
that he stopped between two cards, Have him take
both, add them together, and arrive at 15.

Ifhestops dealing after you have tapped with

‘your second finger, he has dealt an even number of
cards. You can offer him his choice of the top two
cards of eitherpile. When he adds the two cards of
his choice hewill arriveat 15. Not only did he geta
choice of where to stop, but oncestopped he gets a
choice of which stopped-at pair to take. Actually,
‘you could offer him achoice of the top twoor bottom
two cards of either pile. While think this is pushing
itabit,I could envision an effect where this might be
useful.

Leftovers. Without transferring the top card to
the bottom after the faro, you will find that the pairs
will force the number 14. Changing how many cards

‘you in-faro beneath, you will find that you can force
different numbers. You will have different pairs to
avoidduring the deal, but they will be obvious when
you try this with the deck in hand.



SEMI-AUTOMATIC CARD TRICKS, VOLUME 4

THE UNPUBLISHED MOVE
Steve Draun

Stevehails from Chicago but his sleight of hand

is well known throughout the U.S. You can find
examples ofhis excellent card and coin work in
several videos on the Internet as well as in his book,
Secrets Draun From The Underground. His

‘magic can hurt you.
‘When Dave Solomon contributed Just Friends

to this book, it used a false cut from his long-term
friend Steve. Davesaid he didn’t remember whereit

had been printed. When I contacted Steve, it took
awhile to jog his memory. It tums out that he has

been doing the move for 25 years but has never
published it. He generously contributed it to the
current volume, addinga great moveto your arsenal

and rendering Dave's routine “doable.”
he Work. Hold the deck in Hindu shuffle

position as shown in figure 1. The last three fingers

of the left hand are at the right side of the deck. As the right hand pulls the pack from the left hand, the
three fingers of the left hand bend down at the first
joints to contact the top of the pack. The friction of
the second, third, and fourth fingertips of thelleft hand
hold back the top card as the rest of the deck is pulled
free of the left hand. See the exposed view in figure
2.

The single card remaining is representing half
the pack. You will complete the “cut” by slapping
the right hand's cards on top of the single card. Ifthe
angles permit, you can allow the single card to fall

into the palm up left hand as your right hand slaps its

cards on top of thesingle card.
The proper angle for this to be viewed is dead

on with the backs of the cards. While this isnota
slip cut, it will remind you of one. As Steve points
out, itis really a "single cut, double undercut.” With

the proper angles, themove is indetectable.

MOVES & CONCEPTS

SIESTA FORCE
Elias Ugart

Oftentimes an effect requires a force that doesn’t

change the setup ofthe pack and yet still gives an
apparent freedom ofchoice. This moveis so casual
that it catches the audience relaxed (thus thetitle). It
is similarin feelto Bill Simon's Prophecy Move which
is taught in the first two volumes ofthis series.

Start with the force card on top of the pack.
Hold the deck in your left hand in dealing position
and start spreading cards into yous palm-up right hand.
Receive the cards on the first three fingers of your
righthand rather than the palm. Your left fourth finger

rests along the near short edge to keep the cards
from sliding backward. Yourright thumb tip, not the

pad, rests on the back of the top card. See
figure 1.

Approach the person to be forced and ask that
hepointtoacard. While they will

than point even with these specific directions, they
are asked only to point to a card. Try to time itso
that they point to a card somewhere near the middle.

Split the pack immediately below the card they point
to and rotate your right hand palm down. Bring the
right hand over to the left as ifyou were going to take

the card where they cut face up and outjogged onto

the left hand packet. See figure2.
‘Youwill find that as you rotate your ight hand

palm down, your right thumb helps to separate the
force card from the rest of the packet by pushing the

cardto the left as it rotates. It does this under cover
of therest of the cards that theright hand is holding in

spread condition.
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If you honestly performed the action you are
emulating, you would take the card from the face of
the face-upright packet. Instead, use your left second

finger to pull the card off the back (bottom) of the.

face-up right handpacket. Your left thumb helps by
pushing all the other cards to the right as your hands
separate. See figure 2 again.

Immediately, but without appearing to rush, tum
your right hand palm up again and replace the right-
hand packet on top of the deck. The force card is

upjogged faceupin the middle of the face down pack.

Muitiple Cards. You can force several cards
using the same action. Timethe spectators’ actions
50 that they stop you progressively deeper in the
pack. Three cards is an ideal maximum number of
cards for this although you could do it more times.

Leftovers. Elias uses this as a trick with a
selected card. I have altered the mechanics and
dovetailed in the Prophecy Move in order to
streamline it a bit. Control the selection to the top of

the pack. Spread through the pack asking various
‘members of the audience to call stop four times. Force

the selection onthe fourth time.

with four face-up cards outjogged. Now, as youstrip
the outjogged cards from the deck with your right
hand, use your left first finger to pull the selected card
flush with the pack. Table the pack face up slightly

to thesside. Count the three cards face down as four
cards. Snapthe packet and show that you only have
three cards. Tum them face up one by one to show

the right hand palm up again and placing the right
hand’s packet beneath the left hand’s packet. You
will finish with four faceup cards outjogged as before,

and again the selection will be the lowermost of the
four. While the handling of the fourth card is not

consistent with the first three, itis visually consistent.
Tt will blow

rij

iewers.
As aside note, [ met Elias when I lectured in

Barcelona. Several Spanish men explained that the
siesta was when the more virile Spanish men went
home tomake love to their wives. During the lecture
1 contrasted this with, “American magicians spend
their lunch hour practicing card tricks.” After
the impact of this set in, I explained that this was,

that anished. Spread
the pack faceup on the table showingasingle reversed

card. Itis the selection.

[believe itis stronger if you force the selection
before the last card. To allow you to do this while
still ending with the selection as the lowest outjogged
card. youwill combine Elias’smovewith Bill Simon's
Prophecy Move. Perform the Siesta Force on the
third card. When the audience stops youfor a fourth

time, execute the Prophecy Move.

That is, split the pack above the card where
they stop you. Rotate your right hand palm down
and use your right thumb to clip the top card of the
left hand's half back to back with the top card of the
righthand’s half. See figure 3. Finish by rotating
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wives are still satis rom

the night
before.”

Nap Force. This is my variant handling (or
English translation) of the Siesta Force. This is not

as flexibleas its inspiration, but is useful when you
desire to force the bottom card of the pack.

Start with the force card on the bottom. Hold
the pack in the left hand in dealing position. Spread
into your palm-upright hand and ask for the spectator

topointtoacard. Split the pack immediately above
the card he points to, causing his card tobe the top
card of the lower half.

Rotate your left hand palm down so that its cards

rest above and slightly forward of those in the right

hand. See figured. Place your right thumb on the

MOVES & CONCEPTS

face of the original bottom card, your force card, Pull
the restof the cards out from under the force card as

‘yourleft hand moves forward as shown in figures.
Finish by rotating your left hand palm up and

placing those cards on top of thosein the right hand.
The force card is face up and outjogged in a face
down pack.

. This is a combination of the
Brother John Hamman's Flustration Move, Bill
Simon’s Prophecy Move, and Elias’s Siesta Force.

To the drawing-room conjurer the most important weapon of
deceit is his cunningly arranged conversation.

C. Lang Neil, The Modern Conjurer and Drawing-Room Entertainer (1903)
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R&B SHUFFLE
Steve Beam

MOVES & CONCEPTS

This shuffle thofmy work with

the Underhand Shuffle. The name isderived from

the fact that I designed this as a shuffle for a deck
divided into red/black order. It will work for other
similar bank stacks but I will describe it with the red/
black handling.

‘This uses a combination ofjog shuffles to do
what has previously been accomplished with the
G.W Hunter false shuffles. Thatis, itretains the 26
red cards on top of the 26 black cards. Iwill describe
itinits most basic version and then add an even more
deceptive variation.

Start with the red cards on top of the pack.
‘You must know where the separation between the
colors occurs. While you can use a marked or
crimped card, I prefer the following impromptu
version. Quickly spread the cards between your
‘hands either to check for the jokers or “to ensure all
the cards are here.” Identify theseparation and insert

your left little finger between the halves. Close the
spread and immediately take the black cards from
abovewith the right hand as shown in figure 1. Rotate

both halves on to their right long edges as shown in

figure 2. Thisis the starting position for an overhand

shuffle.

Run the first card from your right hand to your
left, outjogging it. Shuffle off the rest of the black
cards. Pick up all the cards below the outjogged
card, all the red cards and assume the position shown
in figure2 again. Outjog the first card and shuffle off.
Continue for as long as you wish. Square the cards

and they are stil divided into halves by color.

Variation. Incorporating even more Erdnase,
undercut the bottom half at the color separation, injog

the first card and shuffle off. Pick up abreak at the
injog as you lift the entire deck in the right hand.
Shuffle small packets to the left hand and then throw

to the break. Injog the next cardand shuffle off.

Repeat. That is, pick up a break at the injog as

youlift theentire deck in the right hand. Shuffle small

packets to the left hand and then throw to the break.

Injog the nextcardand shuffle off. Repeat as desired

before squaring the pack. The cards are still divided
in halves by color.

Leftovers. This is a very casual shuffle that

keeps the two halves separate. Fora more utilitarian

shuffle with its own red/black retention, consult my
Underhand Shuffle.

QUICKIE REFERENCE SECTION

This section is here to give you a very brief
rundown of items thoroughly taught in previous
volumes in this series that are refered ton this volume

as well. These are brief encapsulations of the
descriptions, designed to provide you enough
information to be able to perform the item that
requires it. To thoroughly und rstand the move or
concept, I would recommend revisiting its original
source.

Memory ADE (Volume 3) — This is a

progressive anagram which allows you to divine the
suit of thought of playing card. You will “receive”
the suit one letter at atime. The first time you are
given a“No™ answer, you will knowthe suit.

When the spectator has a card, ask him to
concentrate on the uit, tospell it outin hismind. He

Memory ADE

istotry to send you the letters that make upthe suit.
The anagram is constructed as shown in the

accompanying chart.
‘The presentation might flow like this. “/see an

‘A. The lack of response causes the magician to
continue. “/seea ‘D.”" Again, assuminga spade,
the spectator will agree. “/see an “E." Since the
spectator went along with eachofthe letters, the
selected suit is a spade. Had the spectator said no
after the ‘4,’ he would have selected a club. A

negative response after the D or the E would have
meant a heart or diamond respectively.

Note that with the anagram above, you only
have to remember the last three letters of the suit
“spADE."

Prophecy Move (Volume 1)- During the course
ofthis move, the pack is secretly cut, Thisis done
‘while apparently tuning an outjogged card over and

replacing itn the middle of the pack.TheWork. Start with the deck in theleft anda
joker outjogged in the pack. Assume that you have
a red ace on top and bottom of the pack. Spread
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through the pack from left to right. Split the spread
abovetheouogged card. Tum yourright hand palm

appearance of having a plan in the placement of the
packets.

downs thatyou cantake donthe
backside of the right hands packet. See figure.

Rotateyourrighthhand palm up again, with your
right thumb carrying along the joker. See figure 2.

‘Theaction of tuming the hand overis done overtly to
show the face of the joker. Pause for just asecond
for everyone to see the face. Then, place the left
hand's half on top of the right, sandwiching the
outjogged joker between the two halves.

The original handling of the move is in Bill
Simon's Effective Card Magic although this is not
what is described here.

lerhanded Shuffle(Volumes 2 & 3)- Hold
the pack in the left hand in position for an overhand
shuffle. Undercut the bottom fifth of the pack and
throw it on top of the pack, outjogged for about a
quarter of aninch. Your left forefinger ests on the
face of the outjogged packet for case in separating
the pack at that point later.

Repeat the above actions by undercutting
another fifth of the pack with your righthand. Throw
this fifth on top of the pack in such a way that it
disguises the outjogged condition of the fifth which
preceded this one. You can achieve this by tossing it
on top of the pack outjogged for halfthe amount of
the first fifth. This haphazard placement of the
packets addstothe illusion ofa well

Repeat the same undercuttingand throwing
action with the next two fifths of the pack. For the
final fifth, undercut the cards beneath the original
outjogged packet and toss this packet on top of the
pack. Yourleft forefinger has marked the outjog for

you so there should not be any delay in locating it.
Thedeck is in its original order.

Finer Points. Rhythm is the most important part
of this shuffle. This undercutting process should
emulate the up and down rhythm of the standard
overhand shuffle. It gives the illusion that you are
dropping small packets from a large packet held in
the right hand while you aren fact cutting packets
from the bottom of the pack to the top. Without a
smooth and consistent cadence, you will give the
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Why It Works. Mentally numberthesli f
the pack one through five from the topto the bottom.
The first undercut places number five on top of
number one. Next, four goes on five, three goes on
four, and two goes on three. When you undercut
beneath the outjog, you are sending the original packet

number one back to the top.
Double Undercut Alternative. This is one of

the most effective uses of this shuffle. You can useit
10 transfer the top card ofthe packto the bottom
while retaining the order of the rest of the pack. This

accomplishes one of the most common goals of a
double undercut while appearing much more natural.

Hold the pack in your left hand in position for
an overhand shuffle. Use your left thumbto push the

top card slightly over the far side of the pack,
outjogging itonto your left forefinger. Proceed with

the regular Underhanded Shuffle cutting 4 to 5 slices
from the bottom and tossing them haphazardly onto
the top. The final slice includes all the cards

immediately below the outjogged (original top) card.
When you throw the final slice on top, the entire deck

is inits original order except for the top cardwhich is
now on the bottom.

Top-Stock Only. For a top stock control for
those who need to control saythe top 30 cards ?this
is hard to beat. Undercut the batons half, run the
first card d, and sh

thi
point, you would simply take bottom hal and throw
on top. However, this looks inconsistent with the
previous shuffling action. Instead. do the underhand

shuffle with the bottom half. That is. pull 10 cards
from bottom & throw on top. Doit asecond time.
For the last one, undercut the 10 orso cards remaining
beneath the outjog & throw on top. Top 30 cards

aren order and anyone paying close attention will
have seen the entire deck (not just a half of it) shuffled.
The shuffle can be repeated if desired.

The Underhanded Shuffle was originally
explained in Volume 2 of Semi-Automatic Card
Tricks. It was greatly expanded upon and now
appears in a separate manuscript with numerous
handling variants.

ERRATA

ERRATA

Ipublished The Trapdoor for 15 years starting
in 1993 and runningthrough 1998. One of the

advantages of aregular joumal is the ongoing ability
to refer to and further refine previously published
material even if only slightly. This also allowed the

addition of further credits should they cometo light,
This is the fourth volume ofth Semi-Automatic
Card Tricks series. I have ct osen this section to
update credits and correct mistakes from previous

volumes. This section will also serveto provideyou
with information from readers who have taken the
time to send additional ideas to me. Therearealso
further thoughts I have had on the material, thoughts
that usually occurred to me just after receiving the
books back from the printers. They are lsted in order

by volume.

VOLUME ONE

Color Vision - With various Gilbreath effects,
itis necessary to cut the pack prior to the riffle shuffle
so that the top card of each half (or the bottom card
of each half) are of different colors. There are many
‘ways magicians have come up with to achieve this
with varying degrees of success. An altemative would

beto have the spectator cut the stacked pack as
desired. Then, he is instructed to cut the deck in half
and tum either half face up and riffle shuffle itinto the
other. Since the cut must be made between a red
and black card, when you tum one of the halves face

up, the top cards of each half (one face up and the
other face down) will differ in color.

Another way to approach this explanation would
be that a full deck whose car's alternate red and
black have (for example) a red card on the topand a
black card on the face. When you cutoffany number

Sidney Lawrence's The Trio from p. 314 of The
Thirteen Steps To Mentalism. Step 10s on card
tricks.

World’s Greatest Magician — The control
attributed to Norm Houghton should have had the
July 1979 issue of Apocalypse as its source. And,
both Lorayne and I should have credited Ed Marlo
who predated Norm by two decades. Marlo’s
Automatic Placement appeared in issue #329 of
The New Phoenix (1955).

My old friend Mick Ayres of Myrtle Beach, SC
(now in Hilton Head) performs this effect for club
dates using giant cards. He forms the arrow on the.
floor and finishes with thegiant arrow pointing toward
him. When he wrote toask if he could use theeffect
regularly in his professional shows, he painted the
picture that moved him to the jumbo deck. “Years

ago, I was working a walk-around gig at a trade-
show hospitality suite and, at the close of one
effect, realized I had the attention of evervone in

the room. Inspired, I had a jumbo deck in my bag
and proceeded to perform your trick by laving the
cards out on the floor. 1'd forgotten how
surprisingly: funny that ‘arrow’ can be once it
dawns on someone. 1'd also forgotten | was
performing for half-drunk salesmen. Anyway, my
cards were almost ruined when half the guys
convulsively spit their drinks on the floor while
trying notto laugh too hard. I know...the trick
was over anvway. Such is the price of creative
inspirations.”

Quadruple Prediction - must admit that |

was stunned to find while doing research for the
current volume that I was not the first to combine the
Free Cut Principle with Stanley Collins” concept of
afloatingindicator. It's not that the combination of

of cards and turn that half over, th
fact, it was very logical.

ofeach halfwill consist of heoriinal bottom card. I'sjustththe Stanley
Collins’ concept has emained

top card. ds iff
inee youareseto employ the Gilbreath principle.

Double Stop ~ This should be credited to
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and its location ina 1947 book called A Conjuring
Mélange.
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The mostnotable adaptation of the concept was
published in Hugard and Braue's Show Stoppers
‘With Cards as /0-6-9-4. The trick used the four

‘aces rather than Collins’
i

product of Bert Fenn and Neal Elias. In Volume 1, I

credited both sources as my inspiration for Quadruple
Prediction.

In Gene Finnell’s 1967 pamphlet, Free Cut
Principle, hesaid that Larry Jennings suggested to

him the merging of the Free Cut Principle with the
Fenn/Elias effect when he saw Finnell performing an

effect using the Free Cut Principle. He then goes
onto explain an effect that combines the two. Itis
clear that Larry Jennings predated my ideato combine

the two items. (Whatisn't clear from the booklet is

whether the trick Mr. Finnell explained to illustrate
the combination of effects belongs to Mr. Finnell or
Mr. Jennings.) And while the combination of the two
ideas (floating indicator with the Free Cut Principle)
is the shared starting point, I would encourage you to
compare the considerably divergent results each of
us obtained.

VOLUME TWO

Bite Me/ Underhand Location — Dana Evert

of Parker, Colorado wroteto provide his comments
on the Alternate Opening Presentation (page 205)
for Bite Me. As 1said in that volume, I use that

opening for several different multiple locations
including the Underhand Location wherehe firstsaw

it described. “J liked your part about naming the
size of the groups of cards. So I switched it to @

patter about animal lovers. The names for groups
of cards are a pack like wolves a gaggle like

geese. etc. After | get them back I have them cut
off afr. You know-a large group of small adult
fish. But make it asmall fry, to go!” (Andyes, it
does worry me that Dana thought that I might use
this type of patter.)

Well Shaken - Joel Kaplan of Burbank,
California pointed out that thereis a disconnect
‘between the setup and the instructions. You can use

the existing setupifyou spread the cards face-up at

belt level at the beginning and then spread them face

outat chest level at the end. Or, you can cut the
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setup described directly at the center of the pack,
and complete the cut for the correct setup for the
trick as described. (As described, you use the chest-
level d i

belt-level spread atthe end.)

Birth Card - I want to teach you my
improvement of Wayne Kyzer's trick. Instead of
cutting above the crimped card, cut below it. This
will allow you to actually reveal the selected card
rather than the indifferent card as in Waynes original

version. (Altematively, place the crimped card at the
2lstposition and perform itas described.)

Telephone Lying - Bob Farmer has provided
two additional credits for Doug Cannings Telephone

Lying whichis thefirst trick in Semi-Automatic Card
Tricks, II. Dougused a procedure in that trick
which forced the third card ina pile of nine. That
process, tied specifically to that trickis clearly Bob's
and was published in the May, 1993 (Volume 2, #9)

issue of Magic. The second credit is for the
Steinmeyer trick itself. The basic principle was
published in Volume 3 of Abbott’s Anthology of
Card Magic (compiled by Gordon “Mike™ Miller)
as Jack Yates’ Miracle Mix-up. Bob also mentions
another version of the Steinmeyer effect which was

subsequently published in Karl Fulves’ Self-Working
Card Magic as Wizard of Odds.

VOLUME THREE

Memory ADE - Mick Ayres liked the
branching anagram used to identify thesuitsomuch
(see the appendix for the details) that he developed a
branching anagram for the values from two to queen

to go with it. Two “no” answers get you there. You

dispense with the aces and kings by asking the

volunteer to think of any card, “but not an ace ora
king because they are too obvious.”

‘There is no deck involved. A spectator merely

thinks about a playing card and imagines the card
spelled out in hermind. You write down thename of
acard ona piece of paper, fold it, and giveitto her.

She names her card aloud and then unfolds the paper.
A perfect match!

Reading Memory ADE, you will know how to
arrive atthe selected suit. The chart on thetop of the

ERRATA

next page shows you how to arrive at the value.
Starting at the top of the chart, move down with the
“yes” answers and to the right with the “no” answers.
‘You don't have to memorize the chart, only develop

proficiency withmoving about within it. Youcan have

copy of the chart hidden on your pen or on your
ad,

Itis easiest to learn the mechanics on this with a
few examples. Assume the spectators thinking about

the three of diamonds. Focus on the value of the
card fornow. According to the chart, “There is a

letter E.” She will agree so you move downward to

thenextmajor heading, the N. “Theres aletter N.”

She will say no, so youmove to the subgroup under
the letter N and inquire about the letter T. She will
agreethat there is indeed a T so you continue to the
next letter in the subgroup which is R. When she
says yes to the letter R, you know by default that her
card value isa three.

Tt is important during your presentation that
the spectator does not feel as if you are guessing
the letters. You are not playing the Wheel of
Fortune. Instead, each letter should be declared
as if you are certain of it. So, when the spectator
does syathe word “No,” you will act surprised to
hearit.

For another example, assume the selection is
the jack of clubs. After the spectator chooses a card,

youmight perform it as follows. “Wow, it's hard to
know what you are thinking. I'm searching your
mind for a number, but instead I am getting a letter
- the letter E. Ifyou were to spell the value of
your card, would the letter E be part of the
word?”

Them: “No.”
You: “Butl'm seeing a curve to the letter. Perhaps
it is the letter O instead.”

jope.”

kay, let's back up... is your card a face

“Yes.” (You now know her card is ajack. If

shehad said “No. it would have been the six.)
You: “Okay, I'm not having much luck here so
think about the usit of your card instead. 1 see
the letter A." [At this point, you continue with
Memory ADE]
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CLOSING COMMERCIAL

‘This is the last opportunity to sell you on the
importance of presenting your card magic. When
first started, I used to like only sleight of hand card
magic. Many years later, I broadened my interests
when I realized that I was fooled only by “self-
working” card tricks. Afterall, itis difficult to be

dwith is ilding blocks

—sleights such as the pass —that used myself. But

the many principles and concepts featured in “self-
working” card tricks (Gilbreath Principle, free-cut

principle, progressive anagrams such as Memory
ADE, etc.) offered an endless supply of weapons for

the arsenal.

So, why was I using only sleight of hand rather
than incredibly strong effects like Paul Curry’s Out
of This World? Well,1

i
jas seldom

entertained watching or performing self-working card
‘magic. With the exception of the first few months
immediately after reading it at age 11, I never
performed Out ofThis World.

Trying to analyze why, I realized that when I

performedit, it felt like it took an interminable amount

of time to get to the climax. The trick is 95% dealing

and 5% climax. T

ion

in

the dead time inatrick can often be routined into the
highlight or feature of a trick. My solution, Color
Vision from this series, solved the problem for me,

Rather than the audience being patient through the
dealing and amazed at the climax, the audience is
laughing and amazed throughout the entire trick. I

spread out the cli atleast the “magic part™)

so that with each card dealt there is laughter,
cumulative amazement, or both. (There are many
similar examples of this typeof trick development in
this volume including Double Dicycles, Mortality —

The Second Opinion, Support Your Local
Magician, and The Omega Particle toname just a
few)

Out ofThis Worldisbuilt around a deal-through

f
ire deck. Using

i ith this

well

known trick as an example, I realized that it doesn’t
matter how many cards are dealt or what kind of
deal itis. It can be a regular deal, down and under
deal, under and down deal, or dealing in the pretense
ofa gambling demonstration.

In fact, it doesn't just apply to dealing. It applies

to any process in any magic trick, sleight of hand or

its entirety entertaining. Don'tmisunderstand. Itis
one of the most powerful pieces of magic possible
with a deck of playing cards. It kills ~ but it also
bores. 1 wanted the impact ~ but [ had to do

something with the dealing,

That was the epiphany for me. IfT couldn't
eliminate the dealing, I would haveto “fix itso that

I could keep the attention of the onlookers not out of
‘morbid curiosity but out of genuine interest. My goal

with the dealing was to exhaust the cards before I

hausted the audience. That's when I
reali:
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when having a spectator add two numbers as itis
placing three cards on each ace as they sit in the T-
formation.

Go after the dead time. It is your enemy.
Shorten it, eliminateit, improve it, or figureout away

to feature it. AsI said in the introduction to this
volume, you don’t haveto be funny, dramatic. or
mysterious. You do have to be engaging. Only in

this way can you find your own personal “happy
place” ~the Eden balanced precariously between the

method

“THANKSGIVEN”

Twouldik i

for their
i is book. First,

ith
thei ffspring. Most are regulars” i i

tomy days
publishing The Trapdoor. Ihave

always felt that th i heroes. Wi

lost, er found. Tt
it i

d

Wi
i ‘The creators who joined this

journey were:

Simon Aronson Lee Asher Jack Avis

Mick Ayres Tino Call Doug Canning

Steve Draun Peter Duffie Bob Farmer
Andi Gladwin Bill Goodwin ‘Tony Griffith

Stewart James Lewis Jones Marty Kane
Doreen Knott Magic Christian Raj Madhok

John Moran Reinhard Miller Gianfranco Preverino

JoeRiding Robin Robertson Scott Robinson
Harvey Rosenthal Allan Slaight Dave Solomon
Elias Ugart Newell Unfried R. Paul Wilson

Thelistof i h i jacket
but

i vidi Addtothat,herability
icate in “graphicart-speak”

with theprinters and she is worth her weight in uncut fanning powder.
H. G. Wells said, “No passion in the world is equal to the passion to alter someone else's draft.” If

you enjoyed the work in this volume, itisin large part due to the crack team of proofreaders who try each
effect and delight in pointing out my shortcomings. Marty Kane, Raj Madhok. and Doug Canning were the

quyswh
ious

honor of
i

pr they at tim
k the

‘writer.

Oh sure, proofreaders start out meekas with Marty's cover letter back to me. “All the red ink, asyou
know, are ‘suggestive’ corrections. Stylistic differences between us could have triggered many of the
notations. The inkmay at least alert you to something to be considered.” With this apologetic beginning,
he introduces the next line and true intent, “Now that I have a license to slash...”

Andslash they did. Wielding their multi-colored pens they dropped the grammar hammer. They purged
i i i

“correct”) spellings.

added ing punctuation, insisted that the tricks work as written, and were adamant that all referenced
illustrations did in fact exist. In other words, they pretty much sapped the enjoyment from this project. Ifit
weren't for their inflexible and unyielding ways, I would bein the middle of writing volume 10 ofthis series.

Tobe fair, your job is much easier as a result of their efforts and I'm sure my former friendship with these

three was a small price to pay for making your life just a bit easier. Just so you know, there will beno skipping

of pages, no scanning of the book in the magic shop, and no referencing the unread tome on your bookshelf

just to find a card trick for which you have an immediate need. No, with all the abuse these three put me
through, you are going to read every damn word. And when there isa comma, semi-colon, dash, or period in

a sentence, you are not going to simply itis there — you are
going

to p
it
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is there. There is adifference. Don’t cross me on this.
ps : 5

both whilethe
ther

is fit d. Do not think of this
willis to accept the being

i @ that I spelled that isi ling.)

ith the tricks —;

iter

would
have folded up his keyboard and moved on to other things. Several tricks were added while they were

proofreading and virtually all were tinkered with afterward.
As if their assault on my prose was not enough ofa contribution, all three of my proofreaders also

doubled as trick contributors and as my humor additors. For thenon-magic sections of the book, I think up
atopicand attack it. Then, it circulates via e-mail to the others who make tremendous and hilarious additions.

‘They have servedin this role since | published The Trapdoor. This “hat trick” of accomplishments illustrates
far better than my words how talented they are.

‘There were also those who helped me to locate specific, and usually last minute, credits. This group of
friends includes Peter Duffie, Bob Farmer, John Riggs, Phil Willmarth, and Meir Yedid. They helped push the

‘book across the finish line by locating the few remaining elusive credits.

And finally, thanks go to you the readers who have supported my efforts for the last 25 of my 44 years.

Tonly wish you had been around for the first 19 years. Perhaps ifyou had, I might be within card-scaling
distance of the financial breakeven point sometime within the next 44 years.
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