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INTRODUCTION

by PAUL FLEMING

oDERN Mmagic is a most entrancing pursuit, whether followed
M as a vocation or a hobby. One need only attend a national
convention of the Society of American Magicians or the Inter-
national Brotherhood of Magicians to learn that conjuring is an
art to which its devotees, both amateur and professional, apply
themselves with rare enthusiasm. In return for their expenditure
of time and effort, they reap the apparently ample reward of
being able to entertain their friends, their business associates, or
the general public by catching coins in the air, causing chosen
cards to rise solemnly from the pack, reading the minds of
spectators, and engaging in other harmless bits of deception.
It should be added that the satisfaction experienced by the
magician in baffling his audience seems to be matched by that of
the spectators; for in conjuring that is frankly nothing more
than entertainment,

“Doubtless the pleasure is as great
Of being cheated as to cheat,”

as a seventeenth century poet once said.

There are many branches of magic, but none likely to be more
rewarding to the amateur—for whom primarily the present book
was written—than magic with cards. Card tricks may, in general,
be performed wherever and whenever the card conjurer, an
audience, and a pack of cards come together. Card tricks are, in
many instances, utterly dumbfounding to the uninitiated; and
they give the impression of demanding great skill on the part of
the magician. “Nearly every modern conjurer of any pretensions
of skill commences with a card trick,” wrote Edwin T. Sachs
some seventy years ago, in one of the great classics of magical
literature. “There is something about a good card trick well
executed that always takes with an intelligent audience,” he

Xi



xii INTRODUCTION

continued. “When a performer does not commence with cards, it
is generally because he does not possess skill enough to do any-
thing effective with them, although he will generally make a
virtue of necessity (at which conjurers are particularly apt), and
give some totally different reason.”! This emphasis upon the skill
needed in performing card tricks was far more warranted in
Sachs’ time than it is in 1947, though it is only fair to say that
practically all the card sleights he explained are still used, in one
form or another, by the most expert card magicians of the present
day. It is equally true, however, that many new and easy methods
have been devised which enable one to perform a considerable
number of excellent card tricks with surprisingly little practice.

In support of this statement, we cite Chapter I of the present
work, in which the learner is taught to “false shuffle” a pack of
cards. This is an exceedingly simple sleight, which can be mas-
tered readily by anyone who is able to do a genuine overhand
shuffle. Yet the false shuffle, as here employed, is a most worthy
substitute for “the pass,” a very difficult sleight which was once
considered the most basic of card principles, but which, in the
present treatise does not make its appearance until the student is
half way through the book and has been taught dozens of ex-
tremely effective tricks. The pedagogical method adopted by the
authors—that of first explaining the “mechanics” of a sleight, and
then showing its practical application in several striking feats—
is an admirable one in teaching conjuring. Not only is the student
led, step by step, from the easy to the more difficult and from the
simple to the more complicated sleight, but throughout the proc-
ess he gets encouragement and enjoyment in the actual perform-
ance, from the very outset, of really first-rate magic. Indeed, the
amateur who masters no more than the first chapter of The Royal
Road to Card Magic will have at his command a half-dozen very
good card tricks!

But it is a safe bet that no one who begins the book will be able
to stop with the first chapter. The rapid progress he is sure to
make and the prospect of adding increasingly effective tricks to
his repertory will carry him along from chapter to chapter, from

1 Edwin T. Sachs, Sleight-of-Hand, Berkeley Heights, N. J., Fleming Book
Company, 4tli (American) Ed., 1946, p. 177.
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wonder to wonder, until he finds himself—unless he has far less
than average zeal and talent for this sort of thing—an expert
card conjurer, well equipped to give drawingroom, club, and per-
haps even stage performances. This book, though it assumes no
previous knowledge of the subject on the part of the reader,
provides information that will enable him to present not only
“parlor magic” but many of the truly great card tricks—tricks
which helped to build the reputations of such masters of magic
as Robert-Houdin, Alexander Herrmann, David Devant, and one
of the greatest card artists of all time, the late Nate Leipzig.

The Royal Road to Card Magic was written by two authorities
who are particularly well equipped for the task. The senior
author, Jean Hugard, has given a long lifetime to the study and
presentation of magic. In both his native Australia and his
adopted America, he was widely known as an outstanding pro-
fessional magician until his recent retirement from active stage
work. Some fifteen years ago, he was invited to write a textbook
on magic—and has been writing ever since! In this time he has
turned out more than a dozen monographs that have been ac-
corded the highest praise by specialists in each of the several
branches of conjuring which were thus dealt with. But proof of
his scholarship, industry, and genius for clear exposition is most
evident in the larger books that he has written, edited, or trans-
lated: Encyclopedia of Card Tricks, which deals with non-sleight-
of-hand feats; Greater Magic, a thousand-page tome on general
magic; Modern Magic Manual, an exceptionally fine general
treatise on conjuring; Magic without Apparatus, a translation of
an unrivalled work on pure sleight-of-hand, Gaultier’s La Presti-
digitation sans Appareils; The Fine Art of Magic, a book of
original magic, now in process of manufacture; and finally the
present volume. Mr. Hugard is also editor and publisher of
Hugard’s Magic Monthly, a lively little journal which has won
the enthusiastic support of several thousands of magician-sub-
scribers.

Somewhat less than a decade ago, Mr. Hugard struck up a
correspondence with Frederick Braue, a native Californian who
had been a close student of magic since early boyhood and had
developed into a successful, part-time professional. Mr. Braue is
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a generation or so younger than Mr. Hugard, in terms of physical
years, but they are amazingly alike in their love of conjuring,
the breadth and depth of their knowledge of the subject, and
their conviction that a feat of magic, to be worthy of the name,
must have charm as well as mystery, must not only bewilder but
delight the spectator. The like-mindedness of these two wizards
doubtless accounts, in large measure, for the success of their
collaborations, which date from the production, in 1940, of their
Expert Card Technique, the foremost treatise on advanced card
magic, which the reader may wish to tackle when he has mastered
the instructions given in the present book. The next Hugard-
Braue product was their Miracle Methods Series, which contains
thus far four small volumes, each dealing with a specialized
branch of card conjuring. Then came The Invisible Pass, in
which they gave the world of magic a vastly improved method
for performing this important card sleight. We understand that
these tireless collaborators, having completed The Royal Road to
Card Magic, are already busy on yet another work on conjuring,
the nature of which we are not at liberty to reveal at this time.

What we have said about our authors is by way of assuring
the reader that he is in safe hands. Jean Hugard and Frederick
Braue are sound theorists and practical experts, who have learned
through long experience the best tricks to present and the best
ways to present them. The explanations they give are full, clear,
and accurate, and will enable the reader, with a moderate amount
of practice, to become a competent performer. We can recall,
without too great effort, our own initiation into the mysteries of
card conjuring, a good many years ago. Remembering vividly the
months of drudgery that preceded the actual performance of
any tricks, we cannot help envying a little the beginner of today
who sets forth on The Royal Road to Card Magic—certainly a
shorter and smoother road than was plodded by magicians of the
past, and one quite as likely to take the traveler to his destination.
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ANy years ago David Devant, the great English conjurer,

was approached by an acquaintance new to sleight-of-
hand with cards. "Mr. Devant,” said this young man, “I know
three hundred tricks with cards. How many do you know?”
Devant glanced at the youth quizzically. “I should say,” the
magician responded drily, “that I know about eight.”

Devant was making a point with which all professional ma-
gicians are familiar. To perform card tricks entertainingly you
must not only know how the tricks are done, but how to do them.
There is a vast difference between the two, and if proof were
needed, one need only watch the same feat performed by a novice
and by an expert card conjurer. The novice knows the mechanics
of so many tricks that he cannot do any one feat really well; the
professional performs a smaller number of tricks which he knows
how to present in such a way as to create the greatest possible
impression upon those who watch.

We cannot emphasize too strongly that knowing the secret of
a trick is not the same as knowing how to perform that trick;
and that knowing the secret of hundreds of tricks is of little value
unless each can be performed smoothly and entertainingly. It is
far better to know only a few tricks which can be performed with
grace, skill and effect.

In writing this book, we have attempted to teach you card
tricks which may be performed anywhere, at any time, under
any circumstances, for any company, and using any pack of
cards. You will not need “trick” packs of cards, nor special cards,
nor expensive accessories. This 1s most important, for it means
that no matter where you may be, you need only borrow a deck
of cards when called upon to entertain; the ability to amuse and
interest will be literally at your finger tips.

To ensure that you will be a good card magician, we have
introduced you to the mysteries of card magic progressively.

xv
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Each chapter describes a new sleight or principle and a selection
of tricks follows in which that particular sleight, and those
already learned, are the only ones used. We do not suggest that
all the tricks in each section should be mastered before you pass
on to the next sleight. You should, however, select at least two
of them and learn them so well that you can perform them
smoothly and entertainingly before going any farther. These
tricks have been chosen with the greatest care and every one of
them 1is effective if properly done. If you find that, in your hands,
a certain trick falls flat, you can rest assured that the fault is
yours, and that further study is required.

Clearly, to travel the royal road to card magic, you must begin
with the fundamental principles and learn these well, as you
would in learning any other art. Fortunately, the study of card
conjuring is a delightful task and one that is no less than fas-
cinating. For this reason, we have found that the student is
inclined to race ahead to explore the distant pastures which he
is sure (and rightly!) are lushly green. We cannot blame you if
you, too, wish to rush through this book, but we would rather
have you emulate the tortoise than the hare. By making haste
slowly, by really learning what is given you in one chapter
before proceeding to the next, you will, in the end, be a far better
card magician.

By adhering to our plan of study, you will not only learn
practical sleights and subtleties, but you will simultaneously add
to your repertoire of good card tricks which will surprise and
please all those who see them. Best of all, you can begin perform-
ing tricks of sleight-of-hand as soon as you have mastered the
first chapter, and thus at once learn through practical experience
before audiences how tricks must be presented to achieve the
greatest effect from them. Then, too, we have inserted in each
chapter feats which are self-working—effects which require no
skill on the part of the performer. These will give you an op-
portunity for concentrating your whole attention on acting your
part in such a way as to bring out the trick’s greatest possible
effect.

We reiterate that there is a vast difference between doing and
performing card tricks. Since your primary purpose in perform-
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ing sleight-of-hand with cards is to entertain those who watch,
it is not enough that you should achieve technical perfection
alone. You must also make your tricks amusing and interesting
by weaving about a trick’s basal plot a pleasant discourse which
will divert the spectators. We have tried to show you how this
is done by outlining talk—or “patter”—for most of the tricks.
Naturally, your patter should be in keeping with your own per-
sonality, gay and amusing if you have an ebullient personality,
more factual if you are a more serious person. For this reason
you should use the patter we have suggested only as an illustra-
tion of how the bare bones of a trick may be clothed in talk and
action to make the presentation a striking one.

True art, we have been told, holds the mirror to nature. This
is especially true of conjuring with cards. Complete naturalness
of action, speech and manner is the essence of the art. There is
a school of card conjuring in which the artist, by the mere ra-
pidity of his actions, attempts to impress his audience with the
great skill he possesses. We urge you to eschew this type of
card work and instead strive at all times for a natural, relaxed,
graceful handling of the cards.

There are a number of general rules governing good card
magic which you should always keep in mind:

1. Never tell beforehand what you purpose to do. Forewarned,
the audience conceivably may discover the method. Wait until
the climax, when all the necessary secret preparations have been
made, before announcing what you will do.

2. Do not repeat a trick, unless you can duplicate the effect
by another means.

3. Never reveal the secret of a trick. Many good card tricks
are so simple that to reveal the method is to lower yourself in
the estimation of the audience, which has given you great credit
for a skill which you then confess you do not possess!

4. Use misdirection to help you conceal the wvital sleight or
subtlety employed in a trick. Misdirection is simply the diver-
sion of the audience’s attention during the moments when a sleight
or subtlety is made use of. Let us say, for instance, that you
must make use of the sleight known as The Pass in the course of
a trick. You can divert attention from your hands by addressing
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a remark to someone, at the same time glancing at him; all eyes
will turn to the person you have addressed as he makes his re-
sponse. You can divert attention by requesting someone to hand
you a nearby object, which has the same effect of turning every-
one’s gaze, for an instant, towards the object; and in that instant
you perform your secret sleight. You can divert attention by
having someone show to others a card which he holds; as every-
one glances at it, you perform the necessary sleight.

5. Know what your patter will be for a given trick. Not only
will your patter help in entertaining your audience, but it aids
in concealing the modus operandi of the feat. Since a certain
amount of a person’s powers of concentration must be devoted
to assimilating that which you say, he cannot analyze quite so
clearly that which you do.

Finally, we should mention that we have not included the
more recondite and difficult card sleights, such as the second and
bottom deals, which in any event are performed well by only a
few top-flight card experts. Later, when you have learned all
that we have given in this book, you may, if you like, progress
to these sleights, which you will find in Expert Card Technique,
and other books. For the time being we urge you to confine your
knowledge of card magic to this book, learning how to do, and
how to perform, the fine tricks which we give.

And now we have talked to you long enough; you are impa-
tient to savor the good things to come. To you we say “Bon
Voyage!” as we stand aside to let you start your journey up the
royal road to card magic.

JEAN HUGARD
FREDERICK BRAUE
November 1, 1947
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THE OVERHAND SHUFFLE, I

t is our intention to show you the royal road to card magic,
I and the first stage of our journey is to instruct you in the use
of the overhand shuffle and to explain the many purposes which
it serves.

Anyone who plays cards has learned to execute the overhand
shuffle. It is a simple operation, yet it is the first step—and a very
important one-—on the road to the mastery of card magic. It is
essential that you master this first step before continuing on
your journey, and for this reason we urge you to learn the various
shuffles and perform the many fine tricks which they make pos-
sible before you pass on to the other sections.

Each succeeding chapter in this book, except the last, leads to
the one which follows and supplements the one which preceded.
By resisting the impulse to learn everything at once but by
practicing each step as you go, you will, with a speed that will
amaze you, soon have traveled the entire road; when finally in
that way you have reached its end, you will be a far more com-
petent card conjurer than will the more impatient reader.

With this final word of caution, we now start you on your
pleasant journey.

Position of the Pack in the Hands

It is essential that the cards be handled neatly and precisely,
and the first requisite towards acquiring this neatness of execu-
tion is the position of the pack in the hands.

1. Hold your left hand half closed, palm upwards, and place
the pack in it, face downwards, so that the third phalanx of the
index finger is bent against the outer left corner. The middle and

3
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ring fingers, slightly bent, rest against the face of the bottom
card; the little finger curls inwards so that its side rests against
the inner end, and the thumb rests on the top card, its tip near
the middle of the outer end.

The pack should slope downwards toward the left at an angle
of about forty-five degrees, its lower side resting along the palm
of the hand. In this position the pack can be gripped, as in a
forceps, between the index and the little fingers by pressing them
against the opposite ends (Fig. 1).

This position of the pack gives one perfect control of the cards
and should be strictly adhered to. The grip should be firm but
light; in fact, the lightest touch possible, consistent with security,
must be cultivated from the outset.

Execution of the Overhand Shuffle

1. Holding the pack as described above, seize the lower half
with the right hand between the top phalanx of the thumb, at
the middle of the inner end, and the top phalanges of the middle
and ring fingers at the middle of the outer end. Bend the index
finger lightly on the upper side of the deck, letting the little
finger remain free.

2. Lift this lower packet upwards to clear the other portion of
the pack, then bring it downwards over the other cards until its
lower side touches the left palm. Press the left thumb against the
top card of this packet and simultaneously lift the right hand so
that the card, or cards, pulled off by the left thumb fall on top
of the packet retained in the left hand.
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3. Repeat this action until all the cards held by the right hand
have been shuffled off onto those held by the left hand. Pat the
upper side of the deck with the outstretched fingers of the right
hand to square the cards. Since the overhand shuffle is gener-
ally repeated, this action is absolutely essential to a clean exe-
cution.

In making this shuffle do not look at your hands and the cards.
Practice this from the outset and so form the habit, which is an
essential factor in the maneuvers which follow and are done
under cover of the action of this shuffle.

The speed at which the shuffle is executed should be about the
same as that used by any card player, neither too fast nor too
slow, and the tempo should be an even one throughout.

USING THE OVERHAND SHUFFLE

Controlling the Top Card

1. Holding the deck as explained, lift it with the right hand,
and with the left thumb draw off the top card only in the first
movement of the shuffle. Without the slightest pause or hesitation
shuffle the other cards onto this one until the shuffle has been
completed. The top card is now at the bottom of the pack.

2. Again lift the entire pack and repeat the shuffle you have
just made down to the last card, which we know was the card
originally at the top. Drop this card on top of all the others in
the last movement of the shuffle. After a few trials you will find
that this last card will cling to the thumb and fingers without
any conscious effort on your part.

In this sleight, as well as in the others to follow, the action
must become automatic so that you can look at, talk with, and
give your whole attention to your audience. Only in this way can
you convince the onlookers that the shuffle is genuine, and you
should never forget that it is at this very starting point that
illusion begins or is destroyed. If you stare fixedly at your hands
while shuffling, suspicion will inevitably be aroused, and if a
spectator suspects that you have “done something” the illusion
of your magic is gone.

In practicing this shuffle and those that follow, it is a good plan
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to turn the top card face upwards so that at the finish you can see
at a glance if you have made it correctly.

Controlling the Bottom Card

1. Lift the lower half of the pack to begin the shuffle, and in
so doing press lightly on the bottom card with the tips of the left
middle and ring fingers, holding it back and thus adding it to
the bottom of the packet remaining in the left hand.

2. Shuffle off the cards remaining in the right hand, and repeat
the action if desired. Nothing could be simpler than this control,
and the sleight is valuable because of its ease and naturalness.

Retaining the Top and Bottom Cards in Position

1. Grip the entire pack with the right hand to start the shuffle,
at the same time pressing lightly on the top card with the left
thumb and on the bottom card (Fig. 2), with the left middle and

ring fingers holding them back so that all the cards except these
two are lifted clear, the top card falling upon the bottom card.
Continue the shuffle, without pause, until completed.

2. Pat the upper side of the deck square and repeat the moves
exactly as before by lifting out all but the top and bottom cards,
then shuffle off to the last card of those held in the right hand,
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the card originally at the top, and drop it back again on the
top.

Be careful not to pull the cards away sharply in the first move-
ment of the shuffle, making the top and bottom cards come
together with a “click.” Use a light touch. Note that by placing
two known cards at the bottom and a third at the top, all three
cards can be controlled by this wvaluable artifice. Practice the
sleight in this way until you can do it with ease and certainty.

Top CARD TO NEXT TO BOTTOM AND BACK TO THE TOP

1. Lift the pack for the shuffle, retaining the top and bottom
cards in the left hand as in the preceding sleight. Shuffle the cards
in the right hand onto the two cards in the left hand without
hesitation. The card originally on the top i1s now next to the
bottom card.

2. Again lift the pack, retaining the top and bottom cards in
the left hand. Shuffle off the cards in the right hand upon the
two in the left, allowing the bottom card to fall last, thus return-
ing the top card to its original position.

Later you will find that this sleight is useful for showing that
a chosen card which you are controlling is neither at the top nor
at the bottom of the pack.

THE RUN

In magical parlance, this term means the pulling off of cards
one by one from the right hand packet with the aid of the left
thumb in the course of the shuffle. To make the run, press the
left thumb lightly on the back of the top card of the right hand
packet while holding this latter packet just tightly enough to
allow one card only to escape. It is very important that the single
cards be drawn off at the same tempo as the rest of the shuffle,
so that there will be no hesitation at the start of the shuffle or
its end.

A few minutes’ practice with cards that are in good condition
will prove how easy the sleight is, yet it is one of the most use-
ful in the card man’s arsenal.
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THE INJOG

This term is applied to the subterfuge of causing a card to
project about one quarter of an inch from the inner end of the
deck. It is one of the oldest stratagems in magic, having been
in use for three and a half centuries. It was first mentioned in
Scott’s Discouverie of Witchcraft, published in 1584.

The action of jogging a card is a simple one. In the course of
the shuffle, when a card is to be jogged, move the right hand
slightly towards the body, draw off one card with the left thumb,
then move the hand back to its former position and continue
the shuffle in the usual way. The card thus jogged should rest on
the little finger tip, which enables you to know, by sense of touch
alone, that the card is in the proper position (Fig. 3).

It is advisable at the start to make the card protrude about
half an inch and, in shuffling off the remaining cards from the
right hand, to make them lie irregularly so that the protruding
card is covered and concealed. With practice the jogging of the
card can be reduced to approximately a quarter of an inch. Here
again it is most important that there shall be no alteration in
the tempo. The card must be jogged and the shuffle continued
without the least hesitation.

THE UNDERCUT

This sleight is used to bring the cards directly under a jogged
card to the top of the pack, in the following manner:

A card having been jogged and the shuffle completed, bring
the right hand upwards from a position a little below the left
hand, so that the point of the thumb will strike against the face
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of the jogged card, lifting it and the cards above it slightly;
then move the right hand outwards with the lower packet, the
thumbnail scraping against the face of the jogged card while
the middle and ring fingers close on the outer end of the packet.
Lift the packet clear and throw it on the top of the deck. This
action brings the jogged card to the bottom and the card directly
below it to the top of the pack.

To undercut to a jogged card is a very simple action if the
right thumb strikes upward, not inward (Fig. 4).

OVERHAND SHUFFLE CONTROL

A large proportion of card tricks consist of having a card
selected, noted, and returned to the middle of the deck, which
is then shuffled. The chosen card is revealed by the magician in
some startling way. To do this the chosen card must be con-
trolled, and one of the easiest, best, and most natural methods
is by using the overhand shuffle. Here are the moves:

1. Let us suppose that a card has been freely chosen by a
spectator. While he notes what it 1is, you begin an overhand
shuffle and, when you have shuffled about half the cards into
your left hand, move that hand toward the spectator, tacitly
inviting him to replace his card. He puts it on the top of those
in your left hand and you immediately resume your shuffle by
running three cards flush on top of the chosen card, jogging the
next card, and shuffling off the remainder freely.

2. Undercut below the jogged card, as explained in the preced-
ing section, and throw the packet on top. The chosen card will
then be the fourth card from the top of the pack and you can
deal with it as you please.
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For example, possibly in the course of the shuffle the chosen
card may have arrived at the top or bottom of the pack; there-
fore you take off three cards from the top and spread them face
outwards, asking the spectator if his card is among them. Never
say, “You see your card is not there.” You are not supposed to
know whether it is or not. Throw the three cards casually on
the table. Then show several cards at the bottom. Finally gather
up the three cards by placing the pack on them and picking up
all together.

You have the chosen card on the top, yet the onlookers will
be convinced, if you have done your part simply and naturally,
that the chosen card is lost in the pack and beyond your control.
Thus you have succeeded in the most important part of the trick,
for whenever a chosen card is controlled in some abnormal fash-
ion your purpose is defeated. The real illusion of card magic
begins with the conviction on the part of the spectator that his
card is lost among the others. Without that conviction the trick
has already failed.

RETAINING TOP STOCK

The overhand shuffle control is extremely useful in tricks where
it is necessary to retain a card or cards at the top of the pack
while giving the impression that you are shuffling the cards.

To do this, undercut the lower half with the right hand, and,
in the first movement of the shuffle, injog the first card drawn off
by the left thumb. Upon it shuffle the rest of the cards held in
the right hand. Undercut below the injogged card and throw
this packet on top. Although you have seemingly mixed the
cards, you have retained the desired cards at the top.

OVERHAND FALSE SHUFFLE

Many fine card feats depend on the fact that the pack has
been arranged in a certain order familiar to the magician. To
retain that order while apparently mixing the cards thoroughly,
proceed as follows:

1. Begin an overhand shuffle by undercutting half the deck.

2. Run five cards onto the original upper half of the deck.
That is to say, pull off five cards singly with the left thumb,
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then throw the remaining packet on top making it protrude
about half an inch beyond the outer end of the cards in the left
hand (Fig. 5).

3. Press the tip of the left index finger against the face of
this protruding packet and seize the cards below it by the ends,
between the right thumb and middle finger. Lift them, again
run five cards, and throw the remainder on top.

The whole pack will be in its original order.

The action consists simply of reversing the order of five cards
in the middle of the deck and then, by reversing these same five
cards again, bringing them back to their original order, the rest
of the cards not having been disturbed. Done smoothly and
rather rapidly, not looking at your hands and while addressing
the spectators, the shuffle is completely deceptive.

OVERHAND SHUFFLE PRACTICE ROUTINE

The best method of practicing the various overhand shuffles is
to go through them in sequence as follows:

1. Turn the top card face upward.

2. Shuffle it to the bottom and back to the top again.

3. Shuffle it to the bottom. Shuffle again, retaining it there,
then shuffle it back to the top.

4. Reverse the card now at the bottom. Shuffle, retaining the
top and bottom cards in position.

5. Shuffle the top card to the next to bottom and back to the
top.

The two reversed cards should be at the top and bottom. Check
your work.
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6. Control the top reversed card only by means of the over-
hand shuffle control, which will give you facility in the run, the
injog, and the undercut.

Again check your work. The original top card should now be
the fourth from the top of the pack. If that is the case and you
have made the shuffles smoothly, you have made excellent prog-
ress toward acquiring this most useful of all card sleights. Prac-
tice until you can make the shuffles without looking at your
hands, and at the same time keep up an easy flow of conversa-
tion.

With the simple principles explained in the preceding sections,
which can be learned in the course of a pleasant half-hour’s
toying with a pack of cards, you have a golden key which will
unlock the door to many of the most entertaining card tricks
it is possible to perform. Since the best way to learn to do magic
is to do magic, in the next section several tricks are explained
in which the principles you have already learned are put to
use

TRICKS WITH THE OVERHAND SHUFFLE

Having acquired facility with the overhand shuffle and the
various maneuvers accomplished by its use, the royal road to
card magic with all its surprising twists and turns opens before
you a vista of exciting adventures, of which you are the protag-
onist.

A good card trick—and by that we mean a card trick which
entertains, surprises, amuses, and puzzles an audience—has cer-
tain attributes:

1. It has a simple plot. It must not be confusing to those who
watch.

2. The modus operandi is simple.

3. It is interesting.

4. It has a surprising denouement.

The following tricks afford excellent practice in applying the
different principles you have learned and will start your reper-
toire with some of the finest feats of card magic, the first of
which is:
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ToPSY-TURVY CARDS

It is always a good rule to begin a series of card feats with a
short, startling effect, one that will arouse the interest of the
onlookers immediately and stimulate their interest in the marvels
to follow. In this effect one half of the pack is placed face to
face with the other half, yet, on the word of command, the cards
right themselves so that all of them face the same way.

Whenever possible you should use a borrowed deck, and we
shall suppose that one has been handed to you with the request:
“Show us some card tricks.”

1. Take the pack and place it face down on your left hand.
With your left thumb spread the cards by pushing them over

to the right hand under pretense of examining the backs. “These
seem to be ordinary cards,” you say. “Let’s see the faces.” Close
the deck into the left hand and square the cards, holding them
in dealing position.

2. Take hold of the outer end of the deck between the right
thumb on top and the fingers on the bottom, lift it and turn it
over inwards—that is to say, towards your body—and lay it
in your left hand, face upwards. Spread the cards as before,
showing the faces and remarking, “Just ordinary cards, aren’t
they?” Close the pack into the left hand again and square it,
but this time, in doing so, let the lowermost card slip off the
tip of the right thumb and push the rest of the cards forward
about an inch (Fig. 6).

3. Grasp the outer end of the deck as before and turn it over
inward onto the left hand and onto the face-up card. Square
the pack and hold it in your left hand so that it slopes down-
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ward a little; thus no one can see the reversed card now on the
bottom.

4, Cut off about half the cards by grasping them at the ends
between the right thumb and middle finger. Turn the right hand
over with a little flourish to show the face card of this packet

and look at that card yourself, saying, “I turn one half of the
cards face upward, so.” As you say this, quietly turn your left
hand over, bringing it back upwards, thus bringing the reversed

card uppermost (Fig. 7).

5. Still keeping your eyes fixed on the face card of the packet
in your right hand, continue: “I'll put this packet face upwards
on the back of my left hand.” Do so (Fig. 8). The packet in
the left hand, which the spectators think is face downward, is
really face upward with a single reversed card on top.
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6. Draw out the packet from your left hand, grasping it at
the sides near the ends, as you say, “These face-down cards Tl
place on the face-up packet,” and you do so, being careful to
slope the packet so that no glimpse can be had of its bottom
card. Take the pack off the back of your left hand and replace
it in that hand, which you turn palm upwards, between the
tips of the thumb on one side and the fingers on the other. With
the right hand turn the pack over sideways three times, each
time taking it between the left thumb and fingers as you say,
“You see half the pack faces one way, the other half the reverse
way.” The third turn will bring the single reversed card to the
bottom.

7. “I want to test these cards to see if I shall be able to do
anything with them. I shall therefore order all the face-up cards
to turn face downward. Let me show you what I mean. I take
one of the face-up cards, so.” Draw out the bottom card by
the end toward your body, deliberately turn it face downwards
on the top of the pack. “Allez oop!” you exclaim, and, with a
flourish, you spread the whole pack on the table. All the cards
are face downwards. “Excellent! You have trained your cards

well. I am sure we shall have a great success with them.”

The most important thing for the beginner at card magic to
bear in mind is this: A conjuring trick is just what the performer
makes of it. It may be composed of the simplest elements, yet,
given a plausible plot and dressed with appropriate patter, it
can be transformed into an imposing illusion. In other words, it
is not so much what you do as what you make the onlookers
think you do.

The preceding trick affords an example of this fact. Merely
to take the cards and go through the motions of apparently re-
versing them would be a tame affair, a mere curiosity. Asserting
that the cards are intelligent, that they can be trained to act
by themselves puts a different complexion on the matter. The
onlookers are amused by your fairy tale; they take a greater
interest in the performance and sometimes actually persuade
themselves that there might be something in it after all.

It has been said that “the proper way to do tricks is to do
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tricks.” That is true, provided it is borne in mind that the tricks
must not only be done but must also be presented or acted
properly. Good presentation can only be acquired by actual
performance before an audience, even if it is composed only of
your home circle. Confidence in yourself is the main thing. If
you know that you can do the trick without any possible hitch,
then you can devote your whole attention to “putting across”
the fairy tales which you are telling. To help you in gaining
this confidence, we shall from time to time explain tricks which
practically work themselves—self-workers, as they are called.

The art of interspersing these self-workers with tricks that
call for skill is an important principle of card magic. The most
eminent magicians use self-workers; but they use only the good
ones, never those which call for endless dealing of cards or ob-
vious mathematical principles. Some of the good self-workers
are gems of subtlety and misdirection. Some of them depend on
faults of observation on the part of the spectators; many de-
pend on the inability of most people to understand properly
what is being done.

The trick that follows 1s one of the latter kind and, when
you have performed it, you will be astonished at the effect it
causes. It is called:

A Poker Player’s Picnic

Taking a pack of cards which has been thoroughly shuffled,
a spectator cuts it into four piles. Turning the top card of each
packet himself, he finds that he has actually cut to the four
aces.

Preparation. If you make this your first trick, you must be-
forehand place the four aces on the top of the pack. If you wish
to do it following other tricks, or with a borrowed deck, then
you must get the aces to the top secretly. Never attempt to do
that furtively. Run over the faces of the cards, holding them so
that no one else can see them and at the same time saying, “I
suppose these are ordinary cards?” Watch for an ace, cut the
deck to bring it to the bottom as you look up and say, “Is
there a joker in the pack? If so, I don’t want that card.”

Continue running through the cards; each time you find an
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ace separate your hands just enough to be able to push it to
the bottom with the left thumb as you glance at the spectators
and make some casual remark. If there is a joker, discard it.

If you do the work openly and casually, to the onlookers you
are merely toying with the cards and your actions pass without
special notice.

Procedure. The steps are as follows:

1. If you are beginning with this trick and you have the aces
at the top of the pack, well and good. If, however, you have had
to sort them to the bottom as we have just explained, then you
turn the pack face downwards and make an ordinary overhand
shuffle. When you reach the last half-dozen cards run them—
that is to say, pull them off with the left thumb one by one,
thus bringing the four aces to the top.

2. Execute the overhand shuffle control, retaining top stock
(see page 10), again leaving the aces on the top.

3. Offer to demonstrate how gamblers cheat at cards and
comment casually that their skill is greatly overrated. “As a
matter of fact,” you say, “almost anyone can duplicate their
feats with very little practice.” Single out one of the spectators.
“You look as though you might be a good poker player. Will
you help me?”

4. Place the pack before your assistant and request him to
cut it into four packets about equal. He does this, and for the
purpose of our explanation we shall call these packets A, B, C,
and D, the four aces being the four cards at the top of D (Fig. 9).

5. Instruct him to pick up A, remove three cards from the
top of the packet and place them at the bottom, then deal one
card from the top onto each of the other three packets.
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6. Have him take B and repeat exactly the same process,
putting three cards to the bottom and dealing one card on each
of the other three packets. Have him do the same with C and D.
(Follow this procedure with the cards and you will at once see
that the three cards that are placed one by one on D are finally
moved to the bottom of that packet, and then three aces are
placed on top of each of the other packets quite unwittingly by
the spectator himself.)

7. Recapitulate what has been done. “You will recall that you
yourself cut the cards and that I did not touch them at any
time. I picked you for this demonstration because you have a
poker face. Let’s see if I judged you -correctly—let’s look at
the cards at which you cut.” At your direction, the assistant
turns over the top card of each packet and to his astonishment
finds each card to be an ace.

Note particularly that at the end of the trick you emphasize
that the assistant cut the cards, but do not mention that he also
moved cards about. You do this deliberately because you want
him to forget about this part of the trick. The average person
has great difficulty in recalling the details of any fairly complex
action. Capitalize on this weakness by stressing a part of what
he did and suppressing another part. This expedient is often
used in magic. You will be amazed, sometimes, to hear the as-
sistant describe the trick and state that he shuffled the cards and
then cut to the four aces, which he certainly did not do. This
unconscious distortion will enhance your reputation and at the

same time bring you considerable secret amusement.

A Pocket Discovery

A card having been freely selected by a spectator, noted and
replaced in the deck, the pack is shuffled and then placed in a
spectator’s pocket. Any number having been chosen, the magician
draws cards from the pocket singly and produces the selected
card at the number chosen.

1. Begin by handing the pack to a spectator and asking him
to shuffle it and while doing so to think of any card. When he
has done that, instruct him to take that card out of the pack
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and hand the remaining cards to you. Turn away and have him
show the card to the rest of the company.

This method of having a card taken by a spectator is a good
one, not only because it is obvious that he has a free choice
but also because the onlookers will think of it as merely hav-
ing been “thought of,” which enhances the effect immensely.
Note, too, that it i1s wise to have a chosen card shown to the
audience. Nothing is more annoying than to find, on reaching
the climax of your feat, that the drawer has forgotten which
card he chose. That precaution also prevents a spectator from

naming a card wrongly in order to embarrass you; this, sad to
relate, some people are tempted to do.

2. You now have to control the chosen card for your own
purposes, and this you do by using the overhand shuffle control.
That is, you shuffle off about half the pack onto your left hand,
have the card replaced on this packet, run three cards flush,
injog the next card, and shuffle off. Undercut below the injogged
card and throw on top. The chosen card now lies fourth from
the top of the pack.

3. It i1s necessary for you to know the chosen card, and to
secure this information you must glimpse the index of the fourth
card, as follows:

Continue, as explained in the section referred to above, by
remarking that the shuffle may have brought the chosen card
near the top or bottom. Lift off the top three cards, show them,
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and drop them face down on the table. Turn the pack face up-
wards in your left hand, take off several cards with your right
hand, at the same moment pressing the top card of the pack
(the chosen card, now resting against the left palm) to the left
just enough to expose the index (Fig. 10).

Since this action takes place on the side of the deck away
from the audience, it is imperceptible to them. Show the cards
in your right hand, replace them on the bottom of the pack,
turn the pack face downwards, and drop it on the three cards on
the table. You have the chosen card on the top of the pack and
you know what card it is, although everyone should be con-
vinced that it is unknown to you and buried in the deck.

4. “Let us put the cards to a harder test,” you say. “Will you,
sir, kindly empty your breast pocket?” As he does this you can
generally contrive to cause some amusement over the hetero-
geneous articles thus brought to light. Hand the pack to him
telling him to put it in his pocket, but you must note carefully
which way the cards face as he does so.

“Now that the cards are out of my possession, will you, sir,
name any number you please—say between one and twelve,
just to save time.” Suppose he says, “Eight.” “Very well, this
is what I propose to try: Seven times I will take a single card
from your pocket and at the eighth draw I will order the chosen
card to jump into my hand. Ready?”

5. Draw out seven cards in succession from the face of the
pack, counting them and laying them face downwards on the
table. “Eight, you said. Very well, now for the eighth card.”
Plunge your hand into the pocket, calling out, “Allez oop!”
Then, without withdrawing the hand, “A card has leapt into my
hand!” Lean forward, let your right ear rest against the pocket.
“The card tells me it is a seven. The seven of —” Then take the
card out and hold it face downwards. “Will you, sir, be kind
enough to complete the name?” “The seven of hearts.” Turn
the card face upwards and show that you have succeeded.

The feat is made up of the simplest possible elements, but
properly presented it never fails to create amusement and wonder-
ment.
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TELEPATHY PLUS

Having turned the conversation to the subject of mind read-
ing, an easy matter at the present time, ask permission to at-
tempt an experiment of that nature. Explain that you have had
some success with objects that can be pictured mentally and
pretend to select with great care some person as concentrator
and transmitter.

1. Hand him a pack of cards and have him shuffle it thoroughly,
then instruct him to deal a row of five spot cards of differing
suits and values. If picture cards or cards of the same value
turn up, they are to be discarded.

Suppose that the row, when completed, consists of

9H 5S AD 3S 7C

Everyone must be convinced that these cards have been chosen
by chance alone.

2. Take back the pack and invite the spectator to select,
mentally, any one of the five cards and to concentrate deeply
on its suit and value. In order not to be suspected of detecting
the card by the direction of his gaze, turn your head away as
he looks at them. When he announces that he has set his mind
upon a card, turn the five cards face downwards as they lie,
but in the meantime you have memorized their values, taking
no notice of the suits, by saying to yourself, “Ninety-five, one
thirty-seven.” In memorizing figures always divide them into
groups in this fashion; never try to remember separate figures.

3. In order to understand the following process of shuffling
the cards, we should explain that its object is to place the five
cards secretly at positions from the top of the pack correspond-
ing with their values. Thus at the conclusion the ace of diamonds
must be the top card, the three of spades the third card, the five
of spades the fifth card, and so on.

To do this, assume a poker face, look steadily at the spectator,
and pick up the nine of hearts (the card of the highest value of
the five), its face towards yourself, letting no one else get a
glimpse of it. Look at it gravely, then lay it on the top of the
pack in your left hand.
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Recalling that the next highest card is the seven of clubs,
begin an overhand shuffle by running one card flush on top of
the nine of hearts, injog the next card, and shuffle off. Under-
cut at the injog and throw on top.

4. Repeat your pantomime of studying the spectator’s face
as if to read his innermost thought, take up the seven of clubs,
look at it, and then put it on the top of the pack. The next high-
est card being the five of spades, again you have to run one card
flush, injog the next card, shuffle off, undercut, and throw on
top.

5. Repeat the same process with the three of spades; but with
the ace of diamonds, after placing it at the top, you must injog
the first card, shuffle off, and undercut. When the undercut is
thrown on top, the five cards will now be at the numbers from
the top denoted by their values, and you are master of the
situation. Needless to say, throughout the shuffling you have
refrained from staring at your hands and have kept up a running
fire of entreaties to your subject to concentrate upon his card.

6. Hand the pack to the spectator, addressing him somewhat
after this fashion: “I have obtained from you a distinct impres-
sion of a certain card. If I were to name that card and you
agreed that it is the one of which you are thinking, others would
almost certainly believe that you were merely being complaisant.
There would be no certainty that I really have read your
thoughts.

“For this reason I have arranged matters so that the proof
must be accepted by all—that is, if I have succeeded. The pack
1s in your hands; I cannot tamper with it, and my proof is this:
I have placed your card in a certain position which I could only
have done by knowing what card it is. Please name the card
upon which you have concentrated. The five of spades! I knew
it! And, knowing it is a five, I placed that very card fifth from
the top. Deal four cards face down, please. Now turn up the
fifth card. The five of spades! Thank you, sir; I have never
worked with anyone possessing greater powers of concentration.”

Take back the pack, gather up the cards just dealt face down-
wards, and shuffle the pack. In tricks of this nature it is always
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advisable to carry on at once with another that depends on an
entirely different principle.

THOUGHT STEALER

This trick follows naturally after the preceding feat, since it
duplicates the effect of the other by an entirely different means.
This course should be followed wherever possible when you are
requested to repeat a trick.

1. Turn to one of the spectators and say, “There are skeptics
in every group, and it may well be that in your secret thoughts
you believe that by some hocus pocus the feat you have just
witnessed was not genuine mind reading. If I can divine your
thought will you agree that there is more to this than meets the
eye? You will. Very well, let’'s see if you are as admirable a
concentrator as I think you are.”

2. As you say this, idly run through the pack and remove
these cards

2C 6S 5H 7S 4D QD

one at a time in that order, placing the six of spades slightly
overlapping the two of clubs, the five of hearts overlapping the
six of spades, and so on with the others (Fig. 11).

3. “Now, sir,” you continue, “while I turn my back, I shall
ask you to think of one of these cards. Will you do that?” Turn
away. When the spectator says he is ready, turn around. “Now,
sir, you are the only person in this room who knows the name of
the card you have mentally selected. That is right, is it not?
Good. Then be sure to keep your mind fixed on it.”



24 THE ROYAL ROAD TO CARD MAGIC

Gather up the six cards by sliding them together, retaining
their order, and place them on the top of the pack. Thus the
top card is the two of clubs and the sixth card the queen of
diamonds.

4. Continue, “Once again I shall offer proof that I can actually
read minds.” As you say this, begin an overhand shuffle by lift-
ing the lower half of the deck, run nine cards, injog the next
card, and shuffle off. Undercut at the injog and throw on top.
Your sequence of six cards now runs from the tenth card to the
sixteenth card from the top of the pack.

5. Hand the pack to the spectator, saying, “I shall now offer
my proof. I want you to spell the name of your card mentally
and for each letter in its name I want you to deal a single card.
For example, if you thought of the ace of diamonds, you will
spell a-c-e o-f d-i-a-m-o-n-d-s. Is that clear? Don’t forget the
of.”

When the spectator says that he understands, have him make
the deal and then say: “Now I want you to pick up the last
card you dealt, hold it face downwards and think intently of
the card you chose mentally, which is unknown to the rest of
us. You've done that? Now, for the first time, please name your
card.” The spectator does so. “Thank you. Will you be so good
as to look at the card which you hold?”

He does so and finds that he is holding the very card which he
selected mentally.

The explanation is a simple one. Each card, after the first,
spells with one letter more than the preceding card, thus: two
of clubs (10 letters), six of spades (11 letters), five of hearts (12
letters), and so on. Since there are several cards in the deck
which will fit into each position, you will be able to pick them
out quickly and apparently at random. This subtle principle
should be borne in mind, for there are many effective feats which
can be performed with it.

PINKIE DOES IT

A spectator having freely selected a card, noted it, and re-
turned it to the deck, the cards are thoroughly shuffled. Holding
the deck upright in your left hand, the bottom card facing the
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spectators, place your index finger on the upper end. The chosen
card is named and as you lift your index finger that very card
is seen to rise from the deck clinging to it. The card is shown to
have risen from the middle of the deck, and the spectator may
remove it from that position himself.

1. Hand the deck to a spectator to shuffle, then have him re-
move one card and hand the pack to you. Have him show the
card to others as you turn away.

2. Use the overhand shuffle control to bring the card to the
top, then shuffle it to the bottom and back to the top.

3. Stand with your left side to the audience holding the deck
upright in your left hand, the bottom card facing the onlookers,
between the first phalanx of your thumb on one side, a little
below the middle of that side, and the first phalanges of your
index and middle fingers on the other side. Rub your right fingers
along the upper end of the pack, squaring it, and with the tip
of your middle finger push down a small packet, making a step
at the back of the deck (Fig. 12).

4. Gravely rub your right index finger vigorously on your
left sleeve and then apply it against the top of the deck, holding
the other three fingers flexed. Lift the finger slowly, and nothing
happens. “I wonder what is the matter?” you say. “I expected
your card to rise out of the deck. Oh, of course, it must be named
first! What was your card?”

5. The card is named. Rub your right index finger on your
sleeve again and apply it against the top of the deck, then
straighten out your little finger so that its tip presses against
the top card (the chosen card, now the rearmost card). With
the little finger push the rear card upwards until it touches the
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index finger, then raise the right hand, maintaining the pressure
of the little finger so that the card appears to cling to the index
finger (Fig. 13).

6. When the bottom of the rising card reaches and clears the
top of the stepped packet, push its lower end forward against
the cards in front of the step, and at the same moment press
your left little finger against the bottom of the stepped packet,
squaring it with the deck. Flex your little finger and the card
will remain protruding from the deck.

7. Tilt the deck forward to show that this is actually the case
and invite the spectator to remove his card and the deck and to
examine them carefully—and your index finger, too, if he so
desires.

The rising of a card from the deck has been a favorite feat
with magicians and audiences for many generations. There are
many ways of doing the trick with mechanical means, but this
impromptu method will be found to create as much astonish-
ment as the most complicated mechanical method if you present
the feat as if you, yourself, really believe that the card rises
spontaneously.

A Card and a Number

A chosen card should always be revealed in as striking a
manner as possible. This effect affords a double surprise, for
you divine a number merely thought of and use this number to
find a chosen card.
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1. Have a card chosen by a spectator, noted by him, and re-
turned to the pack. Bring it to the top by using the overhand
shuffle control.

2. Shuffle the cards by the overhand method, running the
chosen card to the bottom and back to the top.

3. Address a second spectator. “Will you please think of a
number between five and twenty? You have one? When I turn
my back whisper your number to the person who selected a
card.” Turn your back, turn the top card—the selected card—
face upwards and dig your thumbnail into it near the two index
corners. This will make a bump on the back of the card which
you will feel with your right thumb when dealing the cards.
Replace the card face down on the top.

4. Turn around and give the pack to the second spectator.
“I want you to deal, silently, cards to the number of which you
are thinking. This will impress that number on your mind and
help me to get the right impression. I will turn away as you
deal” Do so. When he announces that the deal is completed,
instruct him to replace the dealt cards on the rest of the pack.

5. This done, face front again and take the pack. “My trick
is this,” you say. “I shall attempt to read your thoughts and
so get the number of which you are thinking.” As you speak,
shuffle the cards—using the overhand shuffle control, retaining
top stock (see page 10), to keep the upper half of the deck un-
changed.

6. Continue, “As I deal cards, please think intently of your

”»

number.” Deal the cards, one by one, counting them aloud, until
you feel the bump under your right thumb. Let us say that this
is the sixteenth card. Remove it, holding it in your right hand
face downwards.

7. Announce that this is the number he thought of, and when
he agrees ask him, “Do you know how I knew that is your
number?” He will admit that he does not know. Turn to the
spectator who chose the card and ask him, “What was the name
of the card you selected?”” When he names it, slowly turn up

the card you hold. It is that very card!



II

THE RIFFLE SHUFFLE

ms 1s the shuffle ordinarily used by card players, but in spite
Tof its almost universal use it is rarely done neatly or even
smoothly. Nearly always the cards are bent far too much and
then pushed together clumsily. The proper way to execute the
shuffle should be acquired at the outset, not for appearances’
sake alone but because it will enable you later to apply various
secret maneuvers to the shuffle with ease and certainty. Here is
the proper procedure:

1. Place the deck on the table in front of you, its sides paral-
lel with the edge of the table. With your right hand cut off half
the cards and place the packet end to end with the other packet
(Fig. 14).

2. Put your hands on the packets, your thumbs against the
adjacent inner corners, your index fingers resting on the backs
near these ends and your middle, ring and little fingers against
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the outer sides. Your hands thus assume identical positions on
their respective packets.

3. Seize the packets between the thumbs and the middle and
ring fingers. Raise the inner corners with the thumbs, bending

the cards, very slightly against the downward pressure of the
index fingers (Fig. 15).

4. Begin to release or riffle the ends of the cards of each packet
so that they interweave. Regulate this release of the corners so
that a card, or several cards, falls from each packet alternately.

5. When this action has been completed and all the ends of
the cards are interlaced, seize the outer ends of the packets be-

tween the thumbs and the index and middle fingers and push the
packets inwards, telescoping them until they are almost but not
quite flush.
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6. To square the deck neatly and gracefully, place the thumbs
at the middle of the inner side of the deck, their tips touching
one another, and the index fingers against the ends near the
outer corners. Now move the thumbs outwards along the side of
the deck and the index fingers inwards along the ends, and by
their pressure squeeze the cards flush (Fig. 16). When the tips
of the thumbs and index fingers meet at their respective inner
corners, the deck will be squared perfectly.

The riffle shuffle has its greatest use when the performer is
seated at a table. It can effectively be alternated with the over-
hand shuffle.

RIFFLE SHUFFLE CONTROL

To retain a card or cards on the top or the bottom of the deck
by means of this shuffle is a simple matter.

RETAINING A CARD AT THE TOP OF THE DECK

When the cut is made for the riffle shuffle, the card to be re-
tained becomes the top card of the cut packet. Therefore you
have merely to see that all the cards of the left-hand packet
have fallen before you release the last few cards of the right-
hand packet. When the packets are telescoped the required card
will again be the top card of the deck.

A packet of six or eight cards can be retained on the top in
the same way by holding them back until all the cards of the
left-hand packet have fallen. It is not advisable, however, to
use the maneuver with more than that number of cards.

RETAINING THE BOTTOM CARD OR CARDS

In this case the cards to be controlled are on the bottom of
the left-hand packet. In grasping that packet with the left
thumb and fingers, do not seize all the cards; allow a small packet
to remain on the table and raise only the corners of those above
it. The first cards to fall from the right-hand packet will fall on
top of these cards; therefore, when the deck is squared, the card
or cards being controlled will again be on the bottom of the deck.

Sometimes it becomes necessary to add one card to the top of
the deck. This can easily be done by the riffle shuffle. In lifting
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the corners of the left-hand packet, press the index finger on
the top card of that packet and draw it a little over the left
thumb. It is an easy matter then to hold it back until the last
card of the right-hand packet has been released.

RIFFLE SHUFFLE IN THE AIR

It is surprising that in this nation of bridge players so many
persons who know how to make a neat riffle shuffle at the table
do not know how to make the same shuffle away from a table.
To be able to riffle shuffle in the air is a particularly useful
weapon for the card conjurer who has to perform under varying
conditions. This form of the riffle shuffle is not difficult, but it does
require some practice to perform it neatly.

1. Take the pack face downwards in the right hand with the
thumb at one end, the middle, ring and little fingers at the other,
and the index finger bent so that its nail rests against the middle
of the back of the top card. Turn the pack to a vertical position
with the thumb at the top and the faces towards the left.

2. Place the left hand, palm upwards, a couple of inches to
the left of and a little above the tips of the right fingers. Bend
the middle of the pack outwards by pressing outwards, with the
right forefinger at the middle and the thumb and fingers inwards
at the ends. Allow about half the cards to fall forward onto the
left fingers in a horizontal position (Fig. 17).

3. Place the tip of the left thumb momentarily on the back of
this packet and move the left forefinger up to take its place.
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4. With the tips of the right fingers bend the left-hand packet
upwards and place the left thumb on the middle of its upper
end. The two packets are thus held facing each other and with
exactly the same grip by each hand—thumbs at the top, index
fingers at the middle of the backs, and the other three fingers
gripping the lower ends (Fig. 18).

5. Turn both hands palm downwards, bend the ends of both
packets upwards by pressure against the forefingers, and hold
the packets with the inner ends close together in the shape of a
shallow V, the point of which is away from the body.

6. Allow cards to slip from each thumb alternately, interlac-
ing the corners.

7. Press the packets flush by bringing the hands together, and
square the pack.

If the positions are taken correctly it will be found that the
lower end of each packet will be held firmly between the first
phalanx of the index finger at the back and the first phalanges
of the other three fingers at the face. The grip must be held
firmly until all the cards have been riffled off by the thumbs.

TRICKS WITH THE RIFFLE SHUFFLE
AN INSTINCT FOR CARDS

The purpose of the riffle shuffle is to mix the cards thoroughly,
its very essence being that after a genuine shuffle the position
of any particular card cannot be known. You may therefore find
it hard to believe that a card unknown to you can be placed
anywhere in the deck and the cards then genuinely riffle shuffled
and cut, yet you can infallibly find that card and reveal it. The
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secret 1s so ingenious, and still so simple, that this is one of the
few feats which can be repeated without fear of discovery. The
only skill required is the ability to riffle shuffle the deck.

Preparation. Place the thirteen cards of one suit, say dia-
monds, in sequence from ace to king, at the top of the deck. Put
the deck in its case and the case in your pocket.

Procedure. Here are the steps in this trick:

1. Take the case from your pocket and remove the cards and
shuffle them, retaining the diamond sequence atthe top by
means of the overhand shuffle control, retaining topstock. Cut
off about two-thirds of the deck and complete the cut. The se-
quence of diamonds will then run from about the twentieth card,
the ace, to the thirty-third, the king.

2. Place the pack before a spectator, request him to cut it,
remove the card he cuts to, replace the cut, and square the deck
perfectly. You may add, “Better cut somewhere near the middle,
so that I cannot possibly know the card to which you cut.” But
even without this admonition most people will cut somewhere
near the middle, between the twentieth and thirty-third cards;
thus they are sure to remove one of the diamonds. Turn away
and move a pace or two from the table so that no one can sus-
pect you might see the card.

3. With your back still turned, instruct the spectator to show
the card to everyone; then cut the pack anywhere he likes, re-
place the card at that point, square the deck, and give it a riffle
shuffle.

It is most effective to have the spectator himself make the
shuffles and cuts, but if there is no one present who can shuffle
cards neatly you may make the shuffles yourself. In such case
call particular attention to the genuineness of the shuffles.

4. Next have the spectator cut the pack and complete the
cut, riffle shuffle again, and finally cut again and complete the
cut. Under these conditions you will find that everyone will be
confident that you cannot possibly discover the selected card.

5. Turn around and take the pack, run through it slowly,
glancing at the spectator from time to time as though studying
his expression. You will find that despite the shuffles and cuts,
which seemingly mix the cards indiscriminately, actually the
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diamonds have been distributed among the other cards in se-
quence, with each succeeding higher value to the right. This is
because the first shuffle distributed them through half the deck
and the second shuffle throughout the entire deck. The cuts, of
course, do not have any effect upon the sequence, though they
may affect its starting point.

When the chosen card was replaced in the pack, it was not
placed at the point from which it was taken; therefore, in order
to find it, look for one card of that suit which is out of sequence.
Let us say that you find that the diamonds run in the following

order:

4-5-6 -K-7-8-9-10-J-Q-A-2-3

The chosen card is the king, the only card out of sequence.

6. Remove the king and place it face downwards on the table.
Rub it gently with the tip of your right second finger and have
the selected card named. Turn the card face upwards showing
that you have the correct card.

This perplexing feat may also be performed with the pack in
hand. With the diamond sequence at the center, spread the cards
and have one removed, making certain that it is taken from
among the diamonds, an easy enough matter. Have it replaced
at a point other than that from which it was taken. The rest
follows as in the out-of-hand method.

MIRROR OF THE MIND

This is another method of performing the preceding effect, but
here the necessary preparation is made more quickly. The method
1s not so clean-cut, but we give it as an alternative procedure.

Preparation. Place the thirteen cards of one suit, say hearts,
in any order on the top of the pack. Note and remember the top
card, which we shall assume is the six of hearts. Put the deck in
its case and the case in your pocket.

Procedure. The method is as follows:

1. Take the cards out of the case and make the overhand
shuffle control, retaining top stock, thus retaining the hearts on
the top.

2. Hand the deck to a spectator, turn your back, and move
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away a pace or two. Request him to deal any small number of
cards, from one to twelve, face downwards on the table, urging
him to do this silently so that you cannot count the cards dealt.
When he has done this, tell him to look at and remember the next
card and replace it on the cards he still holds, then pick up the
packet of dealt cards and place it on top of all. The bottom card
of this packet is your key card, the six of hearts, the first card
dealt, and it is now directly above the chosen card.

3. As in the preceding feat, have the pack riffle shuffled twice,
with a completed cut after each shuffle.

4. Take the pack and spread the cards face upwards on the
table from left to right. Have the spectator grasp your wrist, then
pass your hand over the line of cards from end to end, urging him
to concentrate upon his card. When you see your key card, the
six of hearts, look for the next heart fo its right, this will be the
chosen card. Move your hand away from this card and then
abruptly, as though drawn by a strong magnetism, place your
forefinger upon it and push it out from the spread.

ULTRA CARD DIVINATION

There is a fascination in the thought that the future can be
foretold, and this trick capitalizes on this interest in divination.
You write down the name of a card and place the memorandum
to one side. A card is selected, and this is the one you prophesied.

1. Borrow a pack of cards and, holding it face upwards, count
the cards into your right hand, reversing their order in the count,
under pretense of making sure that it is a full deck. Note the
thirty-fourth card and remember it, because this card, which will
be thirty-fourth from the top of the pack after the count, is the
one you will “predict.”

2. Take a slip of paper and on it write the name of the thirty-
fourth card. After writing the prediction, fold the slip twice and
then stand it on the edges with the pencil underneath it (Fig. 19).

3. Cut off about half the pack, but not more than twenty-six
cards, and have these shuffled and spread face downwards on the
table.

4. Address a spectator, saying, “Kindly push a card out of the
spread.” When he has done so, have a second and third spectator
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also push out a card. Gather the rest of the cards and replace
them on the pack.

5. Hand the deck to still another spectator and have him turn
the first of the three cards face upwards. Instruct him to deal as
many cards below it, face downwards, as may be needed to bring

its value to ten. For example, if the card is a seven, he will deal
three cards. If a two, he will deal eight cards. But if the card is
a court card it is arbitrarily called a ten, and in this case no
cards are dealt because none are needed.

6. Have the same done with the other two cards.

7. Now tell the spectator to add the values of the three cards
which were selected and deal that number of cards from the pack
and place the next card aside.

8. Point out that the card has been selected in the fairest pos-
sible manner. “Before you even touched the cards,” you say, “I
wrote the name of a card on a slip of paper and thereafter never
touched it.” Lift the pencil with the slip on it and offer it to the
spectator. “Will you read what I wrote?” He reads aloud the
name of the card. Slowly turn the card face upwards. It is the
card which you predicted!
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FLOURISHES

LOURISHES are certain movements with the cards which do
Fnot come under the heading of sleights, since they are done
openly. In general they are used to show elegance in handling the
cards; sometimes, however, they serve a more useful purpose,
that of misleading the audience as to the moment when an effect
is really brought about. Used in moderation they are a decided
asset to the card conjurer, but when carried to extreme lengths
they defeat the very object that the magician should always have
in mind, namely, that the effects he produces are done by magic
and not by skill. A series of brilliant flourishes leaves only the
impression of juggling skill on the minds of the onlookers, and
the performer’s feats are dismissed by them with the remark,
“He’s clever with his hands.” The simple flourishes which follow
are legitimate, for some of them are already in fairly general use

among card players.

DISPLAYING THE ToP CARD

A, For Intimate Performances. Instead of taking the card off
the pack with the right hand to show it to the onlookers, make
the following moves:

1. Hold the pack in the left hand in dealing position.

2. Push the top card off about an inch to the right with the
left thumb.

3. Bend the top phalanx of the index finger under the card,
near the upper right corner, and bend the same phalanx of the
middle finger on the back of the card, which is thus gripped
between the two fingers (Fig. 20). Insert the tips of the ring and

37
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little fingers under the card and with them grip the rest of the
pack.

4. Extend the index finger and middle finger, carrying the card
away to the right and turning it face upwards in the action. At
the same time press the thumb on the back of the pack (Fig. 21).

This pretty little flourish can be used to good advantage for
counting off a small number of cards when it is necessary to
name them as they are counted. Each card is taken by the right
hand as it is flicked off and turned face upwards by the left hand.

B. For Intimate Performances. When a chosen card has been
found, for example after dealing to a certain number or on the

last letter after having spelled its name, the following is a neat
method for displaying it:

1. Push the card off with the left thumb and take it by the
middle of its right side between the top phalanges of the right
middle finger on its back and of the ring finger on its face
(Fig. 22).
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2. Place the tip of the right thumb on its face and turn the
card to a vertical position between the tips of the thumb and
middle finger, bringing the face of the card toward you (Fig. 23).

3. Place the tip of the index finger on the face of the card and
move the thumb to the back. Release the middle finger and with
the thumb cause the card to revolve, bringing its face outwards
and toward the spectators (Fig. 24).

This intriguing little flourish provides a momentary pause and
thus heightens the climax, which is the revelation of the card.
Also, since it brings the face of the card toward you first, you
gain a precious moment in the event of a mishap which should

be a very rare occurrence, but accidents will happen to the most
careful of card conjurers.

C. For Platform Performances. On the platform this would be
your handling:

1. Push the card off with the left thumb and grasp it at the
inner right corner between the right thumb and index finger,
holding as little of the card as possible.

2. Move the card slowly to your right, so that it does not
obscure your face. Hold it at about shoulder height, turning it

vertically face outwards.

THE RUFFLE

The object of this flourish is to produce a crackling sound with
the cards at the moment that some feat of magic is accomplished.
The purpose is to mislead the audience into the belief that the
feat is actually done at that moment.

A. With Both Hands. Proceed as follows:
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1. Hold the pack in the left hand, as for dealing, but with its
outer end protruding about an inch over the index finger.

2. Press the left thumb firmly down on the middle of the back
of the top card and with the tip of the right middle finger bend
the outer ends of all the cards upwards about an inch (Fig. 25).

3. Release the ends of the cards by drawing the right hand
away sharply. Being freed thus in rapid succession, the cards
strike one against the other and produce the sharp crackling

sound required.

Some performers get into the habit of using this flourish almost
continuously with neither rhyme nor reason. This is not only
inartistic but also irritating to the audience, and it betrays
nervousness on the part of the performer. The flourish should be
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used only for the purpose of misleading the onlookers as to the
moment when a certain effect is supposed to take place.

B. With One Hand. In this case the method is somewhat dif-
ferent:

1. Hold the deck in the left hand as for dealing.

2. Bend the index finger under the deck and with the first
phalanx of the middle finger bend the cards downwards toward
the palm of the hand.

3. Allow the cards to slip off the tip of the middle finger by
bending that finger inwards, producing a prolonged crackle (Fig.
26).

A slight wave of the hand will cover the action.

C. With a Single Card. Sometimes it is desirable to produce a
similar sound with one card—for example, when one card is

apparently changed to another. To do this, hold the card in
either hand between the index finger and thumb. Rest the other
three fingers, one above the other on the index finger. To produce
the required sound, press the three fingers inwards and let them
escape and strike against the card in rapid succession (Fig. 27).

THE CLICK

A single sharp clicking sound can be produced at any moment
desired in the following way:

1. Hold the pack in the left hand as for dealing.

2. Bend the ring finger under the deck and with the tip of the
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little finger bend two or three of the bottom cards downwards and
inwards against the bent ring finger (Fig. 28).

3. Press outwards with the ring finger and let the cards escape
by moving the little finger away. A sharp click will be heard as
the cards strike against the bottom of the deck.

SPREAD AND TURNOVER

A, On a Cloth-Covered Table. This flourish has a very pretty
effect as a preliminary to the execution of an opening trick. The
cards are spread on the table in a row showing the backs, then
they are turned over simultaneously to show the faces.

Two conditions are required for perfect results: first, the table
used must have a cloth on it to provide the necessary friction to
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prevent the cards from sliding; second, the cards themselves must
be in good condition.

1. Place the pack on the table toward your right, the sides
parallel with the edge of the table nearest you.

2. With a swift movement of the right hand to the left, press-
ing down slightly on the top card, spread the cards, thus causing
a separation of about an inch between each card and the one
following it (Fig. 29).

3. Slip the index finger of the right hand under the card at the
extreme right and turn it over in the direction in which the cards
lie. This action will cause all the other cards to turn over.

When facility has been acquired in spreading the cards in a
fairly long line, the knack of spreading them in an arc of a circle
will give you little trouble. The effect of the turnover is then
much prettier.

The spread may be used for a very attractive flourish, first
described by Robert-Houdin in 7The Secrets of Conjuring and
Magic (1868). A comparatively recent addition makes the little
feat even more effective.

1. After spreading the cards in a long line on the table length-
wise, in such a way that about two-thirds of each card is covered
by the one above it, slip the right index finger under the first
face-down card.

2. Turn this card to an upright position.
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3. Take one card in the left hand, hold it vertically with its
sides parallel to the table top, and place the middle of its lower
side on the top edge of the upright card (Fig. 30).

4. Draw this card toward the left, pressing it lightly on the
top edge of the other cards as they move up into a vertical
position. All the cards turn over in succession.

5. On reaching the other end of the line, do not let the cards
fall flat. Move the card in the left hand back in the opposite
direction and turn the line of cards face downwards as at the
start.

If the cards have been spread carefully, the flourish may be
repeated several times before letting the cards fall flat in their
original position. The effect is intriguing.

B. On a Bare Table. For this flourish proceed as follows:

1. Grasp the pack at the ends between the right thumb and
the middle and ring fingers, pressing the tip of the index finger
on the middle of the pack.

2. Pull the ends of the deck upwards with the thumb and two
fingers, at the same time pressing downwards with the index
finger.

3. Place the pack on the table so that only the middle part of
the bottom card touches the table surface (Fig. 31).

4. Move the cards from left to right swiftly, allowing the ends
to slip off the tips of the fingers and thumbs, and at the same time
maintaining the pressure of the index finger on the back of the
top card. The result will be the formation of a perfect and sym-
metrical ribbon of cards, accompanied by a light riffling sound
which is very effective. The length of this ribbon spread will be
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governed by the amount of pressure exerted by the index finger.

Note that in this case the cards are spread sideways, not length-
wise as in situation A. The method may also be used on a cloth-
covered table. It is excellent for use when a card is reversed at
or near the bottom of the pack (see page 13). In starting the
spread, let half a dozen cards slip off the thumb and fingers before
moving the hand, so that these cards will be bunched together
and prevent the reversed card from being seen. The onlookers
will be convinced that all the cards are face downwards without
your commenting on this fact.

GATHERING THE RIBBON-SPREAD PACK

When (as in A above) the cards have been spread, turned face
upwards, and face downwards again—or when (as in B) they
have been ribbon-spread for the selection of a card—the whole
pack can be gathered with a rapid sweep of the right hand. To
do this, slip the fingers of the right hand under the lowermost
card at the extreme end of the line and slide it under all the
others, following the line of the pack. The cards are all brought
into the hand, the thumb falling on the last card.

The action can be made as rapidly as you wish with perfect
safety.

SPRINGING THE CARDS

This is a favorite flourish with card conjurers, and when well
done the effect is brilliant. With the hands held apart the cards
are made to leap from one hand to the other. The moves are as
follows:

1. Hold the pack in the right hand, by the ends, between the
thumb and the middle and ring fingers.

2. Bend the cards by squeezing on the ends, so that the convex
side of the pack is toward the inside of the hand. They will then
naturally tend to spring from the fingers.

3. Place the left hand about six inches away from the right
hand, in position to catch the cards; continuing the pressure on
the pack, allow the cards to escape, one by one, and catch them
in the left hand (Fig. 32).



46 THE ROYAL ROAD TO CARD MAGIC

The distance between the hands can be increased with practice,
and the flourish should be accompanied by a swing of the body
toward the left, so that the hands describe an arc of a circle.

The right hand should follow the last card and be brought against
the cards in the left hand with a loud smack.

A FLOURISH COUNT

This is a striking method of counting a small packet of cards.
1. Hold the packet vertically in the left hand between the
crotch of the thumb and the outermost joint of the middle finger.

2. Push the top card to the right with the tip of the left thumb,
pivoting it on the middle finger at the middle phalanx, until it
projects at right angles from the packet (Fig. 33).

3. Remove this card and repeat for each remaining card.
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THROWING A CARD

It is often necessary to throw a card or cards out to the audi-
ence. When this is done with neatness and precision it creates a
marked impression of the performer’s dexterity. The flourish
depends on a little knack by means of which the card is made to
revolve rapidly in its own plane. To do this:

1. Hold the card in your right hand, near the outer end,
between the forefinger and the middle finger (Fig. 34).

2. Draw the hand back near the left breast, bending the wrist
inwards. Extend the arm rapidly, letting the card go but at the
same moment giving it a spinning motion by a sharp backward
jerk of the hand. It is this spinning motion in the card’s own
plane that carries the card to a distance; otherwise the resistance
of the air would cause it to fall at your feet.

When throwing cards to an audience, slant them upwards so
that, their velocity expended, they flutter down upon the spec-
tators.

By starting the throw at an upward angle of about forty-five
degrees and throwing the card only a couple of yards, the card
can be made to return to your hand so that you can catch it with
the tips of the fingers. This very pretty effect, known as the
boomerang card, is the basis of several fine tricks with cards.
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WATERFALL SHUFFLE

This is a flourish applied to the riffle shuffle. It has come into
common use among card players, and its use by the card conjurer
is therefore entirely justified.

1. Proceed exactly as described for the riffle shuffle, inter-
lacing the ends of the two packets for about half an inch.

2. Place the thumbs on the back of the packets at the point of
junction, and slide the middle, ring, and little fingers under the
outer ends of the packets, at the same time moving the hands
toward each other and bending the packets (Fig. 35).

3. Raise the hands and the pack about breast high, maintain-
ing the pressure of the thumbs and fingers; then, by slightly
relaxing the pressure of the hands on the outer ends of the cards
and at the same time continuing the downward pressure of the
thumbs, allow the cards to fall from the bottom separately onto
the fingers of both hands held together (Fig. 36).

In making the preliminary shuffle the cards should be allowed
to fall as nearly as possible in regular rotation, a card from one
hand falling on a card from the other. The cards should be inter-
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laced just sufficiently to be held in position by the thumbs, for
the higher the arch that is formed the longer and more effective
the fall of the separate cards becomes.

THE FAN
This useful method of displaying cards also makes possible a
very fine card control and force which we shall mention later.

1. Hold the pack in the right hand at the inner end, between
the index and middle fingers at the face and the thumb on the
top, all the fingers paralleling the inner end (Fig. 37).

2. Place the left hand at the outer end in the same position,
the fingers below and the thumb above and paralleling the end.
Spread the cards in an arc with the left thumb as the left fingers

draw the cards to the left, the bottom cards being the last to be
fanned. Straighten the right fingers so that the cards will pass
over them as they are fanned.

The completed fan appears as in Fig. 38.
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ONE-HAND FAN

This surprising flourish is particularly effective, the cards
spreading into a wide fan in a flash. It may be performed with
either hand.

1. Hold the pack vertically in the right hand, between the
middle phalanges of the middle and ring fingers at one end and
the thumb at the other. Rest the index and little fingers lightly
at the sides (Fig. 39).

2. Hold the pack upright by a pressure of the fingers at the
sides and remove the thumb, placing its tip at the middle of the
back.

3. Remove the index and little fingers, grasping the pack be-
tween the tips of the ring and middle fingers at the face and the
thumb at the back.

4. Spread the cards in a fan by an opposite pressure of the
thumb and fingers very similar to that used in snapping the
fingers. When the cards are completely fanned they are grasped
by the index finger only, at the face, with the fan resting along
the palm and the length of the thumb at the back.
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A reverse action closes the fan, bringing it to its original
position.

The knack of making the one-hand fan is not easily acquired,
but as with all things practice makes perfect.

THUMB FAN

This graceful flourish should be performed with cards in good
condition. It is not only pretty to see, but makes possible a
version of the famous diminishing cards trick (see page 276).

1. Hold the pack at one end between the left thumb, above, and
the index finger, below.

2. Place the right hand over the pack and press the tip of the
thumb firmly against the left side near the outer corner.

3. Sweep the thumb in a circle to the right, drawing the top
cards with it and spreading those below them in a fan. The
thumb exerts a diminishing pressure, as it sweeps to the right,
which is quickly learned.

A small fan is formed by placing the tip of the left thumb at
the inner right corner in grasping the pack. A larger fan is made
by placing the thumb at the inner left corner. To make a rosette,
place the thumb at the center of the pack.

By securing one of the modern colorful bridge packs, many
pleasing patterns can be formed by fanning the cards by this
method and by grasping the pack at the four corners—in which
case, when the outer corners are grasped, the fan is made in
reverse, that is, by moving the thumb from right to left.
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PRESSURE FAN

This modern two-handed method of making a fan insures an
absolutely symmetrical fan.

1. Hold the pack at the ends between the right thumb and the
middle and ring fingers, the first finger curling at the top (Fig.
40).

2. Place the pack in the crotch of the left hand, the tip of the
left thumb resting on the inner left corner at the back, the index
finger slanting diagonally across the face of the pack.

3. Bend the cards downwards over the left index finger, and
spread them in a fan by sweeping the right hand in a circle to
the right, allowing the cards to slip from under the finger tips
(Fig. 41).

This handsome flourish is useful in offering the cards for a
choice.



IV

THE GLIDE

ms sleight is one of the easiest and most useful to the card

magician. In its original form it was used merely to substi-
tute one card for another, but since the turn of the century other
and excellent uses of the sleight have been evolved, some of
which we shall describe. The basic action of the glide is this:

1. Hold a pack of cards face downwards in the left hand—the
thumb at one side, the fingers at the other—its outer side pressing
against the middle phalanx of the index finger, near the outer
left corner, and the first (innermost) phalanx of the little finger.
Rest the tip of the ring finger lightly against the middle of the
face card. The third (outermost) phalanges of the index and
middle fingers are bent inwards but take no part in the action to
follow.

2. Press backwards with the tip of the ring finger, forcing the
face card back about an inch and making it protrude beyond the
inner end of the deck (Fig. 42). This shows the sleight as seen
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from below; viewed from above, the cards appear to be in normal
position, the protruding card being concealed by the back of
the hand.

3. Bring the right hand palm upwards over to the deck, press
its middle finger tip against the outer end of the second lower-
most card, which is now exposed, and draw this card outwards
about an inch; then seize and remove it with the aid of the
thumb. Finally move the left little finger backwards and with it
press the protruding card flush with the deck.

A little practice will show that the sleight is an easy one to
do, yet it must be performed smoothly and without looking at
the hands.

To illustrate the uses to which the glide can be put, we shall
describe first an extraordinarily good trick known as Design for
Laughter.

DESIGN FOR LAUGHTER

This is a trick in which the magician appears unknowingly
to have made a mistake which insures the failure of his feat.
The more certain the spectators are of this, the more they enjoy
his predicament and the more astonished and appreciative they
are when the trick proves to be successful after all.

1. First shuffle the pack, then have a spectator choose a card
freely. Have him show the card to everyone while you turn your
head away. This is important, for all must know the card or they
will not enjoy the feat. Next have the card replaced and control
it to the top of the deck by means of the overhand shuffle control.
Finally shuffle the chosen card to the bottom and leave it there.

2. Place the deck on the table before you and announce what
you propose to do somewhat after this style: “One of the most
difficult feats with cards is that known as the location by cut.
Let me show you what I mean.” Turn to the spectator who chose
the card, saying, “Will you assist me, sir? I must make two
conditions, however—first, that you will not at any time name
your card or give me any indication that I have discovered it;
second, that when you cut the cards, as I shall instruct you, you
will say to yourself, ‘This I cannot fail to do.” That, of course, is
an application of the principles of Dr. Coue, the eminent French
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psychologist, to feats of skill with cards. It is surprising that,
when a person cuts with complete confidence, he will actually cut
to a card which he has chosen and which has been shuffled into
the pack.”

3. Gravely describe a circle around the deck with your ex-
tended index finger, then move your finger to make a cross above
it. “I now ask you to cut off about one-third of the cards as you
say to yourself, ‘This I cannot fail to do. Fine! Place the cut
here.” Indicate that he is to place the packet to the right of the
deck. “Now cut off about half the remaining cards, using the
same formula, and place them to the right of the first cut. Thank
you.”

There are now three packets on the table and the chosen card
1s at the bottom of the left-hand packet.

4. Square the packets carefully and continue, “There can be
no doubt that you have cut at your card. However, I cannot know
which of the cards is your card, so I must again ask you not to
give me any indication by word or gesture as to which it may be.”

Pick up the right-hand packet face downwards in your left
hand in position for the glide. Turn it so that the face card can
be seen by everyone, glance at it, and say, “This is not your
card.” Turn the packet face downwards, draw out the face card
and place it face downwards at your right on the table. Drop the
remainder of the packet on the right-hand packet of the two on
the table.

5. Pick up this combined packet in the same manner, lift it to
show the face card, look at it yourself, and say, “Nor is this
your card.” Draw it off and lay it face downwards beside the
first tabled card.

6. Place the combined packet on the one remaining on the
table, pick up all the cards, holding them ready for the glide, lift
the pack, and show the face card. It is the chosen card, but you
keep a poker face and say as you execute the glide and remove
the next card, “Apparently you lack confidence in yourself, for
that is not your card either.”

In spite of your previous instructions, someone may try to
interrupt you at this point, for everyone sees that it is the chosen
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card. If so, take no notice and at once draw out the next card
above the glided card and use it as a pointer. Touch each of the
three tabled cards in turn counting, “One, two, three cards and
none of them yours.” Replace this pointer card on the face of
the deck and lift the deck so that all can see it. This subtle move
not only conceals the chosen card but finally convinces the on-
lookers that the chosen card has been placed on the table.

7. Turn to another spectator and ask him to name a number,
say between five and ten. “The chosen card will infallibly be at
that number,” you say. Suppose seven is named. Still holding the
deck face downwards, draw out the face card and deal it face
upwards on the table, counting “One.” Execute the glide and
draw out the card above it, deal it on the table, and count “Two.”
Continue to draw out and deal indifferent cards to the count of
“Six.” Then draw out the glided card and hold it face downwards,
counting “Seven.”

“Here is your card,” you say confidently. “Will you now for
the first time name your card?”

8. The spectator names the card you hold. Here is where your
ability to act convincingly will be of prime importance. Pretend
to be taken aback upon hearing the card named. Repeat its name
and glance covertly at the card on the table which the spectators
believe to be the chosen card.

Usually at this point someone, with no little glee, will tell you
that the chosen card is on the table and that you have made a
mistake. Occasionally, because of courtesy, no one will fall into
the trap. In either case, after a moment you brighten and say,
“That’s right. Here’s the card!” Turn over the card you hold and
show that it is the required card.

It is at this point that the trick is most enjoyable. You will
find invariably that someone will reach for the tabled card, which
should be, but is not, the chosen card. The laughter and puzzle-
ment which this action provokes will repay you a hundredfold for
the slight effort you have made in mastering the trick.

THE OBSERVATION TEST

The glide, as we have shown, is a useful sleight with which
many effects can be had. Here is another use to which it can be
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put—one that enables you to vanish one card and make another
appear in its place.

1. Shuffle the pack, have a card drawn and noted, and when
it is replaced control it to the face of the pack by means of the
overhand shuffle control.

2. Turn the pack with the face toward yourself, so that no one
can see the cards, and run through them, removing the four two-
spots and placing them at the face of the pack in black, red,
black, red order. “This is a test of your powers of observation,”
you explain. “I shall use the four two-spots to make the test.”

3. Remove the five cards at the face of the pack without
showing how many you take. Turn them face downwards and
hold them in the left hand in readiness for the glide. The top
card is the chosen card, and under it are the four two-spots.

4. “T shall ask you to remember the sequence of the colors,”
you continue. Remove the bottom card with the right hand and
deal it face upwards on the table, calling its color, “Red.”

5. Deal the card now at the bottom face upwards on the first
card in the same way. “Black.”

6. Glide back the card now at the bottom. Remove the two
cards above it as one by grasping them at the outer end between
the right thumb, above, and the fingers, below. As they are drawn
from the left hand, press against their sides with the left index
finger and thumb, thus keeping the two cards in perfect align-
ment. Deal these two cards face upwards as one upon the first
two cards, saying “Black.” The cards should be dealt neatly one
on top of the other.

7. Take the last card, saying, “And this naturally must be
red.” Show it, drop it face upwards on the other cards. You have
shown four cards and all are two-spots. Pick them up, square
them with the face toward yourself, and mix the cards without
revealing how many you hold. Be sure that the chosen card is
third from the top when you finish. “A good mixing,” you say,
turning them face downwards. Take them in your left hand in
readiness for the glide.

8. ‘I'll do that again.” Repeat the actions from step No. 4
through step No. 6 and you will hold one card face downwards
in your left hand. This is the chosen card.
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9. Place it face downwards to your right. Pick up the other
cards, place them on the pack, and hold the pack in your hands.
“This is where I test your powers of observation,” you explain.
“You see, I made you think that you should observe the color of
the cards as I dealt the two-spots. That was a trick, for now I
want you to tell me the suit of the last card.” As you say this,
idly cut the pack, thus burying the other cards.

10. The spectators may succeed or fail in naming the proper
two-spot, but, no matter what their answer, you say, “I'm sorry,
but you were observing the colors so closely that you failed to
notice the values of the cards.” Have the chosen card named,
turn the card on the table face upwards, and show that it is not
a two-spot, as expected, but the chosen card.
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THE GLIMPSE

n magic the term glimpse is applied to the act of sighting and
I taking note of any particular card secretly. There are many
ways of doing this; some of the methods have graduated into the
conjuring class from the gaming table and require considerable
skill to execute properly. The best of these will be considered
later. In the meantime let us take up first the one that is most
easily acquired.

Bottom-Card Glimpse 1

We shall suppose that you have handed the deck to a spectator
to be shuffled. When he has done that, hold out your right hand
to take back the deck, purposely holding it rather high so that he
will have to raise his hand to give you the deck. Take the pack
with your thumb underneath it on the face card, your fingers on
the back. At that moment it is natural for you to glance at the
cards, and by tilting them ever so little with the thumb you can
glimpse the index of the bottom card at the inner left corner
(Fig. 43). Immediately look at the spectator and address him
with some such short remark as this, “You are satisfied that you
have mixed the cards thoroughly?”

Do not tilt the pack so far that the whole of the face card is
visible to you. Slope it just enough to see the index only. Also do
not turn your gaze toward the pack as you tilt it; you should be
looking at the pack only as you take it. Get the glimpse and
then look at the spectator. Make the action a natural one, and
no one will have the least suspicion that you have seen the bot-
tom card.

Immediately after making the glimpse, execute an overhand

59



60 THE ROYAL ROAD TO CARD MAGIC

shuffle, controlling the sighted card by keeping it at the bottom or
sending it to the top of the pack.

Sometimes the spectator will play into your hands. Many lay-
men make the shuffle roughly, and often you can glimpse the

bottom card either as the shuffle is made or as the cards are
being squared after the shuffle. Always make a point of watching
for this. If you do not sight the card, then resort to the method
explained above.

BOTTOM-CARD GLIMPSE 11

This is a bold method but a good one.

Offer the pack for shuffling and when it is returned hold it face
downwards at the ends between the right thumb and fingers. Say:
“Kindly notice—nothing up my sleeves,” and draw back the

right sleeve with the left hand. As the right arm is extended, tilt
the pack enough to enable you to glimpse the index of the bottom
card.
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BoTTOM-CARD GLIMPSE 111

Offer the pack for shuffling and when it is returned hold it in
the left hand as for dealing, face downwards. Thumb off about
a dozen cards from the top and take these in a fan in the right
hand, letting it be clear that you do not see the faces.

Hold the hands well away from your body as you say, “You
will certify that these cards are well mixed?” Run your left index
finger over the faces of the fanned cards, from right to left, with
the back of the hand toward yourself (Fig. 44). Note the bottom
card of the pack, which faces you, and instantly avert your gaze.
Your eyes must not dwell on the card but flick it in passing.

Replace the fanned cards on the deck in the left hand.

ToP-CARD GLIMPSE I

Take the pack in the left hand, as for dealing, but with the
index finger curled up over the outer end and the thumb lying
flat against the left-side edge.

Gesture to someone, saying, “Will you help me?” As you make
this gesture, turn the back of the hand uppermost, bringing the

deck face upwards. Push the top card to the right with the left
fingertips; this will expose the inner index (Fig. 45). Return the
hand to its original position.

Riffle shuffle the pack, retaining the top card in position but
making sure that the original bottom card is lost near the bottom
of the pack in the event that someone may have noticed it and
may be following it.
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FAN PEEK

This is a method of ascertaining which card a spectator chooses
from among a number of cards.

Hold the cards vertically and thumb them from the left into
the right hand, inviting someone to touch any card and remember
it. Place the left thumb against the lower edge of the card he
touches, at the index corner, and drop the hands somewhat, never
glancing at the cards.

Raise the fan again, saying that you wish him to be sure to
remember his card, and instantly raise the index corner with the
thumb, glimpsing the index (Fig. 46), and remove the thumb.
Close the pack and hand it for shuffling.

Wherever possible a chosen card should be glimpsed by one or
another of the methods given above as soon as possible after its
replacement in the pack. In the event that the card is accidentally
lost, or if a spectator insists on being allowed to shuffle the cards
himself, knowledge of what the card is still leaves you master of
the situation.
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For other methods of glimpsing, refer to the palm glimpse
(page 88) and the double-lift glimpse (page 143).

To illustrate the usefulness of the glimpse there is no better
trick depending on it than the one next described.

TRICKS WITH THE GLIMPSE

Gray’s Spelling Trick

A spectator replaces a selected card in the pack, which 1is
honestly squared and shuffled. The name of the card is then
spelled mentally by the spectator, who applies one letter to each
card dealt by the magician. On reaching the last letter the
spectator calls “Stop!” He names his card. The last card dealt
1s turned face upwards and proves to be the very card he selected.

1. Hand the deck to a spectator and have him shuffle the cards
thoroughly. Take the pack back, glimpsing the bottom card, and
then shuffle overhand retaining the card on the bottom. Suppose
this card is the five of spades.

2. Spread the pack and have a card freely chosen, noted by
the drawer, and shown to several persons near by. This is a
precaution it is wise to take, because it gets others interested and
prevents any subsequent misnaming of the card, either by care-
lessness or by design.

3. Holding the deck by its sides at the tips of your thumb and
your middle and ring fingers, draw out the lower half with your
right thumb and middle finger, making what is termed an under-
cut. Let the packet in your left hand fall onto the palm, and hold
out that hand for the replacement of the chosen card on top.
Immediately drop the right-hand packet on it and square the
deck openly.

Be careful to hold the right-hand packet face downwards, and
do not glance at it. Some performers take the glimpse of the
bottom card at this time. A very bad practice, widely open to
detection.

4. The position now is that the chosen card is in the middle of
the deck, with the glimpsed card, the five of spades, immediately
above it. Shuffle overhand in this manner: Lift the whole pack and
freely shuffle off about one-third of the cards, let about another
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third of the cards fall in a block, and then shuffle the remaining
cards freely. Thus the two cards, the glimpsed card and the
chosen card, must remain together in the middle. It is true that a
casual shuffle is not likely to separate them, but it is best to be
certain.

5. Square the cards and say, “Some people imagine that a
magician can steal a card out of the pack without anyone seeing
him do it. Let me show you that your card is still buried among
the other cards.” Turn half left, hold the deck in your left hand,
the bottom card facing the spectators, and push the cards off one
by one, with the left thumb taking them with the right hand.
Do this at a fairly rapid pace, but not too fast. As you begin,
say, “You might think I detect your card by your expression
when you see 1it; therefore I shall not attempt to watch you.”
This is your excuse for looking at the cards as you run them off.,

6. Watch for the index of the five of spades. The moment you
see it, note the card you have just taken in your right hand,
which will be the chosen card. Let us suppose that this card is
the ten of hearts. Begin at once to spell ten of hearts mentally,
saying to yourself ¢ for the ten of hearts you have already taken
in your right hand, e as you take the five of spades (the glimpsed
card) n for the next card, o and f for the next two, and so on
until you arrive at the letter s.

7. At this point separate your hands rather widely, look at the
spectator, and ask him, “Have you seen your card?’ He replies,
“Yes.” Bring your hands together, at the same time gripping the
packet in the left hand between the thumb and index finger and
extending the other fingers so that you can slide the right-hand
packet under the left-hand packet smoothly. Do this quietly,
without looking at your hands, while saying to the spectator,
“Very well. No use going any farther.”

8. You now have everything set for the climax, so you tell the
spectators what you are going to do. “I shall deal cards from the
top and as I do so I want you, sir, to spell the name of your card
mentally, one letter for each card. Suppose your card is the
queen of hearts; as I deal the first card you will say to yourself
g, for the next card u, the third card e, and so on; and don’t forget
the o-f. Is that clear? Very well. When you come to the last letter
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just call ‘Stop! and the card in my hand at that moment will be
the very card of which you are thinking. Impossible, you say?
Well, let’s try it.”

Deal the cards deliberately and keep a check on the spelling
yourself, for you know the card.

9. When the spectator calls “Stop!” keep the card in your hand
face downwards and say, “Now, sir, you have thought of a
card—" (ignore the fact that he actually took it from the pack
and replaced it) “—and you have spelled its name mentally.
Would you be surprised to find that the cards have arranged
themselves automatically so that this card at which you called
‘Stop’ is your card? You would. Then name your card.”

“The ten of hearts.”

Turn the card face upwards slowly and reveal that very card.

The above feat can be made even more effective in the follow-
ing way:

1. Follow the same procedure up to the point at which you
have spelled out the name of the chosen card and have arrived
at the last letter, in step No. 6. At once note the next card, which
let us say is the king of hearts. Continue running cards and
mentally spell this card, taking one card for each letter until you
reach the s; then separate your hands and ask the spectator if he
has seen his card. As before, in putting the two packets together
you place the right-hand packet underneath that in your left
hand.

2. Turn the deck face downwards and you are set to spell out,
first, the king of hearts. Explain to the spectator the peculiar
property of playing cards by which, under certain conditions,
they place themselves in position to be spelled out and appear on
the final letter. “For example,” you say, “suppose I name a card,
any card—let us say the king of hearts—and spell it out dealing
a card for each letter. We shall find the king of hearts in that
position.

“You don’t believe me. Very well, let’s try.”

Spell k-i-n-g o-f h-e-a-r-t-s, dealing one card for each letter,
and turn up the king of hearts on the final s. “You see, the result
is infallible if you concentrate on the card you want to appear.
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You take the deck, think intently of your card, then spell it
mentally, dealing a card for each letter, as I did.”

3. The spectator follows your instructions and stops the deal
on his last letter. You ask him, “Have you spelled the name of
the card of which you are thinking?”

“Yes.”

“Would you be surprised if the next card is your card? You
would? Very well. Name your card.” He does so. “Now turn the
card yourself!” He does so and you have a climax that will
astonish the onlookers and one that you yourself will enjoy.

ROUND AND ROUND

This fine self-working trick makes use of the fan peek.

1. Take any ten cards from the pack and have them shuffled.
Turn your back and instruct the spectator to look at and remem-
ber the top card, after doing which he is to think of any small
number and silently transfer that number of cards one by one
from top to bottom.

2. Turn around, take the cards, and point out that you cannot
know which card he has chosen; at the same time study the faces
of the cards. Thumb them off, face upwards, into the right hand
one by one, reversing their order. Scrutinize the cards closely and
glance at the spectator occasionally as though plumbing his
thoughts.

Shake your head and, still holding the cards with their faces
toward yourself, take the five bottom cards in the right hand.
Glance at them, then at those in the left hand, holding them well
apart. Again shake your head disconsolately, saying, “I'm having
trouble with you!” Bring the hands together and place the right-
hand cards above the others, at the top of the packet.

By this means you have, first, reversed the order of the ten
cards, and, second, placed the first five cards below the second
five.

3. Return the cards to the spectator, turn your back, and
instruct him to transfer silently as many cards from top to
bottom as he did in the first case, and then one card more.

4. Take the ten cards and fan them between your hands, face
outwards, as you request the spectator to concentrate on his card.
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Peek at the fourth card from the top, using the fan peek, and
remember this card; it is the chosen card.

5. Give the spectator the cards and have him place the top
card on the table, the next card at the bottom of the packet, the
next card on the table, the next at the bottom, and so on until he
holds only one card.

Say to him, “You took the ace of hearts, didn’t you?” naming
whatever card you peeked, and when he agrees ask him, “Do
you know how I knew?” “No.” “Look at the card in your hand.”
He does and finds that it is his card.



VI

THE KEY CARD

enturies ago, when playing cards were rare and valuable
C objects owned only by the rich and powerful, the first tricks
of legerdemain with cards were made possible through the use of
the key card.

The principle is so obvious that there are few persons who are
not familiar with it, and yet some of the finest and most deceptive
card tricks, which have puzzled and entertained hundreds of
thousands of persons, are made possible by the lowly key card.

We speak of the key card as “lowly” because among the unin-
formed it has fallen into disrepute because it is so widely known.
Using it inartistically is a gaucherie. If used with finesse, it is
one of the most potent artifices in the whole realm of conjuring
with cards. In this, as in many other things, it is not the tool that
i1s important but the personality, character, and intelligence of
the person using the tool. Using the same tools, one artist pro-
duces an exquisite portrait; another, a meaningless daub. So it
is with the key card; the dabbler performs a colorless trick, the
competent conjurer presents a brilliant tour de force.

No doubt, before opening this book you were familiar with the
principle that if you know the name of one card in the pack, and
contrive to have an unknown card replaced either above or below
it, you can unfailingly find the unknown card, no matter how
many times the pack may be cut. This is the manner in which the
dabbler at card tricks uses this principle.

But we shall show you how this same principle may be used
in such a manner that even those familiar with it will be com-
pletely deceived. We shall give you the mechanics of tricks with
the key card which make use of the principle in new and in-
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genious ways, and shall show you how the old methods may be
used so that they appear new and different. Finally, we shall
show you that use of the key card will enhance your reputation
as a clever sleight-of-hand performer with cards, whose decep-
tions are entertaining and insolvable.

First, however, we must explain the key undercut and key
undercut shuffle, two useful sleights which have been described,
but not by name, in Gray’s spelling trick (see page 63).

THE KEY UNDERCUT

This method of undercutting a pack is often used to place a
key card above a chosen card, and we give it the above title to
distinguish it from the regular undercut used in the overhand
shuffle, with which it must not be confused.

1. Let us say that you have glimpsed the card at the bottom
of the pack for use as a key card. Hold the deck by its sides at
the tips of your left thumb and your middle and ring fingers.
Draw out the lower half with your right thumb and your middle
finger by grasping it at the sides near the inner corners.

2. Let the packet remaining in your left hand fall onto the
palm and extend that hand for the replacement of the chosen card
on top.

3. Immediately drop the right-hand packet on it and square
the deck very openly, thus placing your key card above the
chosen card. Be careful to hold the right-hand packet face down-
wards, and do not glance at it. Some performers take a glimpse
of the bottom card at this time, a very bad practice widely open
to detection.

KEY UNDERCUT SHUFFLE

The purpose of this shuffle is to mix the cards without separat-
ing the key card from the card which it keys. It should be used
after the key undercut whenever possible.

1. Lift the whole pack and freely shuffle off about one-third of
the cards, let another third of the cards fall in a block and then
shuffle the remaining cards freely. Thus the two cards at the
center must remain together.
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A genuine overhand shuffle is not likely to separate the cards,
but the above method makes their juxtaposition a certainty.

TRICKS WITH THE KEY CARD

Do asI Do

There are some tricks which stand head and shoulder above
others. The trick now to be described has without doubt surprised
and puzzled more people than any other trick conceived in the
past two decades. It has everything a good trick should have—
a good plot, ease of execution, and a terrific impact on those who
see it. We have mentioned that the wise magician never reveals
his methods to the curious, and in describing this trick we reiter-
ate this counsel, for, once you have told how simple the trick is,
you have lost the use of a superb feat of card magic.

The plot is this: A spectator thinks of a card and you think of
one. You each show the card of your choice. They are the same!

1. You will need two packs of contrasting colors, say red and
blue. Invite a spectator to choose one of the two packs. You take
the other and shuffle it. “I want you to do everything I do. Please
shuffle your cards.” Turn your pack with the face toward yourself
a little as you square it after shuffling, and remember the bottom
card as your key card.

2. Hand the spectator your pack and take his. “I’ll take your
pack and you take mine,” you say. Ribbon-spread your cards
face downwards on the table from right to left and instruct him
to do the same with his cards.

3. “Remember, you must do everything I do. First of all, each
of us will take a card from his pack. You will take one from the
pack which I shuffled, hence you cannot possibly know before-
hand which one you will take. Similarly, I will take one from
the pack which you shuffled, and I therefore cannot know which
one I shall get.” Run your right index finger back and forth over
your line of cards and insist that he duplicate your actions
exactly. After a moment, touch a card in the center of the spread
and have him touch one in his spread. “Take out the card you
touched, look at it, but don’t let anyone else see it,” you say.
You say this because you do not want any of the others stand-
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ing around to see the card you draw. Look at it but forget it,
for it plays no part in the trick.

4. Place your card face downwards at the left end of your
spread of cards and have him do the same with his card. Gather
your cards without disarranging them and have him do the same
with his. Finally, make one complete cut and have him do the
same. His cut places the key card which you noted in step No.
1 above his chosen card.

5. “Let’s exchange packs again,” you say, taking his pack and
giving him yours. “Now I'll find my card while you find yours.”
Run through the pack you now hold until you come to your key
card, then take the card below it and place it face downwards
on the table. Try to have your card on the table before he finds
his card.

6. When he removes his card, have him place it face down-
wards on your card, but at right angles. Take the rest of his
cards and place them at right angles on your pack, both groups
of cards face downwards. Do this deliberately and neatly, adjust-
ing the cards until you are satisfied that they are placed exactly
as you want them. This is window dressing, but it is important.

Now recapitulate what has been done. “You will remember
that you did exactly as I did. You shuffled my pack and I shuffled
yours. We each took a card and remembered it. I have placed
my card on the table and so have you. Would you be surprised
if we both took the same card?”

7. The spectator admits that he would indeed be surprised.
Do not say anything further, but slowly pick up the two crossed
cards and drop them face upwards on the table. They are the
same!

THE THREE PILES

The use of delay in performing a sleight is of great value to
the conjurer. A moment’s consideration will make it clear that
to attempt to perform sleights at the start of a trick, when the
attention of the onlookers is concentrated on your actions, 1is
poor strategy and invites disaster. The element of surprise also
is of inestimable value. This use of delay, to gain surprise, is
applied here to the use of the key card, and the result is that
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even those who are familiar with it will fail to recognize its
use.

Briefly the plot of the trick is that a card which has been
merely thought of is discovered and revealed by the magician in
a surprising fashion.

1. Have a spectator shuffle a pack of cards and cut it into three
portions, about equal, while your back is turned. Instruct him
to choose any one of the three piles, then to take it and, spread-
ing its cards with the faces towards himself, select mentally any
one card and commit it to memory. When he has done this, tell
him to shuffle the cards he holds so that he himself will not know
the position of his mentally selected card among the others.

2. Turn around and say, “I think your card is about twelfth
from the top. Deal the cards face upwards and see if I'm right,
but don’t tell me where the card is if I’'m wrong.” Begin to turn
away again but contrive to sight the first card the spectator
deals, then turn away completely. This first card is your key
card; remember it. Later, the spectators will forget that you
turned around for a moment and will maintain that your back
was turned all the time. This is the impression you wish to make.

3. When he has completed the deal, the spectator tells you
that you were wrong. “Oh, well,” you say, shrugging off your
supposed mistake, “it makes very little difference.”

4. Instruct the spectator to place his pile on the table, take
the other two piles, and shuffle them together; cut the packet,
place his pile on the lower portion, and then replace the cut.
Finally, tell him to square the pack and make as many complete
cuts as he likes.

5. Turn around, take the pack, and run over the faces as you
make some casual remark, such as, “Well, you certainly mixed
the cards thoroughly,” or, “I forgot to notice if the joker is in
this deck.” In reality, you find your key card and count five
cards below it and casually cut the pack at this point. Your
key card will now be the sixth card from the bottom of the pack.
Put the deck on the table face downwards.

6. Review briefly what has been done—a card merely thought
of, the pack shuffled and cut several times, and all done while
your back was turned. Then add ruminatively, “You will re-
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member that I failed to name the card’s correct position in the
deck. I don’t understand that . . . just how far down was i1t?”
This question does not seem important and your tone and in-
flection imply mild interest only. Actually the spectator’s reply
tells you the present position of his card.

7. If he states that its position was sixth, then the required
card is now at the bottom of the deck; if seventh, at the top.
In such instances you bring the trick to a surprising finish at
once by showing either the top or bottom card. If the position
was from the first to fifth, take the pack in position for the
glide and remove cards from the bottom. When you come to the
spectator’s card, glide it back and continue to deal cards until
the spectator calls “Stop!” Remove his card and place it face
downwards on the table. Have him name the card he thought
of, then slowly turn that card face upwards.

If, however, the position was higher than seven, spread the
cards and run your forefinger over them, hesitating now and
then, and finally stopping at the right card.

Merely producing a card that was thought of makes a sur-
prising finish to the feat, but it will afford the student excellent
practice to devise more astonishing methods for revealing it.

THE TWENTY-SIXTH CARD

We have considered the use of key cards in close proximity to
a chosen card; now we should like to tell you of a most ingenious
application of the key card principle—that of the remote key.

1. You must know the name of the card twenty-sixth from
the top of a pack of fifty-two cards. Let us say that this card
is the four of spades. Place the pack before a spectator at A.
Have him cut off about two-thirds of the pack and place these
at B. Finally, have him cut off the upper half of B and place
these cards at C. The four of spades, your key card, is somewhere
in the middle of packet B.

2. Now instruct him to take packet C, and shuffle it well, then
look at and remember its top card, replacing the packet at C.
“Please remember that you first shuffled the cards and then
looked at the top card. There is no possible way in which I can
know the card of which you are thinking.”
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3. Next have him pick up the packet at A, shuffle it well, and
place this on packet C. “Your card is lost,” you point out. “I
give you my word I do not know what it is or where it is at
this moment.”

4. Finally have him pick up the combined packet A-C and
place it on B, then give the assembled pack one or two complete
cuts.

5. Take the cards and run through them with their faces
towards yourself until you come to the four of spades, your key
card. Calling this card number one, count to the left until you
arrive at the twenty-sixth card above it. Should your count
take you to the top card before you reach the twenty-sixth card,
continue the count from the bottom card. This card, the one
twenty-sixth above your key card, will be the spectator’s card.

6. Cut the cards at this point, taking all the cards above the
spectator’s card in your left hand and the remainder in your
right hand, holding the hands widely separated. Glance from
one packet to the other, shake your head a little, doubtfully,
and move a step or so forward as you say, “I’ll try to find it
another way.” At the same moment bring your two hands to-
gether, placing the cards in the right hand above those in the
left and in this manner placing the spectator’s card at the top of
the pack.

7. Take the pack in your right hand, holding it at the ends
between the fingers and the thumb, at the same time pushing
the spectator’s card at the top an inch off the pack to the right.
“Please name your card.” Raise your right hand and toss the
pack into the left hand. As it falls, air pressure against the pro-
truding top card will cause it to turn over so that when the
pack drops into the left hand, the card will be face upwards.
“There it is!” you exclaim. The effect is that you threw the deck
into the left hand and the spectator’s selected card somehow
popped, face upwards, to the top.

A MEETING OF THE MINDS

Still another card trick in which the key card is distant from
the card which it keys is this impressive feat, which may well
pass as a demonstration of genuine mind reading.
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1. Note the bottom card of the pack for use as a key card,
and shuffle it to the top in the course of an overhand shuffle;
then spread the cards from hand to hand, asking someone to
remove a group of cards from the center and leaving to chance
the number he will take. Square the remainder of the pack and
place it to one side.

2. Take the spectator’s packet of cards and pass them one by
one from your left hand to your right hand, faces toward the
spectator, asking him to think of one of them. Turn your head
away as you do this but silently count the cards so that you
know how many there are in the packet.

3. Hand the packet to the spectator, then move away a few
paces and turn your back. Instruct him to remove his card and
place it face downwards to one side, then shuffle the remainder
of the packet and replace it on the deck and consequently upon
your key card. Finally have him place his selected card on top
of all.

4. Have him cut off about two-thirds of the pack, then place
the cut to one side; take the lower portion, shuffle it, and place
it on top of the other portion; make one complete cut.

5. Returning, take the pack and recapitulate what has been
done in some such words as these: “You will remember that you
have thought of a card and replaced it in the pack after shuffling
and cutting. You are the only person present who knows the
name of the card of which you are thinking. If you doubt this,
say so at this time. You are satisfied that no one else can know
the name of your card? Good. Therefore it is impossible that a
confederate could transmit its name to me. I assure you that
I have never found it necessary to employ confederates and
would find it distasteful, but this trick is so amazing that some
people afterwards think that this may have been the case. I
mention it only to forestall such criticism.

“Others have claimed that I do not really succeed in the feat,
but that the spectator who thinks of the card, through courtesy
and a kindly desire not to embarrass me, agrees that the card
I show i1s his when it is not. For this reason I shall ask you, sir,
to write the name of the card of which you are thinking on a
slip of paper or an envelope, being careful that no one sees the
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writing. In this way all of us will know whether I fail or suc-
ceed.”

6. When this has been done, continue: “Finally, some persons
have claimed that I study the expression of the person who
thought of the card and by this means learn which is the proper
card. To forestall this criticism, I shall turn my head away
from you, sir, so that I cannot see you. Under these conditions,
which are the fairest that I can devise, I shall show you the
cards and when you see your card I will ask you to think ‘That
is my card/ and I will attempt to pick up your thought.”

Turn your back and hold the cards well above your right
shoulder so that everyone can see them. Push the cards off the
face of the pack one by one with the left thumb, taking them
in the right hand and allowing sufficient time for each card to
be seen by the spectators. When your key card comes into view
silently count the next card as ome and count off as many cards
as you counted in Step No. 2. The last of these is the spectator’s
card.

7. “I think I have your thought,” you say, holding the card
aloft. “This is your card!” The spectator acknowledges that this
is so, and you have him hand the slip on which he wrote its
name to someone, who reads it aloud and thus certifies to the
success of your experiment.

Sincerely presented, the feat is most impressive.

THE NON-POKER VOICE

We have been considering the use of a single card as a key
card which reveals the position of a chosen card, and now we
shall describe still another use to which this stratagem may be
placed.

Preparation. Remove from the pack and pocket any four
cards, one of which is a heart. Place six cards of the heart suit
at the top of the pack and the remaining six at the bottom.

Procedure. The steps are as follows:

1. Assert that you are convinced that there is no such thing
as a poker voice; that, no matter how a person may school him-
self, he cannot keep the inflections which betray the inner emo-
tion from his voice. You claim further that you can infallibly
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determine which of a number of cards a person may be thinking
of merely by listening to his voice as he calls out the names of
the cards of a pack.

2. To offer proof of your assertion, hand someone the prepared
pack of cards, turn your back and walk away as you request
the spectator to deal six piles of cards, one by one from left to
right in turn, thus secretly placing a heart at the top and bottom
of each pile. This done, instruct him to remove any card from any
one of the piles, show it to the others present, and drop it at the
top of one of the other five piles. Next have him gather the piles
in any order he likes (without disarranging the cards) and cut
the pack two or three times, completing each cut.

When this has been done there will be six pairs of cards of
the heart suit, side by side, spread at intervals throughout the
pack. Between one of these pairs there will be an indifferent
card, and this will be the chosen card.

3. Instruct the spectator to take the cards in his hands and,
while you still have your back turned, to call out the names of
the cards one by one. Warn him that although he may attempt
to make his voice expressionless, you will detect the name of
his card from the tone of his voice when he names it.

4. As he calls out the names of the cards, pretend to listen
attentively. Whenever he names cards of the heart suit, note if
a card of another suit intervenes; for example, he may call,
“Nine of spades, ten of diamonds, four of hearts, seven of spades,

”»

nine of hearts.” The intervening card, in this case the seven of
spades, will be his card. Let him call off a half dozen cards more
and then stop him.

“You have already named your card. That’s right, isn’t it?”
you say.

“Yes.”

“A few moments ago, when you named the spade suit, your
voice quivered almost imperceptibly. Your card is a spade.
That’s correct?”

“TItis.”

“When you named the value of this spade card, your throat
tightened. Do you remember? You were afraid that I would know

that the seven of spades was the card. That’s correct, is it not?”
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He agrees that it i1s. You say: “A word of caution, sir. Be
careful in poker games!” Take the pack from him, shuffle it ab-
sent-mindedly, and place it to one side, thus destroying any
possible clues to your method.

INTUITION WITH CARDS

The key cards which have been discussed thus far have been
those in which it is necessary to see the faces of the cards. There
are many tricks in which this is not desirable, and we shall now
explain how the key-card principle may be used when only the
backs of the cards are seen.

Using a pack with a white border, take a soft pencil and place
two small, light dots on the back of the card at the upper left
and lower right corners (Fig. 47). You can find this card easily

and quickly in running through the pack, for you know what
to look for. Your audience will never notice the dots.

The dotted key card may be used in place of the face key
card in many tricks, and we leave it to your ingenuity to make
use of the idea. The following feat is an example of the use to
which it can be put:

1. Let us say that you are about to perform with a borrowed
pack. Surreptitiously remove any two cards and place them in
your pocket, then find an excuse to leave the room for a moment.
Place the key pencil dots on the back of one of the cards and



THE KEY CARD 79

write your initials on the face of the other. Remember the name
of the latter card. Returning to the room, replace the cards at
a propitious moment, with the dotted key card at the bottom
and the initialed card just above it.

2. Riffle shuffle the pack without disturbing the two cards at
the bottom. Place the pack on the table and have a spectator cut
off a portion from the top. Take this packet and invite him to
take the other packet.

3. Ask him to turn his back to you and to remove any card
from the middle of his packet and place it face upwards at the
top. Tell him that you will do the same thing and that both of
you must synchronize your actions and thoughts if the test is
to succeed. Instruct him to write his initials on the face of his
card while you do the same with your card. Pretend, for the
benefit of the others present, to initial your card but actually
write nothing. The spectator, on the other hand, actually initials
his card.

4. Next ask him to turn his card face downwards on his packet
as you do the same thing with yours. Finally have him make
one complete cut, as you also make a cut. His cut places his
initialed card one card below the dotted key card.

5. Turn to face him and request him to visualize his card,
explaining that you are forming a mental picture of your card.
“This 1s an experiment in sympathetic action,” you comment,
“and if it is to succeed you must conscientiously try to make it
succeed by obeying your first impulse from now on.” Spread
your cards face downwards on the table. “I will ask you to re-
move any card from my packet. Place your forefinger on any
card and draw it from the spread.” When he has done this,
continue, “Now take that card and, without looking at it, thrust
it in the middle of the cards you hold.”

6. This done, tell him that you will remove one card from
his packet. Take his cards and spread them ribbonwise, face
downwards, from left to right. Pass your forefinger over this
spread of cards, find the dotted key and drop your finger on the
card to its left. This will be his initialed card. “I will take this
card.” Draw the card from the spread, thrust it face downwards
in the middle of the cards you hold, without showing its face.
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7. “Now,” you say, “if our thoughts have been attuned, you
have drawn my card, the four of spades—" (here you name the
card you initialed) “—and I have drawn yours. Let’s see if this
is the case.” Spread your cards face upwards and push out the
card which he initialed. Have him spread his packet and he
finds the card with your initials!

SLIDING KEY CARD

We have reserved to the last one of the finest and most decep-
tive methods of placing a key card above a chosen card. You
will see at once that it can be put to use in some of the preceding
tricks, but we thought it wisest to give you this method last,
leaving it to your ingenuity to put it to good use.

In this sleight the key card is moved to any part of the pack
at which it may be required. Let us suppose that you secretly
glimpse the bottom card and you are about to use it as a key
card.

1. Execute an overhand shuffle, retaining the bottom card in
position. Spread the cards between your hands, and have a card
freely selected.

2. Square the deck and overhand shuffle again in the same
way while the spectator is noting his card.

3. Spread the cards between your hands for the return of the
chosen card, but in doing so, with the tips of your right fingers
underneath the spread, slide the bottom card to the right so that
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it lies underneath the spread of the other cards and is hidden
by them (Fig. 48).

4. Extend your hands, with the cards spread thus, toward the
spectator and invite him to thrust his card into the deck. When
he does this and the card is partially inserted, drop your left
thumb on it, hold it and the cards in your left hand, and with
your right hand remove all the cards to the right of it, including
the key card. Thus the key card becomes the bottom card of
the packet in your right hand.

5. Drop the right-hand packet on those in the left hand, and
you have your key card above the selected card. Square the
deck, and the most critical observer will be satisfied that he has
replaced his card fairly and that you cannot know its position
among the others.



VII

THE PALM

o pam a card, in conjurer’s language, means to take a card
Tin the hand—generally the right hand—and hold it con-
cealed there without its presence being suspected by the on-
lookers. The principle is a very important one in card magic, for
many of the finest feats possible depend upon it. The best meth-
ods of palming cards are not difficult to learn. The reason that
palming is neglected or badly done by cardmen is because of
lack of confidence. The first thing a beginner is likely to say
1s that his hands are too small; he cannot conceive that he should
hold so large an object as a playing card in his hand secretly.
To show what a mistaken notion this is, test it in this way:

Take a card and lay it on your hand with the fingers extended
in such a way that its outer left corner is at the outer phalanx
of the little finger and its inner right corner against the ball of
the thumb. Flex the fingers slightly and turn your hand over.
You will find that the card is held (that is, palmed) securely,
and so long as the fingers are pressed together it is completely
hidden. Since one’s hand always has a half-closed appearance
when in repose, the position of the hand will appear to be a
perfectly natural one, Fig. 54.

At first you will be so conscious of the presence of the card
in your hand that you will want to drop it to your side or even
put it behind your back. To overcome this self-consciousness, the
best thing to do is to become so accustomed to having a card
in your hand that you no longer take any notice of it. When you
are reading a book or listening to the radio, place a card in your
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hand in the proper position, bend the fingers slightly, and then
try to forget all about it. In a very short time you will become
so used to it that you will be able to move your hand freely
and naturally, always remembering, of course, that the back of
your hand must always be outwards. Do not be afraid to bend
the card; you cannot palm it naturally unless you do.

Practically everyone, when beginning to practice the palm-
ing of cards, will be careful to keep the fingers curved naturally
but will overlook the importance of having the thumb lie in its
natural position along the side of the hand. When the thumb
extends at a right angle from the hand, a reflex action which
must be overcome, its unnatural appearance at once attracts
attention to the hand and arouses suspicion.

Top Parm, I (Single Card)

1. Hold the deck in your left hand by the sides between the
middle, third, and little fingers, the tips of which are flush with
the top of the deck, pressing the left side of the deck against the
ball of the thumb. Bend the thumb at the outermost phalanx
on the top card, with the tip resting a little below its middle,
and place the tip of the index finger against the outer right
corner (Fig. 49).

2. Bring the right hand over the pack as if merely to square
it, the hand being well arched. Place the fingers, held close to-
gether, against the outer end, with the third (outermost) pha-
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langes pressing against the outer end. Rest the tip of the thumb
against the left inner corner (Fig. 50).

3. Straighten the left thumb pressing it on the top card and
so push the card into the position shown in Fig. 51. (Right hand
not shown.)

4. The outer right corner of the top card is thus brought
against the tip of the little finger. Press lightly downwards with
the right little finger and lever the card upwards, at the same
time bending the left thumb inward to its original position, and
the card will be tilted upwards against the palm and the fingers

(Fig. 52).
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5. Draw the right fingers and thumb along the ends of the
deck, squaring the cards. Grip the outer corners between the
thumb at the inner end and the index and middle fingers at the

outer end, at the same time flexing the ring and little fingers
(Fig. 53).

The two essential points in the correct palming of cards are:

(a) The right hand must remain arched throughout.

(b) The right hand must retain the deck after the card is
palmed, while the left hand moves away to make some appro-
priate gesture or natural personal action. For example, you may
gesture to illustrate what you want done, which may be for a
person to stand closer to you. Or you may brush the table clean
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of an imaginary speck, touch the corner of your mouth with the
knuckle of your index finger, touch your chin as if in momentary
thought—in other words, make some personal action that is
natural and characteristic of you. Because of this, the transfer
of the pack from your left to your right hand will seem to have
no connection with the trick you are performing.

Do not make the mistake of trying to palm a card with the
utmost rapidity, for all rapid actions of the hand arouse suspi-
cion. The quickness of the hand does not deceive the eye. The

palm must be made in exactly the same time as—neither more
nor less than—in merely squaring the cards.

6. A moment later, take the pack from the right hand with
the left and dispose of the palmed card as required by the trick.

Tor PaLm, I (Several Cards)

1. Hold the deck face downwards in your left hand between
the second (top) phalanx of the thumb on one side and the third
phalanges of the middle and ring fingers on the other, the index
finger bent under the pack and the little finger free. Not only is
this a very open and graceful method of holding the deck but
it is also essential to the proper execution of the sleight.

2. With your right hand square the deck, and under cover of
this action lift the inner ends of the cards to be palmed and
insert the tip of the left little finger into the break thus made
(Fig. 55).

3. Remove the right hand, making some appropriate gesture,
then with it grasp the whole pack, with the fingers close together
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at the outer end and the thumb at the inner end, which main-
tains the break. Move the left thumb and fingers inwards along
the sides of the deck, squaring it. Press the tips of the thumb and
fingers into the break, and in the outward squaring motion push

the separated packet of cards up into the right hand (Fig. 56).

4, Slide the right thumb and fingers along the ends of the
pack, squaring them. Grip the pack between the thumb and the
index and middle fingers, and flex the ring and little fingers a
little, thus palming the cards securely. Remove the left hand,

holding the right hand stationary for a few moments. Use the
left hand as you would when palming a single card, and a few
moments later take the pack with the left hand again and dis-
pose of the palmed cards as may be required.
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PALM GLIMPSE

When a card has been palmed in the right hand, the mere
act of handing the deck to a spectator affords a perfect glimpse
of the card. Many performers prefer the palm glimpse to any
other method of glimpsing a card. With a card palmed, a mere
wave of the hand bringing the card within the line of vision is
all that is necessary. The pack can then be placed in the left
hand and the palmed card returned to the top in squaring the
pack.

Note that when, having a card palmed in your right hand, you
desire to hand the pack out for shuffling, it should be held by
the lower left corners, thumb on the back and bent forefinger on
the face, the other fingers curled inwards (Fig. 57). Hand the
pack to someone on your extreme left.

REPLACING PALMED CARDS

The replacement of palmed cards upon the pack is much more
difficult than is their secret abstraction. Let us say that you
have palmed a card and handed the pack for shuffling. The shuffle
completed, you ask for the return of the cards. If you take them
with your right hand your awkwardness will betray the fact
that you have a card palmed, and you will probably turn your
hand so far that it will be seen. If you take the cards with your
left hand, you must then have a good reason for placing your
right hand over the pack. Moreover, since placing your right
hand flat on the pack will tell your audience that you are re-
placing cards, how will you transfer them from the arched right
palm to the flat pack?
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First method. The palmed cards may be replaced as follows:

1. Extend your left hand, palm upwards, pointing to it with
the forefinger of your right hand, and have the spectator place
the pack on it. Hold the cards loosely as in Fig. 58.

2. Request the spectator to cut the cards. When he lifts the
upper portion, bring the right hand over the remaining packet,
the fingers slightly in front of it (Fig. 59), and grasp it with a
little backward motion of the hand between the thumb and
fingers. At the same time bend the index finger, pressing its
nail downwards on the palmed card, flattening it and adding it
to the packet (Fig. 60).

3. Immediately take the cards away with the right hand, and
extend the left to take the spectator’s cards. Drop those you
hold in your right hand on top of those now in your left, saying,
“You shuffled and cut the cards. Thank you.”

This procedure is entirely natural, for, in assisting in making
the cut, the right hand would move to the left to pick up the
cards remaining in the left hand even if there were no sleight
involved.

Second method. There are occasions when you will want to
replace palmed cards and when it is not desirable to have the
pack cut—as, for example, when performing the Card in Pocket,
the next trick to be described. In such cases you use the pro-
cedure given in the first method, but the left hand with the pack
is held at the center of the body so that the two hands come
together naturally. The left hand places the pack in the right,
which adds the palmed cards as already described.
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To wunderstand the importance of placing the pack in the
right hand, rather than reaching for it and taking it with the
right, stand on someone’s left and hand him an object. Next
offer him another object. He will move his left hand to his right,
which will move very little, then place the first object in the
right hand, and move his left hand back to take the second ob-
ject.

In making the replacement, you simulate this natural action.

The best way to gain complete confidence in your ability to
palm cards successfully is to do tricks in which the palm is used.
In the feats which follow, the sleight i1s executed under such
favorable circumstances—the attention of the spectators being
directed elsewhere—that the student need have no fear of being
detected if he times his movements properly.

TRICKS WITH THE PALM

CARD IN THE POCKET

In this feat the magician discovers a card which has been
merely thought of, without apparently his having been given any
clue to it. It is well, therefore, to introduce the trick as one that
is done by mind reading.

1. It is necessary to have a spectator think of a small number;
hence, instead of limiting him to numbers between, say, one
and ten or twelve, ask him to think of his favorite hour. “For
example,” you say, “you may be an early riser and your favorite
hour would then be six o’clock—although that certainly is not
mine. Or you may favor your lunch hour, or the hour when you
listen to your pet radio star. Any hour you please, but fix your
mind on it and do not change it.

“T am going to hand you the pack and I want you to ascertain
what card lies at your favorite hour from the top. For instance,
four o’clock may be your choice—afternoon tea, you know. In
that case you will lift the cards so, one by one, counting one,
two, three, four. Look at and remember that fourth card, and
put the cards back on top of the pack.” Hand the pack to him.
“Will you do the same thing, so that the matter will be quite



THE PALM 91

clear to you?” See that the spectator counts and puts the cards
back correctly.

2. “That’s fine. Now shuffle the pack thoroughly, and cut it.
Satisfied? Then I will turn my back while you count down to
the number of your favorite hour, note the card at that number,
and show it to all, finally replacing the cards on the top of the
pack.” Turn away. When the spectator announces he is ready,
turn around and take the deck.

3. “Now, sir, you have thought of your favorite hour and you
have noted the card at that number from the top of this deck
which you shuffled and cut yourself. It is impossible for me to
know where any particular card may be in the deck, but to make
the test still more convincing I will place the cards behind my
back.” Do so.

“Now, sir, I want you to think intently of your favorite hour
and the card you noted. Imagine you see a big picture of the
number and the card on the wall. That’s good. I believe I have
it.” Bring forward the bottom card of the deck, holding it fac-
ing you and not allowing anyone to get a glimpse of its face.
Look at the card—it makes no difference what card it is—then
at the spectators, and say, “Yes, I believe it’s the one you are
thinking of. Don’t name it. T'll put this card in my pocket.”
Place it in your right trousers pocket and in doing so palm it
as you thrust your hand to the bottom of the pocket.

4. You have the deck in your left hand. Bring your right hand
from your pocket and place the pack in it, replacing the palmed
card on the top by the second replacement method. Move the
left hand away and gesture with it, saying, “If 1 have been
successful I have your card here in my pocket.” Pat the pocket
with your left hand.

5. “Let me show you that your card is gone. What number
was it? Don’t name the card, just the hour. Six! Yes, I got the
impression that you are an early riser.” Have some appropriate
remark for each hour. “Watch!” Deal five cards deliberately
on the table face downwards. Take the sixth card and throw
it down face downwards, saying, “Will you look at the card?”
As he turns the card face upwards, and everyone’s attention is
centered on it, push the top card, which will be the spectator’s
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card, well over the side of the deck. Bring the right hand back
in the natural reaction after the throw, palm the card flying so
to speak, and immediately thrust the hand into your trousers
pocket, saying, “Of course it isn’t your card. I placed it here in
my pocket.”

6. Push your hand well down into the pocket, release the
card, then bringing the hand upwards take the card by the ex-
treme upper end and bring it up into view about three-quarters
of its- length out of the pocket. Its back will be toward the spec-
tators. Hold it there and say to the spectator, “Please name your
card.” He does so and you turn the card slowly showing it to
be that very card.

Do not move the right hand backwards swiftly to take the
top card when making the palm. All eyes will be drawn to the
card you have thrown on the table. Move it back at a natural
pace, take the card by covering it with the full width of the
hand, and continue the movement backwards to your pocket.
By the time the spectators are looking toward your hand again
it should actually be in the pocket.

This is one of the great card feats which has stood the test
of time, and we urge the student to master it. Not only will it
give him confidence in palming cards but he will also gain
valuable insight into the importance of #iming in the execution
of sleights.

The palm described in step No. 5 is a special palm especially
suitable for this particular trick and should not be confused
with the top palm.

Now You See IT!

Have a spectator select a card, note it, return it to the pack,
and himself shuffle the pack. Announce that you will find the
card if you are allowed four attempts. Accordingly you remove
four cards from the deck without showing their faces. When,
however, you do show the cards, not one of them is the chosen
card. You replace them on the table, request the spectator to
point to one of them, and—Ilo and behold—it is his card!

1. First of all, before you offer to show the trick, secretly note
and remember the bottom card of the deck. Bring this card to
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the top with an overhand shuffle. Let us assume that this card
is the four of spades.

2. Holding the deck in your left hand, place both hands behind
your back, saying, “I propose to attempt a surprising little feat
under these conditions, with the cards held behind my back to
prove that the result is inherent in the cards. I have nothing to

»

do with 1it, it just happens as you will see.” While saying this
and still facing the audience, with your left thumb push the
top card (the four of spades) into your right hand, its back
against the palm and the slightly bent fingers. Turn this hand
palm upwards and with it clasp the back of the left hand. In
this position the card held in the right hand is concealed in a
natural manner.

3. Turn your back to the audience and ask a spectator to
take the pack and shuffle it. When he has done so, request him
to replace it in your hand, face downwards. Failure to make this
last stipulation would lead to an embarrassing result.

Continue: “You have shuffled the cards, and clearly I cannot
know the position of any card. Now will you cut the pack at
any point you wish?” When the spectator has removed the upper
portion of the pack, turn around facing him and ask him, “Will
you assure everyone that you cut the cards at a point of your
own choice?” Seize this opportunity to place the card secretly
held in your right hand on top of the remainder of the pack in
your left hand and again grasp the back of the left hand exactly
as before. Be careful not to move your elbows during this action.

4. Once more turn your back to the audience and with your
left thumb push forward the top card of your packet. This is,
of course, the four of spades which you have just secretly added,
but the onlookers will be convinced that it is a card the name of
which you cannot possibly know. Continue, “Please take the
card at which you cut and show it to everyone.”

Pause for a moment or two, then say, “Now replace the card
on this packet and then place your packet on top of all. Finally,
take the pack and shuffle it thoroughly so that none of us can
have the slightest notion where your card may be in the deck.”

5. When this has been done, face your audience, take the deck
and say, “My feat is this. I shall remove four cards and one of
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them will be your card—I hope!” Run through the cards, re-
move three as unlike the spectator’s card as possible and put
them on the table face downwards. Using our example of the
four of spades as the chosen card, you would remove the seven
of diamonds, the seven of hearts, and the eight of diamonds.
Thus the spectator will know at a single glance at each of them
that you have not found his card. Finally, remove the chosen
card and place it on the other three.

6. Pick up the four cards and hold the packet face downwards
in your left hand in position for the glide. Tip up the packet and
show the face card—a red card—and ask, "Is this your card?”

“No.”

Turn the packet face downwards, draw out the bottom card
which you have just shown and put it on the table face down-
wards, tipping it up a little so that the spectators can get a
glimpse of its face. Do this casually, not ostentatiously.

7. Draw out the card now at the bottom of the packet and put
it on the top. Tip the packet upwards and show the card now at
its face. “Is this your card?” you ask. When this is denied, turn
the packet face downwards and perform the glide, thus drawing
out the chosen card above it—in this case the four of spades.
Place it face downwards on the table beside the first card. Be
careful not to show its face.

8. Two cards remain in your left hand. Remove the lower one
and place it on top of the other card. Tip up the packet and
show the face card. “Then is this your card?’ you ask. Upon
receiving a negative response, drop your hand, remove this card,
and place it beside the other two.

9. You now hold one card face downwards in your left hand
and this card you have already shown. Turn it face upwards and
ask, “Is this your card?” Immediately place it face downwards
beside the other three, even before the spectator has a chance
to reply. It was for this purpose that you chose three cards
altogether unlike the chosen card in both suit and value. Using
this precaution you will find that the audience will never notice
you have shown the same card twice. In this case we have sup-
posed that the chosen card was a black card, and you have shown
three red cards only, so that the merest glance at each card
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satisfies the onlookers that you have failed. They have no real
interest in the cards you show and therefore do not study them
closely.

10. You have placed the four cards on the table in a row,
which extends away from the spectator, with the selected card
second from the end nearest him (Fig. 61). Ask him to touch

one of the four cards. He will in nineteen cases out of twenty
point to the second card, the chosen card!

Pick up the other three cards, show them casually and drop
them on the deck.

“What was the name of your card?” you ask.

“The four of spades!”

Wave your hand over the one card remaining on the table.
Then slowly turn it face upwards. It is the chosen card.

You will ask, “But what shall I do if the spectator points to
one of the other cards?” In that case you would resort to a strata-
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gem known as the equivoque. If he points to one of the other
cards, you continue, “And one of the other cards, too, if you
please.” If, now, he touches the chosen card, you remove the
other two cards and place them on the deck. But if he points to
another of the indifferent cards you remove and discard them
both. Thus you interpret his choice with your own end in view.
The spectator does not know why you have asked him to point
to a card and therefore cannot object to your actions. In either
case two cards will be left on the table, the chosen card and an-
other.

Now say, “Please point to one of the two cards.”

Again you interpret his choice as suits you best. If he points
to the chosen card, remove the other one and drop it on the
pack. But if he points to the indifferent card you discard it.
This Hobson’s choice must always bend the spectator to your
will and bring the trick to a successful conclusion.

All feats in which cards transpose or change are especially
effective, for they appear to be the most baffling to laymen. Of
these the foregoing is one of the most brilliant.

GRAB-BAG CARD

This is an ingenious use of the palm which is made when all
attention is diverted from the pack and from your hands. For
that reason, this is a good trick for you to use while gaining
confidence in your ability to palm.

1. Ask someone to step forward to assist you in your next
feat, and when some obliging soul has done so have him shuffle
the pack and remove any card, showing it to everyone. Take
the pack, and in having the card replaced control it to the top
by means of the overhand shuffle control.

2. Hand the deck to your assistant, saying, “Kindly deal ten
cards into my left hand, then place the remainder of the pack to
one side.” Count the cards as he deals, so that all may be assured
that there are no more and no less than ten. Hold the ten cards
high as he discards the pack, but with their backs to the audience
so that no one can see the chosen card at the bottom of the
packet; then place it in your outer right coat pocket with the
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face card innermost, thus bringing the chosen card nearest your
body.

3. Say: “‘T'll wager you haven’t taken a chance on a grab-bag
in years, sir. Let’s try it tonight with the ten cards in my pocket.
Here’s how we’ll do it.” Dip your right hand into your pocket
and remove the selected card at the bottom, placing it face
downwards in your left hand and being careful that no one sees
its face. “I'll take a card, number one. Now you take a card
from my pocket—any card—from the top, the bottom, or the
middle, just as you like.” When he removes one, count, “Number
two,” and have him keep the card.

4. “You see how simple it is? You don’t know what card you’ll
get, and neither do I.” Remove another card, counting, “Number
three!” and slide it face downwards under the one you already
hold in your left hand.

5. Have him remove another card, counting “Four.” Dip your
right hand into your pocket to remove another card and as you
do so turn the two cards in the right hand face upwards by
tipping them over with the thumb. Do not make a sleight of
this; everyone will be watching your right hand and in any event
what you do with the cards in your left hand does not seem im-
portant. Count “Five,” as you place the card face upwards on
those already in the left hand.

6. Have the spectator remove another card, urging him al-
ways to take any card he likes. Count it as six; then remove one
yourself, counting it as seven.

7. As your vis-a-vis is removing the eighth card, palm the
selected card from the top of those you hold. This is an easy palm
as you naturally turn your right side forward to enable every-
one to see him remove his card, and your hands are forgotten.
Count “Eight,” as he adds his card to those he holds.

8. Place your hand with the palmed card in your pocket, and
drop the card. Take the other two remaining cards, square them,
and remove them as one card, counting “Nine.” Place them on
those you already hold.

9. Have the spectator name his card. “Let me point out that
you have had a perfectly free choice as to which cards you
would remove from my pocket,” you recapitulate. “Yet if our
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grab-bag has been a success, the last card remaining in my pocket
must be your card!”
Have him remove the last card. It is his chosen card!

GOOD-LUCK CARD

Since your purpose in presenting card tricks 1s to entertain
your audiences, you should have in your repertoire plenty of
feats that will cause both amazement and amusement. In the
following trick, which can cause much laughter, a spectator
thinks of a card and discovers, much to his surprise, that you
are sitting on it.

1. Seat yourself farther away from the table than you would
normally, for a reason we shall explain later, saying, “I haven’t
played a game of bridge or poker for six years. If you will pre-
tend to be me—" (address this request to one of the onlookers)
“—TI'll try to show everyone why I quit those innocent pastimes.”

2. Take the pack, give it an overhand shuffle, and deal three
poker hands of five cards each. “I was playing poker one night
with two friends—one of those kill-time games—and this is what
happened. Which one of these three hands shall be mine?” you
ask the spectator. He points to one of the three, which you pick
up and spread with the faces of the cards toward him. “I picked
up my hand and noticed in it a card that has always brought
me good luck. Since you’re playing my part, sir, will you think
of one of these cards? Don’t name it, merely think of it.”

3. Drop the five cards on the pack, then pick up the other
two hands and place them on the pack also. Shuffle, using the
overhand shuffle control, retaining top stock (see page 10) to keep
the fifteen cards at the top of the pack. As you make this shuffle
you say, “My story doesn’t really become interesting until about
two weeks later, when I was in a five-handed poker game.” Deal
five hands from the top of the deck. The spectator’s card will
be the third card in whichever hand he finds it in. Hold the
remainder of the deck in your hand, saying, “On the very first
deal, the dealer gave me my good-luck card. Since you know
which card it is, sir, and I don’t, will you tell me if it is in one
of these hands?” Show each hand in turn until he tells you that
he sees his card. Drop this hand on one of the other hands, pick
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up both and drop them on a third, then pick up the three hands
and drop them at the top of the pack. Finally pick up the two
remaining hands and place them on top of all. Do this casually,
saying, “Do you see what was happening to me? My good luck
card was following me around!”

4. Undercut the pack, run one card onto the cards remaining
in the left hand, injog the next card, and shuffle off the rest.
Undercut at the injog and drop the undercut on top. You have
returned the first fifteen cards to the top, with one extra card
above them, thus placing the spectator’s card fourteenth from
the top. As you do this, explain, “This is all background so that
you will understand what happened next, when I was playing
bridge. And I don’t mind saying that even now I don’t believe it
could have happened.”

5. “On the very first hand the dealer gave me my thirteen
cards.” Deal thirteen cards, push them over to him and say, “See
if your good luck card is in the hand.” When he has picked up
the cards to look at them, palm the top card of the remainder of
the pack, which will be the spectator’s card, and lay the rest of
the cards on the table. In a natural manner, adjust your chair by
seizing the edge between your legs with your right hand, at the
same time dropping the palmed card on the chair seat as you rise
a little to draw the chair closer to the table. When you are again
seated, the card is well under you.

The assisting spectator announces that his card is not among
those you dealt him. “Amazing!” you exclaim. “It’s happened
again! Tell me, what was the name of the card of which you
thought?”

When he names his card, you turn to the others. “Ladies and
gentlemen, I ask you to bear witness to what has happened here
tonight. All that my friend has done is think of a card, nothing
more nor less. He tells us now that it is the four of diamonds—”
(or whatever the card is) “—and I say that it could not possibly
have been the four of diamonds, because I have been sitting on
that card all evening!”

Get up, lift the chair for all to see the card, and jerk it onto
the table It is the spectator’s card!
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Do It aAND FarL

The trick which we now give you is one that has challenged
the wits of many thousands of persons. It is especially suitable
for use after dessert, when the company is relaxed, the talk is
general, and everyone is in a congenial mood. It is not a trick
for a set performance.

The trick is one that people remember. One famous magician,
while making an ocean voyage, performed it at the dinner table
every night at the insistence of his fellow voyagers, and years
later shipboard acquaintances would remind him of the trick and
ask him to explain it. Such a trick is a good one.

The effect is that the magician does a trick, explains it, and
then allows the spectators to do it, or fail utterly, at his will.

One sleight only is used, the palm, but it is done at favorable
moments and, since you present the trick as a puzzle, no one
thinks of sleight-of-hand being used.

1. Take a pack of cards, turn it face upwards, and, saying that
you will use a few cards of each suit in order to save time, take
out seven cards of the same suit as the face card. Do not openly
count them or give anyone else a chance of doing so; square them
and put the packet down. Do the same with each of the other
three suits, thus making a packet of twenty-eight cards. Secretly,
however, you have slipped one card of each suit to the top of the
remaining twenty-four cards. Lay these aside.

2. Arrange the twenty-eight cards in seven rows of four cards
each, the first row consisting of a card of each suit, taking no
notice of their values. The second row must begin with a card
of the same suit as that with which the first row ended, then
continue with the suits in the same sequence as the first row. The
same rule applies to the remaining rows. For example, if the first
row consists of a club, a heart, a spade, and a diamond, the lay-
out will be
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and so on for the succeeding rows. The cards of each vertical row
must overlap each other by half.

3. Pick up the fourth vertical row, that on the extreme right,
by sliding the cards together from the top down. Lay the packet
on the bottom card of the third row and pick all up in the same
way. Do the same with the last two rows.

4. Place the assembled packet before someone and have him
make as many complete cuts as he pleases. Then deal the cards
face downwards into four hands, one card at a time from left to
right. Turn the packets face upwards and show that each one
consists of cards of one suit only. Always deal face downwards
and turn each packet face upwards in turn to show this result.

5. Explain fully how the trick is done and have a person on
your left take the cards and do it. While he is doing this and all
are watching the process, take the remaining packet of twenty-
four cards casually and palm the four cards at the top in your
right hand. No one will take any notice of you at this stage.
Lay the packet down again.

6. When the spectator turns each of his four packets face up-
wards and it is seen that he has succeeded in dealing each suit
into a separate pile, reach out with your left hand and turn the
packet farthest away from you face downwards. Draw it towards
you and pick it up with your right hand, adding the four palmed
cards. Turn the other packets over and assemble the whole into
one pack and square it. Shuffle the cards, now thirty-two in num-
ber, and lay them down.

7. “A very easy trick when you know how it’s done, isn’t it?”
you ask the spectator. He agrees and you continue, “You under-
stand, of course, that one mistake in laying out the cards would
spoil the trick?”

“Yes.”

“But you are sure that you know the proper procedure?”

“Yes.”

“And you are positive that you could do the trick again?”

“Of course.”

“Do you think that by mental control only I could cause you
to make a mistake and ruin your trick?”

“No.”
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“Very well,” you say. “Try again. This time I’ll make you fail.”

8. The spectator confidently lays out the cards and, as he does
so, you keep up a running fire of comment, assuring him that he
will make a mistake, and you appeal to the onlookers to make
no remark when they see an error, and so on.

9. When he has completed the layout and the packets have
been assembled, have a third person make as many complete cuts
as he wishes and then have the spectator deal the four hands face
downwards. Say to him, “You really believe that you laid out the
cards exactly as before? You do? That’s strange! Turn over the
cards yourself.” To his consternation he finds cards of every suit
in each packet.

Most likely he will want to try again. Let him do so. Carry
on the same bluff of causing him to make an involuntary error.
The result is the same, there are mixed suits in every packet. In
showing them and reassembling the thirty-two cards, contrive to
get one card of each suit to the top and palm the four cards. Lay
the packet down.

10. Apparently the trick is over. Casually pick up the other
packet, adding the palmed cards to it; then lay it aside. After a
moment or two, you say to your victim, “You don’t believe I
really caused you to fail, do you? Well, I'll prove it. This time
I'll allow you to succeed.” He goes through the same procedure
as before, so he thinks, and this time, when the hands are turned
over, there are the four suits segregated, each in its own pile!

That is your climax and you’ll find it a good one. Gather up
the cards and add them to the remainder of the deck, thus allow-
ing no opportunity for anyone to determine exactly how many
cards were used.

Presented under proper conditions, this trick will cause more
talk and be remembered longer than many more ambitious card
feats.

GATHERING OF THE CLAN

It is always advisable to use a number of tricks which do not
require the choice of a card. In this trick, the four aces, placed
in different packets, gather mysteriously in one of them.
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1. Let us say that you have just done the poker player’s picnic
(see page 16) and that the four aces are lying on the table.
Gather the other cards and, under cover of squaring them with
the right thumb, lift the inner ends of two cards at the top and
insert the tip of the left little finger under them.

2. Pick up the four aces one by one and place them face
upwards on top of the pack. Do not look at your hands; concen-
trate your attention on those about you. Immediately lift off the
face-up aces, together with the two face-down cards below them.
Hold the six cards neatly squared into a packet with its outer end
sloping downwards.

As though struck with a sudden thought, say, “Here’s an in-
teresting thing you may like,” and place the pack on the table.
If you have played your part well, the spectators will not realize
that the aces have even approached the pack.

3. Take the packet in the left hand by the sides, between the
thumb on one side and the fingers on the other. Indicate the top
ace of the packet, calling its name. Remove it, turn it face down-
wards, and place it at the bottom of the packet. Do the same
with the next two aces, but after calling the name of the last ace
turn it face downwards on top. Thus you have not only shown
the four aces but you have secretly arranged the two indifferent
cards second and third from the top.

4. Place the packet on top of the deck, and pick up the deck.
Deal the first four cards in a row from left to right, casually
allowing the onlookers to get a glimpse of the faces of the first
and fourth, which are aces, but being careful not to show the
two indifferent cards.

5. Announce that you will place three indifferent cards on each
of the four aces. Push off the top card of the deck into your right
hand, taking it between the thumb at the inner end and the
fingers at the outer end, counting “One.” In the same way push
off and take the next card underneath and, overlapping the first
card, count “Two.” Take a third card in exactly the same way
and count “Three.” Square the three cards by pushing them
against the side of your left thumb and in so doing let the third
card drop back onto the pack. Carry away two cards only, as if
they were still three, and place them on the ace at the extreme
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left of the row. These two cards, you remember, are aces, so that
three aces are now together in this packet.

6. Push off three more cards in the same way, counting them
into the right hand and squaring them against the left thumb.
Place the packet of three indifferent cards on the second (sup-
posed) ace. Do exactly the same with the third and fourth cards
of the row. You have thus made three packets of four cards and
one packet of three (aces).

7. Push the packet at the extreme left, the three aces, a little
to one side. Pick up the next packet by cutting half the deck,
dropping the cut on the packet, picking all up, and replacing
the cut. Cut about a third of the deck, drop it on the third packet,
and add all to the deck. Pick up the fourth packet and drop it
on top of the deck. Execute an overhand shuffle, retaining these
four cards at the top.

8. It is necessary now to get the fourth ace, which is fourth
from the top, to the top of the deck in order to palm it. To do
this very simply, say: “You remember what we did? [ dealt an
ace on the table, so” (deal one card face downwards). “On it I
dealt three cards, so” (deal three more cards). “And I did that
four-times. Is that right?” All agree. Pick up the packet and
place it on the deck. You have the ace on the top.

9. Square the deck and. under cover of the movement and
talking, palm the top card—the fourth ace. Hold the deck in
your right hand as you say, “The aces are very clannish. They
hate being separated. Remember that there are three aces in the
deck—" (take it with your left hand and place it on the table in
front of a spectator) “—and one ace here.” Place your right hand
on the packet of three aces, adding the palmed ace and picking
all up by drawing the cards towards you. “Place your hand on
the deck, please. No matter how tightly you hold the cards you
cannot stop the gathering of the clan, but you may feel them go.”

10. Tap the back of his hand with your packet, then take it,
still squared, in your left hand. Take the deck with the right
hand and spread it face upwards on the table with a flourish.
“No aces there!” you exclaim. “Here are all four!” Turn the
packet in your left hand face upwards and slowly spread the
four aces.
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SPRING CATCH

The flourish springing the cards (see page 45), when used in
conjunction with the palm, affords a most effective climax to a
program of feats with cards. Let us say that you have secretly
brought a spectator’s card to the top of the pack. Proceed as
follows:

1. Palm the card in your right hand.

2. Hold the pack face upwards in the right hand, bending it
strongly as for the spring flourish.

3. Let the cards fly upwards in a stream. Rapidly thrust your
right hand among the cards in the air, and produce the palmed
card at your finger tips by bending the top phalanx of the middle
finger on the back of the card, then extending the fingers and
placing the thumb on the inner right corner. The card is then held
between the tips of the thumb and forefinger as if just caught
from the air.

Simple as this sounds, the feat makes a brilliant finish to a
series of card discoveries, but it must be done with dash and
showmanship.

A Vested Interest

A chosen card vanishes from the pack and is found under the
performer’s shirt, both vest and shirt having to be opened to
bring it out.

The only requirements are a pack of cards and two pencil
stubs. Have the latter in your upper left vest pocket.

1. Have the cards shuffled and allow a spectator to select one
card freely. When he has noted it and has shown it to the others,
have it returned and control it to the top.

2. Shuffle the pack again, keeping the chosen card in the same
position, then in squaring the cards palm it in your right hand.
Give the pack to the spectator for him to shuffle also.

3. As he does so, say, “Oh, I forgot that in this experiment the
card should be marked for identification.” Reach under your coat
to your vest pocket and under cover of getting the small pencil
stub, slip the end of the palmed card under the edge of your
vest at the armhole, then bring out both stubs. Continue, “Will
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you find your card and place a small mark on its face?” Hand
the spectator one of the stubs.

4. Replace the second stub in your vest pocket, at the same
time reach out with your fingers and pull the card inwards under
the vest as far as possible.

5. The spectator fails to find his card and tells you it is not in
the pack. “Your card has disappeared, you say? That’s strange,
very strange! What card was it?” The spectator names his card.
“Ah, that accounts for it. That card is the biggest prankster of
the lot, always playing tricks on its own account. I feel some-
thing tickling me. Allow me, please.” Unbutton the second and
third lower buttons of your vest and open your shirt at that
place. Thrust your right hand into the opening, your thumb
going under the shirt and your fingers between the shirt and the
vest. Pull the card down with the tips of your fingers, then
quickly seize it between the thumb and fingers, and draw it out
smartly, apparently from under the shirt.

“There it is, the playful little rascal. It was tickling me to let
me know where it had got to!”

The only plausible plot would seem to be the one indicated,
namely, that the cards indulge in unexpected antics of their own
accord.

P1ANO TRICK

Announce that you will try to show a simple card trick of pure
skill, and ask the company to pay particular attention to your
movements, for your success will depend on whether or not they
detect your sleight. Make this statement as a sincere challenge,
for its purpose is to condition those present to look for a sleight
which you never perform and thus divert them from the real
explanation. “If at any time I make a false movement,” you
continue, “I want you to stop me immediately and say so.”

1. Hand a pack of cards to someone for shuffling and, when
he is satisfied that they are well mixed, take them back and
invite him to assist you. Have him place the tips of the fingers
and thumbs of both hands on the table, the hands arched as if
playing the piano. It is from this position of the hands that the
trick takes its name.
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2. Take any two cards from the pack, show them, and say,
“Here are two cards, a pair, even. I place them between your
fingers in this manner.” Place them in the space between the
person’s ring and little fingers, the sides of the card resting on
the table, and have the person grip them in that position.

3. Take two more cards, saying, “T'wo more cards, another
pair, always even.” Place them in the space between the ring and
middle fingers, adjoining the first pair.

4. Show a third pair and repeat the phrase, “Two cards, a
pair, always even,” and place them between the person’s index
and middle fingers.

5. Now take one card only and place it between the thumb
and index finger as you say, “One card only, odd” (Fig. 62).

6. Continue by filling the four spaces of the other hand with
pairs of cards, being very careful each time to lay stress on the
words even and pair. You do not place an odd card between the
thumb and index finger of this hand. The peculiarity of this
arrangement always attracts attention and arouses much curios-
ity as to what you are going to do.

7. Proceed by taking away one of the pairs of cards, showing
them. “Two cards,” you say. “A pair, even.” Take one card in
each hand and lay them apart, face downwards, on the table.
Take a second pair, repeating the formula, “Two cards, always
even,” and place one on each of the first two cards. Proceed in
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exactly the same way until you have laid all the pairs in two
piles.

8. “Now,” you say, “we have made two piles, each of which
contains an even number of cards. That is right, isn’t it?” The
reply is always in the affirmative, strange as that may seem
when you know the trick.

“Very well,” you continue, “if I place this odd card—" (you
remove the single card from between the person’s thumb and
index finger) “—on either heap, it must make that heap odd.

Correct?” Again there is universal agreement. “Very well. On
which of the two heaps shall I put this odd card? This one? So
now this heap becomes odd while the other remains even. I warn
you, you must watch very closely, for I am about to attempt a
very difficult sleight. If you catch me at it, I want you to say so.
If you don’t—I’ll be happy. I place one hand on this heap, now
become the odd one, as chosen by you. I place my other hand on
the even pile and I keep them well apart, as you see.

“My trick is this. I shall pass one card from one heap to the
other, so that this odd pile will become the even pile and the
even pile the odd one. Remember, if you see the card as I throw
it across, I want you to say so. Ready? Watch closely! Pass!”

9. Suiting your actions to your words, you have placed your
hands palms downwards on the two packets, keeping them about
eighteen inches apart. At the word “Pass” you make a quick
sidewise motion of each hand an inch or two and at once rather
excitedly exclaim, “Did you see it go?” Of course they didn’t, and
you say happily, “Then my trick is a complete success. This
heap, which was odd, is now even.” You pick up and count the
cards by pairs—“two, and two, and two, and two—even. While
this one, which was even, is now odd—two, and two, and two,
and one—odd, isn’t it?”

Do not be misled by the apparent simplicity of the trick.
Presented as described above, it has a really astonishing effect,
but remember that the presentation is everything.



VIII

THE BACKSLIP

ne backslip is an easy and useful sleight in which the pack
is cut, and in the action the top card is slipped secretly to
Tthe top of the lower portion.

1. Hold the pack face downwards in the left hand, the thumb
extending along one side, the index finger at the outer end, the
other fingers at the other side.

2. Grasp the upper half of the pack at the ends with the right
fingers and thumb (Fig. 63), and open it in book fashion.

3. Press against the top card with the tips of the left middle,
ring, and little fingers.

4. Lift upwards all the cards held by the right hand except
the top card. Fold this card down on the top of the lower portion
with the left fingers.

Smoothly performed, the slipping of the card cannot be seen,
but care must be taken to make the fall of the card noiseless.

This is the basic sleight. Nate Leipzig, the late great American
card conjurer, devised the following procedure to hide the trans-
fer of the card: In making the action in step No. 4, turn both
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hands at the same time so that the cards they hold are face
upwards. Point to the face card of the packet in the right hand
with your extended left index finger and make some appropriate
remark about this card (Fig. 64).

BACKSLIP FORCE

Let us say that you have a card at the top of the pack which
you wish to force. Riffle downwards with the thumb at the left
side of the pack and ask someone to stop you whenever he likes.
Stop the riffle at this point and remove the cards above the
thumb with the right hand, backslipping the top card onto the
lower portion. Extend the left hand and have this card removed.

This is an easy and deceptive force used by many performers.

BACKSLIP CONTROL

1. Grasp the pack in readiness for the backslip and open the
pack bookwise with the right hand as you request that a chosen
card be replaced.

2. When it is placed on the lower portion, move the right hand
with the upper portion outwards in a gesture, at the same mo-
ment backslipping the top card onto the lower portion above the
chosen card.

3. Say, “Let’s be sure that your card is lost in the pack,” and
with the left thumb push off the top card of the lower portion—
the card which everyone believes to be the chosen one—and
thrust it flush into the center of the packet held in the right hand.

4. Hand this right-hand packet to the spectator to shuffle
while you shuffle the remainder, sending the top card, the chosen
card, to the bottom and back to the top.



THE BACKSLIP 111

5. Reassemble the pack by placing the spectator’s packet
below yours. The chosen card, apparently completely lost, is now
the top card of the pack.

TRICKS WITH THE BACKSLIP

LIGHTNING CARD

There are few tricks from which so much entertainment can
be got as from the trick about to be described. A spectator sees
his chosen card among a number he holds, and a moment later it
vanishes to appear elsewhere!

1. Take a shuffled pack and ask someone to think of a small
number, larger than five but less than fifteen. “A long trick is a
dull trick,” you explain. “We’ll keep this one brief.”

2. Holding the pack upright and facing the spectator, thumb
cards from the left hand into the right without reversing their
order, counting them aloud. Have the spectator remember the
card which falls on his number. Count to fifteen and replace
these cards on the pack.

3. Cut away the top half of the pack with the right hand, and
in doing this backslip the top card onto the lower portion, which
you place at your right.

4. Riffle the upper portion and ask the spectator if he sees his
card. He says that he does but, unknown to him, it is now one
card higher in the packet than he thinks it is.

5. Hand him this packet. “Your card is among those you now
hold?” you ask.

“Yes.”

“If you’re not absolutely sure of that, look again.”

“No. I know it’s there.”

“Very well. Now, what was the number of which you thought?
Not the card, just the number.”

“Nine.”

“Better and better,” you exclaim. “You couldn’t have thought
of a more fortuitous number!”

6. “You have your packet of cards with your card among the
others,” you say. Tap your packet of cards on the table at your
right. “I have my packet over here.” Pick up the top card of
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your packet. “I’ll count to your number in my packet, you count
to it in yours.” Place the card face downwards in your left hand,
counting “One.”

Extend your left hand and have him place the top card of his
packet on top of your card. Remove the next card from your
packet, placing it on those in the left hand, counting “Two,” and
similarly have him place a second card in your left hand, all the
cards being face downward.

7. Continue to do this until you reach the number that is one
less than the number he named, which in the illustration we have
cited would be eight. The last card he places in your left hand
will be his chosen card, although he believes that it is the top
card of those he still holds. You say, “The next card, the ninth
card, is your card. Kindly place it face downwards on the table.”
When he does this, no matter how he places it, have him turn it
so that it is at right angles to its original position, as if this were
important, which it is not.

8. As everyone’s attention is misdirected to the adjustment of
the card on the table, place your right hand casually over the
cards you hold in your left hand and palm the top card, the
spectator’s card. “Ah, I think the trick will work,” you exclaim.
“You have placed the card absolutely correctly! What is the
name of that card?”

9. He names his card, and you say, “I don’t think it is. Will
you turn it face upwards?” As he turns the card and all attention
is misdirected toward it, move your right hand with the palmed
card at a normal speed to the packet at your right, drawing it
inwards and adding the palmed card. Rest your fingertips on the
center of the card and continue, “You see, it isn’t your card.
You thought you saw your card among those you were holding,
but actually it has been at the ninth position in my packet all
the time. Look—here is my ninth card!”

Turn the top card of your packet and show that it is his card.

THE TANTALIZER

In this trick there is an element of sly humor which should be
capitalized upon. A card is selected and returned to the pack.
The whole pack is dealt into two piles, one of which you keep.
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The spectator cannot find his card among those dealt him, hence
you deal your pile into two piles in the same way as before; but
he still cannot find his card among those given him. This con-
tinues until what you are doing dawns on him—and, sure enough,
when only one card remains this is the chosen card.

1. Glimpse the bottom card of the pack and bring it to the top
in the course of an overhand shuffle. Spread the pack and have
someone remove a card and show it to everyone; as this is being
done, cut the pack, backslipping the top card, your key -card,
onto the lower portion. Keep your gaze averted from the pack.

2. Have the card replaced upon the lower portion, and replace
the upper portion. Shuffle the cards, using the Key Undercut
Shuffle, which will not separate the key card from the chosen
card; then have someone make as many complete cuts as may
be desired.

3. Take the pack and run through the cards as though search-
ing for the card. Find your key card; the card above it is the
spectator’s card. Counting his card as one, count twenty-two
cards to the left, and cut any cards over twenty-two to the
bottom. If there are not enough cards to bring you to twenty-two,
continue the count from the bottom and cut the required cards
to the top.

In either case, the spectator’s card is placed twenty-second
from the top.

4. “Tll do this trick a little differently,” you say, and deal the
pack into two piles, one for the spectator and one for yourself.
In this, and in every subsequent deal, always give him the first
card, and always deal the cards face downwards.

5. Ask the spectator if he sees his card among those he holds.
He will not. Have him discard his cards.

6. Take your pile, which you have dealt neatly to keep the
cards in order, and deal two more piles. Ask him if he sees his
card in his pile. He will not. Have him discard his pile.

7. Take your pile, deal two more piles, and ask if he sees his
card, which he will not. Have him discard his cards.

8. Take your pile and deal two more piles. He will not find his
card among those he holds.

9. You now have three cards in your hand. Deal two more
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piles, in which he will receive two of the cards and you will
receive one. Ask him if his card is one of the two he holds. It will
not be.

10. Glance at him wryly and say quizzically, “Well?” You
now both know that the card face downwards before you is his
card, and usually your audience will be amused. Have him name
his card, turn over the one before you and show that is his card.

UNDER YOUR HAT

Five cards are sealed in an envelope before one of them is
chosen. Although the envelope remains in view at all times,
propped against a borrowed hat, the chosen card vanishes from
the envelope and is found under the hat.

1. Borrow a pack of cards, a sheet of paper, two felt hats, and
an envelope. Place the hats, crown downwards, on the table and

stand to its left. Tear the paper into five slips and hand them
and the cards to a volunteer spectator, instructing him to have
five spectators each freely select one card, to give each of these
spectators a slip of paper, and then to lay the pack aside.

Request the spectators to write the names of their cards on the
slips of paper. This done, have your assistant collect the five
cards and hand them to you.

2. Take the envelope in your left hand and hold it as in Fig.
65. Apparently slide the five cards into it, but actually allow four
only to enter, keeping the face card—which you note (say it is
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the two of diamonds)—on the outside under your left thumb
(Fig. 66).

3. Seal the envelope naturally and pass it, with the card con-
cealed behind, to your right hand, dropping them into one of the
hats. You must not be hasty or furtive in doing this. There is no
reason why anyone should suspect what you are doing.

4. Walk away a few paces, pause, and turn back. Remove the
envelope from the hat, then turn the hat over and place it, brim
downwards, on the table, the card dropping onto the table top
where 1t is concealed by the hat. Saying, “I'll place the envelope
here in this makeshift easel,” stand it upright in the crease of the
hat, which you deepen to accommodate it.

5. Instruct your assistant to take the other hat and collect the
written slips after they have been folded or crumpled. Next
invite him to reach into the hat and mix them thoroughly, pick
one at random and hand it to you. Casually open it and, regard-
less of what i1s written on it, ask, “Will the gentleman who wrote
the two of diamonds—" (or whatever your glimpsed card may
be) “—step up and take the envelope?” Do not add to or change
the wording in any way.

Without showing the slip to the spectator (unless by chance it
bears the name of the card you glimpsed), direct him to take the
envelope and open it. As he does this, unhurriedly and absently
put the slip in your pocket, concentrating all your attention upon
the spectator.

6. Tell him to take the five cards from the envelope and call
their names. He finds four cards only—the two of diamonds is
missing.

7. You look at him, smiling, then turn to the audience and
say, “The card has vanished!” Turn back to the spectator, say-
ing, “Perhaps it’s under the hat.” He lifts the hat and finds the
missing card!

By the law of averages, once in five times the name of the
glimpsed card and the name written on the slip will coincide.
When this happens, hand the slip to the spectator when he comes
forward, saying, “That is your handwriting?” and when he con-
firms this, continue with the trick*. The feat is strengthened im-
measurably when this occurs.
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THE OVERHAND SHUFFLE, II

INJOG AND BREAK

ue drawback to the undercut and throw, after jogging a

card in the overhand shuffle, is that frequent repetition

would reveal to a keen observer the fact that only half of the

deck is being shuffled. To obviate this difficulty, recourse is had
to the formation of a division between the jogged card and the
cards below it, which are to be kept intact and returned to the
top of the pack. This division is termed a break, and the method
of forming it is as follows:

1. Undercut half the cards, injog the first card, and shuffle off
in the manner already explained.

2. Preparing for a second overhand shuffle, pat the upper side
of the deck square with the flat right fingers, then place the right
thumb against the end of the jogged card and the right middle
finger against the outer end. Press the thumb wupwards and in-
wards, bending the protruding end of the jogged card upwards
as it enters the pack, thus making a division or break between
it and the cards below it.

3. Grip the whole pack firmly between the right thumb and
middle finger, lift it, and begin another overhand shuffle in the
usual fashion. Shuffle freely until the break held by the thumb is
reached, then throw the whole of the packet below it on the top
in one block.

Thus the same result follows as that obtained by the undercut;
apparently the deck has been freely shuffled twice.

We have found that most beginners cannot learn this sleight
from a printed explanation, whereas an ocular demonstration
enables them to do it in a few minutes. The difficulty seems to be
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in understanding the action of the thumb on the jogged -card,
with the result that it is pushed flush with the other cards and so
lost. To avoid this fatal error, let the tip of your thumb touch
the end of the jogged card and rest it there for a fraction of a
second. Then, as you press your middle finger against the outer
end of the deck, push the end of the jogged card upwards and
inwards, and the break will be formed automatically under the
thumb as it presses firmly against its end of the pack.

OVERHAND BREAK CONTROL

This method of controlling a card returned to the pack is the
same as the overhand shuffle control already given, save that in
this case the injog and break is used in place of the undercut.

1. After a card has been selected, begin an overhand shuffle
and, when about half the cards are in the left hand, extend that
hand and have the chosen card placed 011 top of those you hold.

2. Run three cards flush on top of the chosen card, injog the
next card, and shuffle off.

3. Perform the action described in step No. 3 of the injog and
break; that is, form a break under the jogged card with the
right thumb, by bending the protruding end of the card upwards
as the right hand takes the pack.

4. Shuffle off the cards above the break, and drop the cards
below it on top. The chosen card is four from the top.

5. If your trick requires the placement of the chosen card at
the top, you can shuffle the four top cards to the bottom, injog
the next card, and shuffle off. Form a break at the injog, shuffle
down to it and throw the four bottom cards on top—in other
words, repeat the overhand break control shuffle.

OVERHAND LIFT SHUFFLE

To a certain extent the same objection that we have noted with
regard to the undercut and throw method applies to the use of
the break. If used constantly without any variation it would be
possible to detect the fact that a portion of the deck is kept
intact. The lift shuffle obtains the same result as both the pre-
ceding methods in one shuffle and is therefore the most perfect
partial false shuffle extant. Here is the method:
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1. Let us suppose that a small number of cards, up to say eight
or ten, must be retained intact on the top of the pack in the
course of an overhand shuffle.

Begin by lifting the whole pack with the right hand, holding
it by the ends between the third (top) phalanges of the thumb
and middle finger.

2. As the first movement of the shuffle, pull off these cards into
the left hand. Bring the deck down on top of this packet (A)
and pull off another packet (B) with the left thumb. At the same
moment that the deck strikes the left palm, press the tip of the
right ring finger against the end of the first packet (A), pressing
its inner end against the right thumb at the second joint and thus
holding it firmly.

3. After releasing packet B, lift the right hand, carrying away
the remainder of the deck and packet A gripped between the

ring finger and the thumb. Packet B completely conceals this
move (Fig. 67).

4, Continue the shuffle until all the cards between the middle
finger and the thumb have been shuffled off, then drop packet A
intact on top of all the cards in the left hand.

A few minutes’ practice will enable you to make this lift of
the special packet smoothly and imperceptibly. We know of no
other sleight in the whole range of card conjuring which is so
valuable and so easily learned. A judicious mixture of the shuffle
and undercut (overhand shuffle control), the shuffle and break
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(overhand break control), and the shuffle and lift (overhand Ilift
shuffle) will baffle the keenest and most skeptical observer.

Naturally the top card can be controlled in this way just as
easily as can a small number, but this is only one of the several
uses to which the sleight can be put.

A very effective use is for gathering several chosen cards and
retaining them on the top of the deck, although they are replaced
separately and the pack is shuffled each time. To do this, start
with the deck in the left hand. Undercut the bulk of the cards
with the right hand, and thrust forward the left for the replace-
ment of the chosen card on top of that packet. Then execute the
lift sleight in the first movement of the overhand shuffle, and
finally drop the lifted packet on top of all. Repeat the moves for
the remaining cards, and you have all the chosen cards on the
top of the pack. Remember, however, that the order they are now
in is the reverse of that in which they were replaced.

LIFT SHUFFLE FORCE

It is often necessary to compel a spectator to take a certain
card. This is termed forcing, and there are a number of ways in
which it can be done, some of which will be discussed later. It
must always be borne in mind that a force is only successful
when the spectator is convinced that he has had a free choice.
If he has any suspicion that he has been made to take a certain
card, then the glamour of its later discovery is tarnished. The
lift shuffle affords a method of forcing that is not only easy but
also convincing.

1. Have the card to be forced on the top of the deck; shuffle
it to the bottom and back to the top.

2. Tell a spectator that you are about to shuffle the cards, and
request him to call “Stop” at any moment that he pleases. Exe-
cute step No. 2 of the overhand lift shuffle.

3. Continue the shuffle without pause, taking off cards with
the left thumb in small packets. At the moment the spectator
calls stop, bring the right hand down and release the lifted packet
on top of the cards already in your left hand, as you say, “Here?
Very well.”
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4. Extend your left hand to him to take the top card of that
packet, that is to say, the card to be forced.

The action is so natural that many of the best cardmen use
this force in preference to any other. It should not be necessary
to reiterate that you must not look at the cards while shuffling.
Keep your gaze fixed on the spectator, watch his lips, and you will
note the exact moment he is about to call stop and act accord-
ingly.

By having several cards that are to be forced on the top of the
deck, you can force them in rapid succession in the same way.
When the first card has been taken, place the cards in your right
hand under those in your left, and simply repeat the procedure
with a second and third spectator.

SPREAD AND BREAK

A modern and inartistic way of controlling a card after its
replacement in the pack is to cut off half the cards with the right
hand and thrust out the left hand for the spectator to place his
card on the left-hand packet. The cut replaced, the tip of the left

little finger is inserted secretly between the two packets, that is,
above the chosen card. This method is bad, first, because the
spectator is given no choice as to position in the placing of his
card, and, second, because the bending of the little finger is
generally noticeable.

Instead, spread the cards fanwise with both hands, in the same
way as when offering the pack for the selection of a card. Move
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your hands toward the spectator as you ask him to replace his
card. At the moment he is about to do this, make an opening in
the middle of the spread (Fig. 68), reach forward and take his
card as with a forceps, by closing the cards on it and immediately
drawing your hands back. The insertion of the left little finger
between the packets will be covered completely in the action.

HOLDING A BREAK

When a break is made by the insertion of the tip of the little
finger, a common error is to hold the break in the same way, that
is, by keeping the little finger tip inserted between the two por-
tions of the pack. The correct procedure is this:

When the break has been formed by the insertion of the little
finger tip, square the deck with the right hand, the fingers at
the outer end and the thumb at the inner end. Grip the pack
momentarily with the right thumb and fingers, holding the break

with the thumb, and withdraw the little finger. Immediately
press it against the side of the deck as in Fig. 69.

It will be found that the break can be held quite securely in
this way, and the right-hand side of the deck can be shown
freely as well as the outer end. The holding of the deck, there-
fore, appears to be perfectly regular. This is most important,
since the break is of great use in card conjuring and to hold it
correctly is essential to clean manipulation.
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SPREAD AND BREAK CONTROL

When a chosen card has been returned to the pack and a break
above it has been secured by the left little finger, it can be
brought to the top of the deck easily and quickly in the follow-
ing manner:

1. Square the ends of the pack with the right hand, then grip
it firmly between the right thumb at the inner end and the
fingers at the outer end, the thumb holding the break (Fig. 70).

2. Change the grip of the left hand by seizing the left side of
the deck at the middle, near the edge between the tip of the left
thumb on the back and the tips of the fingers on the face.

3. Maintain the pressure of the right thumb and fingers on
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the ends of the pack, and with the left hand turn the left side of
the deck downwards to the regular position for an overhand
shuffle (Fig. 71).

4. The break will be retained by the pressure of the right
thumb, and you go at once into an overhand shuffle. Shuffle freely
until the break is reached, then throw the remainder of the deck
on top, bringing the chosen card to the top of the pack.

TRICKS WITH THE OVERHAND SHUFFLES

THE SEVENS

The following trick, a good one, makes use of the overhand
shuffle to force a card and to bring a number of required cards
to the top of the pack so that they can be used in the course of a
"coincidence” trick. Four cards are selected, apparently by purest
chance, and the cards prove to be the four seven-spots, a remark-
able violation of the laws of probability.

1. To prepare for the trick place the four sevens secretly on the
top of the pack, then force the top card (the first seven) on a
spectator by means of the lift shuffle force. Have the spectator
place that card face downwards on the table, without looking at
it, and place his hand on it. As he does this, place the packet in
your right hand under those in your left, so that the remaining
three sevens are on the top of the pack. Shuffle by running off
two cards into the left hand, drop the pack on them, and pick up
the whole pack. One seven will now be on the top and two at the
bottom.

At once continue the shuffle as in step No. 2, retaining top and
bottom cards in position, (see page 6) thus keeping the sevens
in the same position, two at the bottom and one at the top.

2. Spread the entire deck face downwards on the table in a
neat row, and request the spectator to touch any card. Remove
the card and turn it face upwards. Whatever its value, gather up
the remainder of the deck and deal beside it, face downwards and
in an orderly pile, cards to correspond in number. For example,
if the card is an eight-spot, deal eight cards. If the card is a
picture card, announce that you will count all such cards as tens
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and treat them as such. Thus you have a seven-spot at the
bottom of this pile.

3. Repeat the same overhand shuffle, retaining one of the other
two sevens on the bottom and bringing the other one to the top
of the pack. The position now is that you have a seven on the top
and the fourth seven on the bottom.

4. Spread the cards on the table again and request another
spectator to touch a card. Remove it, turn it face upwards, gather
up the remaining cards and deal beside it, as before, the number
of cards to correspond with its value.

5. Shuffle the cards once more, this time simply bringing the
bottom card (the fourth seven) to the top. “You will notice,”
you say, “that your choice of cards is entirely fair. Neither you
nor I can know the value of the cards you will select.”

6. Have a third spectator touch still another card after you
have spread the deck on the table, and proceed in exactly the
same way as before. There will then be three piles of cards on
the table, and at the bottom of each of them, unknown to the
spectators, there is a seven-spot.

7. Turn now to the spectator whose hand still rests on the
seven spot which you forced on him at the start of the feat. “Will
you, sir, turn up your card and show it to all of us?”

He does so and it is seen to be a seven-spot.

“The vagaries of chance are inexplicable,” you observe thought-
fully, “for here we have four cards selected by four different
persons in the fairest possible way. The probability of each
selecting a card of the same value is so remote as to be prac-
tically impossible. And yet—" (slowly turn each of the packets
face upwards and show, at their faces, the three remaining
sevens!) “—that is exactly what has happened.”

The student will be gratified, upon performing this feat, to
notice the astonishment which it arouses. This is caused largely
because the spectators were not told beforehand just what you
proposed to do and for this reason did not scrutinize your pre-
liminary actions so closely as they might have had they known
your objective.

This is one of the psychological advantages which the good
card conjurer keeps to himself. He does not tell in advance what
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he proposes to do. If he forewarns his audience, their vigilance
will be aroused and they will study what he does to determine
how he does it. Since they do not know his purpose, however,
they are not alerted and later, when they attempt to reconstruct
what has been done, their memory fails them.

This should also make clear why the expert card conjurer
rarely if ever repeats a trick for an audience, no matter how
great their importunity.

There are two good rules to remember:

1. Never tell your audience the effect of a feat until all the
preliminary actions which make it possible have been completed.

2. Do not repeat a trick unless you can produce the same effect
by a different method.

OBLIGING ACES

“I wouldn’t want to play cards with you!” is a statement
inevitably addressed to a good cardman at some time or other.
A good trick to use after someone has made this remark is the
following easy feat, which has all the appearance of great skill.

Preparation. Secretly place any nine-spot at the ninth position
from the top, with the four aces immediately following it. To do
this while openly toying with the cards and carrying on your
part in the general conversation, spread the cards with the faces
towards you. Spot an ace and cut the pack to bring it to the top.
Then run through the cards and slip each of the other three aces
to the top in turn.

Next find any nine-spot and slip that to the top. Turn the deck
face downwards and shuffle overhand thus: Undercut about two-
thirds of the deck, run four cards, injog the next card, and shuffle
off. Undercut to the jog and throw on top. Repeat the same
shuffle, and you will have placed eight cards on top of the nine-
spot and the aces will lie in the tenth, eleventh, twelfth, and
thirteenth positions as required for the trick.

Procedure. Now we are ready for the feat itself:

1. Presuming that the conversation has been about gamblers
and poker playing, offer to give a little demonstration, under very
strict conditions, by having the spectators themselves name the
numbers at which certain cards are to be found. Shuffle overhand,
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using the overhand break control to return the arranged cards
to the top of the pack.

2. Invite a spectator to call any number between ten and
twenty. Suppose fourteen is called. Deal fourteen cards face
downwards in a pile, and lay the remainder of the pack aside.
Pick up the fourteen cards. “You named the number fourteen,”
you say. “One and four make five so I shall take the fifth card.”
Deal four cards face downwards, take the fifth card and lay it
aside face downwards.

Drop the cards remaining in your hands on those just dealt,
pick up all, and replace them on the remainder of the deck.

3. Overhand shuffle again, using the injog and break, and
again bring the arranged cards into the required position. Ask a
second spectator to name another number between ten and
twenty. Proceed in exactly the same way as in step No. 2, using
the new number. Place the card thus arrived at with the first, also
face downwards.

4. Have a third spectator name a number and so arrive at a
third card. Place it with the other two.

5. “I want one more card,” you say. “This time I’ll leave the
choice of a number to pure chance.” Shuffle overhand again, using
the overhand lift shuffle this time but being careful to have more
than nine cards in the first packet. This shuffle will return the
nine-spot to the top of the pack, and the ninth card under it will
be the fourth ace. Turn the top card, the nine, then deal and place
the ninth card with the other three cards you have found and
laid aside.

“In spite of the fact that you named any numbers you pleased
and that the last card was determined by chance alone, look
what has happened!” Turn the four cards face upwards with a
flourish. They are the four aces!

LEAPFROG

Here we have a rather striking discovery. A selected card leaps
into view over the backs of the others.

1. Following the usual routine a card is freely selected, noted,
returned to the pack, and controlled to the top.

2. Shuffle the card to the bottom and retain it in that position.

3. Key undercut about one-third of the deck, and place the
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packet on top so that about one-third of its length protrudes out-
wards, being careful not to expose the bottom card in making the
cut.

4. With the tip of the left forefinger pull down the outer end
of the selected card at the bottom of the upper packet until it is
bent almost at right angles (Fig. 72). “If there is one game the
cards love, it’s leapfrog. Watch!”

5. Have the chosen card named, and instantly let all the cards
of the upper packet escape from your left thumb and fingers and
press the forefinger hard against the end of the bent card. All the

cards of this packet will fall upwards and outwards, turning face
upwards as they fall on the table, except the bottom card, the
chosen card, which will also turn face upwards but will be re-
tained against the bottom card of the deck by the left fore-
finger. Fig. 73.

6. Raise your left hand and display the card thus extending
face outwards from the top of the pack, which faces you.

SPECTATOR’S CARD TRICK

Sooner or later you will meet the man who insists upon taking
the pack in his own hands and then challenges you to do a trick.
The following feat is useful on such occasions:

1. Secretly glimpse the top card of the pack, which we will
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say is the four of hearts. False shuffle the cards, retaining the four
of hearts at the top.

2. Hand the pack to a spectator, saying, “It is curious that so
many people suspect a magician of conniving and subterfuge.
I assure you that the things I do simply happen—I have no
control over the cards. To show you what I mean, let’s pretend
that you are the magician and [ am the spectator. First of all,
you must spread the cards and invite me to remove one.”

3. Remove a card and glance at the card guardedly. You do
not care what card it is since it plays no part in the trick, but a
good satiric impersonation of a canny spectator can be amusing.
“Now,” you say, “tell me to replace my card.” When he does so,
cautiously insert the card about halfway down in the pack and
push it flush. Have him square the cards. “You see how simple
it is? Now all you have to do is find my card and produce it in
some surprising manner.”

4. Your assistant will be forced to admit that he cannot do
this. “Then you must appeal to others,” you say. “Ask this
gentleman. Have him name some number, say between ten and
twenty, and no doubt my card will be at this number.”

5. Someone names a number, say fourteen. Have your assist-
ant deal fourteen cards face downwards, reversing their order.
“My card was the four of hearts,” you say, naming the card you
glimpsed in step No. 1. “Look at the next card.” He looks at the
card at the top of the rest of the pack, but it is not your four of
hearts. Have him turn it face downwards and replace the dealt
cards on the pack.

6. “Horrible experience, wasn’t it?” you say sympathetically.
“It has happened to me, too. But when something goes wrong,
always blame it on the spectator. Tell him he wasn’t concen-
trating. Then ask someone else to name a number, say a number
between twenty and thirty.”

7. Have a second spectator name such a number. Let us say
it is twenty-five. Have your assistant deal twenty-five cards face
downwards, thus reversing their order, and look at the next card
on the pack. It still is not your four of hearts. Have it turned
face downwards and the dealt packet replaced.

8. “Well,” you say, “you’ve not done very well, have you?
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”»

I'm afraid T'll have to take over.
give it a little shake. “I think that will do it,” you comment.

Take the pack from him and

"Now, I believe in the happy medium. The first number was
fourteen and the second was twenty-five, and the difference be-
tween the two is eleven. To find my card I will deal eleven cards,
like this—" (here you deal off eleven cards) “—and the next card
is my card, the four of hearts!” Turn this card face upwards and
show that it actually is the four of hearts.

The trick is entirely automatic if the above procedure is fol-
lowed. It is only necessary to have the first spectator name a
number between ten and twenty, the second a number between
twenty and thirty.

A POKER PuzzLE

“Can you deal a good poker hand?” is a question which is
almost certain to be asked after you have shown your prowess
with cards. The routine which follows has been arranged to con-
vince the questioner that you can.

1. “Can I deal a good poker hand?” you repeat. “The answer
to that is—yes and no. I'd better show you what I mean. No
doubt you've read articles on the methods used by the gamblers
—everyone has heard of second dealing and bottom dealing,
although very few persons have seen these sleights performed.
In poker, the gambler arranges to get the high cards of course.
Let me show you the usual method. I'll use the four kings.” As
you are talking in this vein, run through the cards with the faces
toward yourself and, as you come to each king or ace, slip the
kings to the bottom and the aces to the top of the pack. Do this
casually without explaining what you are doing.

2. Take off the four kings and show them. “Four kings make
a good hand,” you say, “so the gambler places the cards he wants
on the bottom of the pack.” Place the four kings on the bottom.

3. “We shall suppose it is a five-handed game. The gambler
deals four cards, but when he deals one to himself he pulls off
the bottom card, so.” Do this openly, laying the king face down-
wards before you.

4. Continue the deal in the same way, each time pulling out
a king for yourself as you explain that by years of tedious prac-
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tice the gambler can make this false deal imperceptibly. When
you have dealt yourself the four kings from the bottom, deal the
next five cards in the ordinary way. You have dealt five hands
of five cards each and you show that you have the four kings.

5. “That is the gambler’s method,” you say. Gather up the
other four hands carelessly in any order but without disturbing
their sequence, and drop them on top of the pack. Do not expose
the face cards, which are the four aces. Drop your own hand
with the four kings on the pack last of all. The deck is now
stacked to give you the four aces on a deal of five hands.

6. False shuffle the pack by undercutting not more than twenty
cards, injogging the first card and shuffling off. Form a break at
the injog, shuffle to the break, and throw the cards below it on
top, thus returning the top thirty cards to their original position.

“That is the way a gambler does it,” you explain. “However,
you asked me if I could deal a good poker hand, and I must
remind you that I am not a gambler and therefore never use
the gamblers’ methods. If I did try to deal myself a good hand
I’d use magic, like this. Watch my hands and see if you can find
any fault with the way I deal.”

7. Deal five hands of five cards each in the regular way. “Did
you notice anything unusual with the deal?” you enquire. “Of
course not. Yet I dealt myself the four kings. Look!” Pick up
your hand and, holding it well squared, turn it face upwards,
showing a king at its face. “The four kings!” Remove the top
card, exposing an ace. “Ah, something’s gone wrong!” you ex-
claim disgustedly. Pause for a second, then brighten, saying, “Oh,
well! T imagine that four aces are good enough!”

Spread the other four cards you hold showing that they are
the aces.
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FALSE SHUFFLES AND CUTS

OPTICAL SHUFFLE

£ Have already studied one overhand shuffle by means of
which the whole pack is kept in a prearranged order while

\;V apparently becoming well mixed. The same effect is obtained

with the optical shuffle, so called because for deceptiveness it
depends upon an optical illusion.

1. Begin an overhand shuffle by undercutting about two-thirds
of the deck.

2. Bring the right-hand packet down in front of the packet
remaining in the left hand, its lower side striking against the left
palm. Raise the left thumb in the usual action of drawing off
cards from the right-hand packet, but actually do not remove
any; simply slide the thumb over the back of the uppermost
card as the right hand lifts its packet away intact.

3. Tilt the left-hand packet back against the left thumb with
the left fingers. Drop a packet from the top of those held by the
right hand against the face card of the left-hand packet.

4. Let the cards in the left hand fall forward onto the left
fingers, and repeat the action in step No. 2.

5. Repeat step No. 3, and continue until the cards in the right
hand are exhausted.

At first thought this pretense of removing cards with the left
thumb appears to be too audacious, but when it is smoothly done
the illusion is perfect, as a few trials before a mirror will show.

CHARLIER SHUFFLE

This shuffle is also called the “haymow” shuffle. It is unique
among card sleights in that neatness of execution is not required;
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in fact, it is most effective when done rather clumsily. Although
expert cardmen affect to disdain it for that reason, the wise
operator values it for its effect on laymen, to whom it is the
most convincing false shuffle extant. The shuffle, though appar-
ently thoroughly mixing the cards, really leaves them in the
same condition that a simple complete cut would do. The moves
are:

1. Hold the pack face downwards in the left hand, as for
dealing. Push off a small packet, some five or six cards, with the
left thumb and take it in the right hand between the thumb on
the back and the fingers on the face (Fig. 74).

2. Raise the left hand slightly and with the left fingers push
out a small packet from the bottom of the deck. Take this packet
in the right hand on top of the first packet, by lifting the right
thumb and then dropping it on top (Fig. 75).

3. Lower the left hand a little, push off another small packet
from the top with the left thumb, and take it with the right
fingers underneath the cards in the right hand (Fig. 76).

4. Push out another small packet from the bottom with the
left fingers, and take it on top of the cards in the right hand.

5. Continue as above until all the cards have been transferred
to the right hand.

As has already been stated, this shuffle leaves the deck in the
same condition as it would be after one complete cut. By jogging
the first packet from the bottom of the deck—that is, by making
it protrude inwards from the packet in the right hand—a break
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can be formed at the jog at the end of the shuffle, and a single cut
will return the pack to its original condition.

This shuffle is especially useful for keeping a small packet of
cards in sequence, for which purpose neither the overhand nor
the riffle shuffle is suitable.

We would emphasize the need for making the shuffle rather
slowly and roughly, with great emphasis on the fact that it mixes
(do not use the word “shuffle”) the cards thoroughly.

THE CUT

It is the invariable rule in games of cards to have the deck cut
after it has been shuffled. How far back the custom arose it is

impossible to tell, but it is easy to account for the origin of such
an exhibition of good faith. “Trust ivvrybody but cut the ca-ards,”
as the Irish cynic said. The magician, therefore, must prove his
good faith by cutting the cards, which he does—but in such a way
as not to disturb the arrangement he has already made. In other
words, he uses a false cut. False cuts are made in different ways
according to whether the whole deck is to remain in the same
order or whether a small packet of cards is to remain intact on
the top or on the bottom of the deck.

First Method! Retaining the Whole Deck in the Same Order.

1. Hold the deck in the left hand, face downwards and near
the outer corners, between the third (top) phalanges of the
thumb on one side and of the middle finger on the other. The tip
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of the forefinger rests against the middle of the outer end, and
the ring and little fingers rest free.

2. With the right hand seize the lower half of the deck near
the inner corners, between the thumb on one side and the middle
finger on the other, the forefinger extended and resting on the
back of the top card near the middle of the outer end (Fig. 77).

3. With a rapid backward and then upward movement of the
right hand, pull out the lower half of the deck—the right fore-
finger sliding on the back of the top card without moving it—and
place the packet on the table.

4. With the right hand take the remaining cards in the same
way, with the same backward and upward movement, and place
them on top of the other packet with a slight slap.

Properly timed—that is to say, when you are addressing some
quick remark to a spectator and looking at him—this false cut
is undetectable.

Second Method: Retaining the Whole Deck in the Same Order.

1. Place the deck on the table at A.

2. Cut off a small packet and place it at B, not far from A.
Continue in the same way, cutting packets from A and placing
them at C, D, E, and F.

A BCDEF

3. Pick up packet B and place it on C, pick up BC and place
the combined packet on D, and continue in exactly the same way
with packets E and F.

4. Leaving a few cards at A, place the rest of the cards in your
left hand. Begin to square the deck, then pretend to notice that
you have overlooked the packet A. Drop all the cards you hold
on it, then pick up and square the whole deck.

The action keeps the cards in the same order throughout and
is completely deceptive to the uninitiated.

Third Method: Retaining a Small Packet of Cards on the Top
of the Deck.

1. Hold the deck in the left hand by the sides, near the ends,
between the thumb and middle finger near the corners, with the
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forefinger on the back and the ring and little fingers resting free.

2. With the right thumb and middle finger at the far end cut
off from the top a packet consisting of a few more than the cards
to be retained, and place it on the table in front of you.

3. Take hold of the free end of the deck with your right thumb
and second finger, and with both hands place the pack on the
cut. Let the outer sides of both packets come flush, but hold a
break at the inner sides with the left thumb tip (Fig. 78).

4. Draw both packets toward you, the action enabling you to
get a firm grip of the packets; then lift the whole pack.

5. With the right thumb and second finger draw offsmall
packets from the top, letting them fall to the right, one ontop
the other, until you reach the break. Finally take the last cards
intact and drop them on top of all the rest.

This is one of the easiest and most deceptive false cuts extant.
The whole of the action is done by the thumbs and middle
fingers only, the cards being held as openly as possible. An even
pace, not a rapid one, should be maintained. The break will be
found by the right thumb solely by the sense of touch; there is
no need to look at the cards.

Fourth Method: Retaining a Small Packet of Cards on the
Bottom of the Deck.

1. Hold the deck in the same position as for the third method.

2. With the right thumb and second finger draw off about two-
thirds of the pack and place it in front of you.

3. Take hold of the free end of the packet in  your lefthand,

of
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between your right thumb and second finger. Place the packet on
top of the cut, the outer sides flush, but holding a break at the
rear sides as explained in step No. 3 of the third method.

4. Draw off the top packet to the break and drop it on the
table. Continue drawing off small packets and dropping them
one on top of another until the pack is exhausted.

This method of cutting is called a running cut and is in com-
mon use among card players. The action should be timed at the
same pace as the preceding sleight. It is so well covered that the
keenest observation from the front will fail to detect any irreg-
ularity.

PALM CuT

Retaining a Small Packet on the Top of the Pack. Let us
suppose that you have the four aces on the top of the pack and,
having executed the overhand break shuffle and retained the aces
in that position, you wish to cut the pack yet keep the aces on
the top. Make these moves:

1. Hold the deck in your left hand, as for dealing, and square
the ends with the right thumb and fingers. Palm the aces in your
right hand by the second method. It is not necessary to take off
only the four aces; just make sure that you lift five or six cards
in making the necessary break.

2. With the right thumb and fingers cut off about half the
deck, and drop the cut in front of you on the table.

3. Bring the right hand back squarely over the remainder of
the deck in the left hand; grasp these cards, adding the palmed
packet, and drop all on the tabled packet.

Immediately after the palmed packet has been added to the
cards in the left hand, it is essential that the forefinger be bent
inwards so that its tip rests on the middle of the back of the
added packet as seen in Fig. 60.

TRICKS WITH THE SHUFFLES AND CUTS

An INCOMPREHENSIBLE DIVINATION

The old war horses, as we have mentioned, are good tricks, if
only because they have survived the passage of time. This feat
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is one of the most satisfying in the whole range of card magic,
it is easy of accomplishment, utterly baffling to one unfamiliar
with its mechanics, and has a simple plot that is easily under-
stood.

To perform the trick, quietly remove the following cards in
sequence, using any suits: A-2-3-4-5-6-7-8-9-10-Joker. The ace
is the top card, the joker the bottom card.

1. Holding the cards face downwards, you apparently mix the
cards well but actually perform the Charlier shuffle. In squaring
the cards secretly sight and remember the top card, which let us
say is a 4.

Tell a spectator that you want him to think of a number be-
tween 1 and 10 and that, while you turn your back, you want
him to transfer this number of cards, one by one and silently,
from the top to the bottom. Illustrate by transferring three cards
from top to bottom, which will make the new top card a 7.
Subtract this number from 12, and remember 5 as your Kkey
number.

2. Turn your back as the spectator follows instructions, and
when he 1s finished turn back and take the cards. Spread them
and without seeming to count, run through the packet and cut
the card at your key number, the 5th from the top in this case,
to the top. Request the spectator to name the number of which
he thought, and when he does so turn the top card face upwards
and show that its value corresponds to his number.

3. Turn the top card—which let us say is a 6—face down-
wards, and again subtract its value, 6, from 12, arriving at a
new key number of 6.

“This time I want you to think of a number, and I also shall
think of a number,” you remark. “Take the cards and transfer
as many to the bottom, one by one, as the number of which you
are thinking.”

4. Turn away until he has completed the transfer; then take
the cards, saying, “I am thinking of the number 6,” naming
whatever key number you arrived at before giving him the cards.
Transfer one less than this number to the bottom (5 in this case),
and turn the 6th card face upwards at the top. It will have the
same value as the number of which he thought. Turn the card
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face downwards and deduct its value from 12; if the card is a 9,
then 3 will be your new key number.

5. “Now I shall name a number while you think of one,” you
continue. “Let me see . . . well, I’ll take the number 3,” naming
the key number. Turn your back once more as the spectator
transfers as many cards to the bottom as the number of which
he is thinking. Take the cards, saying, “I named the number 3.”
Transfer one less than your key number, in this case 2 cards,
and turn the next card face upwards at the top; its value again
corresponds to the number of which he thought.

6. Note the value of this number as before, and deduct it from
12. If the card is an 8, your new key number will be 4. Hand the
cards to the spectator, turn away, and have him think of a new
number and transfer that number of cards from top to bottom.
Turn back and, standing a short distance away, request him to
deal cards onto the table. When he has dealt one less than the
key number, in this case 3 cards, request him to stop the deal.
“What is your number?” you ask, and when he has named it, you
say, “Turn up the next card.” He does so and again its value
corresponds to that of his number.

Occasionally someone will attempt to confuse you by refrain-
ing from transferring any cards. In such a case, when you count
down to your key number the joker will be turned up, and you
say, “There’s a joker in every pack, and there’s also a joker in
every gathering. You’re the joker in this case; you didn’t think
of any number at all,” and the spectator will be forced to admit
that this is the case.

When the joker is the top card, consider its value to be 11,
which when deducted from 12 tells you that your next key num-
ber will be 1, the top card. Take advantage of the circumstance
by taking the packet, giving it a little shake, having the spectator
name his number, and turning the top card to show that its
value corresponds.

CIRCUS CARD TRICK

In the old days this trick was used by cardsharpers to fleece
the unwary. It is an amusing swindle for use with a small group
when presented as legitimate entertainment.
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1. Have someone shuffle the pack, and in taking it back
glimpse the bottom card for use as a key card. Spread the cards
and ask a spectator to remove one, having him show it to every-
one. This is important, for later you may need witnesses.

2. Have the card replaced, and place the key card above it by
using the key undercut method. Shuffle the pack by means of the
key undercut shuffle, which will leave the chosen card and the
key card somewhere near the middle. Next have someone make
two complete cuts.

3. Take the pack and assert that you can find the spectator’s
card unfailingly by sense of touch alone. Deal the cards face
upwards, watching for your key card. When it falls, the next card
dealt is the chosen card. Deal this card, maintaining an impassive
expression; remember its name and deal a half dozen cards more.

4. Finally push a card off the pack, feel its face with your
right index finger tip, hesitate, and feel the card again. Glance up
triumphantly, tapping the card. “I'll wager you a nickel that the
next card I turn over is your card!”

5. Having seen you deal the chosen card, and mistakenly be-
lieving that you will turn over the card at the top of those you
hold, some people will gleefully accept your wager. You then
say, “My grandfather was right. He said that you should never
bet on a sure thing!” Reach out and turn the chosen card face
downwards, thus living up to your promise to turn this card over.

The trick causes a good deal of laughter, and since this was
your objective you naturally refuse to permit the loser to pay his
debt.

BLACK JACK, DETECTIVE

A chosen card and the jack of clubs, which you introduce as
Herlock Sholmes, a detective card, are placed in different parts
of the pack; yet, after several cuts, when the cards are dealt the
detective card and the chosen card come out together.

1. Have a card freely selected from a shuffled pack, and leave
it in the spectator’s hands.

2. Run through the pack to find the jack of clubs, and as you
do this note and remember the top card, which let us say is the
ace of hearts. Remove the jack of clubs and place it to one side.
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3. Square the cards and hold them face downwards in the left
hand. Using the key undercut, strip out the lower half of the
pack with the right hand, and have the chosen card replaced on
top of the cards remaining in the left hand, which will place it
above the key card, the ace of hearts.

4. Hand the other packet to a second spectator, inviting him
to take about half the cards, place them on top of the chosen
card, and square the cards.

5. Have a third spectator place the jack of clubs on top of
these, and then have the remaining cards of the cut placed on
top of all.

6. Finally have a fourth spectator make two complete cuts,
which will more or less bring the pack back to about its original
order.

7. Holding the pack as for the glide, patter about the mar-
velous accomplishments of your detective card, the jack of clubs,
and order it to find and arrest the chosen card. Deal from the
bottom, placing the cards face upwards until you deal the ace of
hearts, your key card.

8. Glide back the next card, the chosen card, and continue the
deal with the cards above it until the jack of clubs appears.
Now draw out the glided card and place it face downwards on
the face-upwards jack.

9. Have the chosen card named and then with the jack flick
the other card over, showing that your Herlock Sholmes has
succeeded in his mission.



X1

THE DOUBLE LIFT AND TURNOVER

hen used in moderation and properly done this sleight is
one of the most useful and deceptive of modern card
Wsleights. Unfortunately many card men do it badly and far too
often. We would caution the student first to learn to execute the
sleight perfectly and then to use it sparingly and discreetly.
As the name implies, the sleight consists of lifting two cards as

one, turning them over on the deck, and then turning them face
downwards again. The moves are as follows:

1. Hold the deck face downwards in the left hand, practically
in the position for dealing but with the left thumb extended
against the left side. With the right hand square the ends, and at
the same time wedge the pack slightly by pressing back with
the tips of the last three fingers on the outer edge, the tip of the
index finger resting on the back near the outer end.

2. With the tip of the right thumb lift the inner end of the
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top card and then the inner end of the second card about a
quarter of an inch (Fig. 79). The wedging of the pack enables
you to do this with ease and certainty. Press the tip of the left
little finger against the side of the second card to hold the break
thus made. Do not insert the tip of the finger into the break.

3. Make another squaring motion with the right hand, and
then remove it to make some gesture appropriate to your patter.

4. To lift the two cards as one, turn your right hand palm
upwards and seize the inner right corners between the tips of the
thumb above and the index and middle fingers below. Turn the
hand over to the left and lay the two cards face upwards on the

deck so that the lower ends protrude inwards about half an inch
(Fig. 80). Move the right hand away toward the right, running
the tip of the thumb along the ends of the two cards. This is done
to make certain that the ends of the two cards will be perfectly
aligned. The pressure of the left fingers on the cards, forcing
them against the ball of the thumb, will insure the sides being
flush.

5. The second card having thus been shown, turn the two
cards face downwards again as follows: With the right hand
palm upwards, seize the index corner, turn the two cards face
down, and lay them flush on the pack.

Done properly, the sleight is a very easy one. The two cards
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must be made ready and the hands separated before the lift and
turnover is made. Too often the move is made immediately after
fumbling in getting the two cards separated at the inner ends.
To attain an easy and natural action in performing the sleight,
first turn a single card in the manner described, and then turn
two cards as one, copying the action closely.

DOUBLE-LIFT GLIMPSE

The double lift affords a subtle method of glimpsing a chosen
card when it is on the top of the pack. Ostensibly to show that
the card is not at the top, make a double lift, showing the second
card and naming it. Replace the two cards, then show the bottom
card and call its name. Turn the pack face downwards and lift
the top card, holding it so that only you can see its face, and
again name the second card. Note what it really is and replace
it. Miscalling a card can often be used to good advantage.

DOUBLE-LIFT CARD REVERSES

One of the most effective climaxes for a quick trick is that in
which a chosen card is found face upwards when the deck is
spread face downwards on the table.

The following methods of secretly reversing a card make use
of the double lift:

(A) Top Card Reversal. In this method the top card is found
reversed in the center of the pack.

1. Hold the pack face downwards in the left hand, as for
dealing, with the chosen card at the top.

2. Double-lift the two cards at the top and turn them over
as one card, placing them face upwards on the pack. Square the
pack and call attention to the card face upwards at the top.

3. Turn the left hand palm downwards, thus turning the pack
face upwards. Shift the grip of the left hand, so that it holds the
pack as for the glide. Tap the face card and call attention to it.

4. Draw off the top card, now the lowermost card, which was
originally second from the top. It will be face downwards. Turn
it face upwards, mention its name again as if refreshing your
memory, and thrust it into the center of the pack.
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5. Make a single complete cut with the face-up pack, and the
chosen card is reversed at the center.

Note that the chosen card may be glimpsed by tilting the pack
a little toward yourself in making the cut.

In this and the next two methods, cards with a white border
should be used.

(B) Second Card Reversal. In this method the chosen card
is second from the top.

1. Hold the pack face downwards in the left hand, as for deal-
ing. Turn the top card face upwards, and square it on the deck.
As you do this, secretly push the second card a little off the pack
to the right, and slip the tip of the left little finger under it. Call
attention to the card face upwards at the top.

2. Grasp the two cards at the ends, near the right corners,
between the right thumb and middle finger. The break under
the two cards held by the little finger makes this easy. Slide
them to the right as one card, until their left side rests on the
left finger tips.

3. Drop the left thumb under the pack and flip this over to the
right so that it falls face upwards upon the two cards held by the
right hand. Call attention to the card at the face of the pack.

4. Square the pack and make one complete cut, placing the
chosen card at the center in reversed position.

(C) Second Card Reversal. The chosen card is second from
the top.

1. Hold the pack face downwards in the left hand, as for deal-
ing. Turn the top card face upwards and square it on the deck,
at the same time secretly pushing the second card to the right
with the left thumb and slipping the left little finger tip under it.

2. Grasp the two cards above the little finger tip at the ends,
near the right corners, between the right thumb and middle
finger. Slide them to the right so that their left edges rest on
the left finger tips.

3. Push the third card, which is face downwards, off the pack
with the left thumb. Flip it face upwards on the pack with the
two cards held by the right hand. Calling attention to it, push
it off the pack with the left thumb and take it squarely under
the two held in the right hand. This hand now holds three cards,
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the middle of which is face downwards, although the audience
believes that only two cards are held.

4.  Replace these cards on the pack, flipping them face down-
wards. The chosen card is face upwards below the top card.
Make one complete cut to carry it to the center of the pack.

This method differs from the others mainly in that the pack
is not turned over.

TRICKS WITH THE DOUBLE LIFT

RAPID TRANSIT

Two cards taken at random, one held by a spectator and the
other by the magician, change places instantly. Any deck can
be used and there are no duplicates.

1. Have a spectator shuffle the deck to his own satisfaction.

2. Take the cards, square them, and under cover of that action
prepare for the double lift by raising the inner right corners of
the two cards at the top of the pack and holding the break with
the left little finger.

3. Making a gesture toward the spectator with your right
hand, say, “Neither you nor I can possibly know what this top
card is, hence I will use it for my experiment. Let’s see.” Lift
the two cards as one and turn them face upwards on the deck—
showing, say, the king of spades. Let everyone see this card
plainly.

4. Turn the two cards as one, face downwards, on the deck
and with the left thumb push off the top card onto the table
close to you. This is an indifferent card the face of which the
onlookers never see. You say, “I’ll take this king of spades.”

5. Square the deck again with the right hand and get the next
two cards ready for the double lift. Then touch the card on the
table with your right forefinger tip, saying, “Remember, this
card is the king of spades.” Turn the next two cards face up-
wards on the deck—showing, let us suppose, the eight of hearts.
Name it as you allow everyone to see its face plainly, then turn
the two cards face downwards as one.

6. Reach out toward the spectator with your left hand and
thumb off the top card, the king of spades. Have him place his
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hand on it. “Now, sir,” you say, “you have the eight of hearts,
and I have the king of spades.” Lift up the indifferent card, look
at its face without allowing any one else to see it, and lay it on
the top of the pack. In the meantime you have pushed the top
card off the pack to the right a little and have taken a little
finger break under it, the eight of hearts, so that you are ready
to make another double lift.

7. Continue, “It was an Irishman who said that, not being a
bird, he could not be in two places at the same time. Einstein
says that no material object can do that, but these poor philos-
ophers know nothing of magic. Watch!” Wave your right hand
over the cards and say “Arbadacarba—that is abracadabra back-
wards, the most powerful magic spell extant—and here I have
your eight of hearts—” (make the double lift showing that card)
“—while you have the king of spades!” The spectator turns his
card and there it is.

Turn your two cards face downwards on the pack and shuffle
casually thus disposing of the indifferent card.

Mastery of this feat will convince the student of the great
value of the double lift and turnover. Again we urge that it must
not be used too often but only for certain tricks which depend
upon its use.

THE TREY

Bits of byplay are useful when interspersed among more pre-
tentious card tricks. The following is amusing:

1. While running over the faces of the cards, as if merely
toying with them, spot a trey. Look up and make a remark to
someone, at the same time dividing the deck at that card, tak-
ing it and those to the right of it with your right hand. Separate
your hands a foot or so, making a gesture with your right hand,
for example; then bring your hands together again, but this
time with the right hand wunder the left. The three-spot will now
be at the top.

2. Make the double lift and turnover, calling attention to the
card thus brought into view, whatever it may be.

3. Turn the two cards face downwards and remove the top
card, the trey. Holding it face downwards, ask someone, “Would
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you like to see me turn this card into a tray?” Receiving an
affirmative answer, take a cigarette and knock the ash onto the
back of the card. “You see, it’s an ash tray!”

4. Continue, saying, “Really, that’s more than a pun!” and
turning the card over show that it is a trey.

AMBITIOUS CARD

A favorite trick with audiences is that in which a card, placed
in the deck, mysteriously comes to the top over and over again.
The feat is suitable for either intimate or platform work, and
when done with good humor it is very amusing and intriguing.

Preparation. Run through the cards and cut the eight of clubs
to the top, then find the nine of clubs and place it above the
eight.

Procedure. Part One:

1. Shuffle the pack overhand, retaining the eight and nine of
clubs at the top. Explain that you have found that in every
deck there is one card that is more ambitious than the others.
It likes to be “top dog” and always pushes its way to the top of
the pack.

2. Make the double lift and turn over, showing the eight of
clubs; then turn the two cards face downwards as one, saying,
“Apparently the eight of clubs is the ambitious card in this
deck.”

3. Remove the top card, the nine of clubs, and without show-
ing its face thrust it into the outer end of the deck at the center,
leaving about an inch of the card protruding. Put the tip of
your right middle finger on the face of the card, covering the
index, and tip the pack upwards so that the face of the card is
“accidentally” exposed. With the index concealed, the nine will
appear to be the eight.

4. Push the nine flush into the pack. Tap the top card, turn
it over, and show the eight of clubs. Be sure to turn the card in
exactly the same way as you did in making the double lift.
Pause a moment for the effect to sink in, then turn the eight
face down.
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Part Two:

1. Undercut the pack for an overhand shuffle, run one card,
injog the next, and shuffle off. Form a break at the in jog, shuffle
to the break, and throw the remainder on top. This action places
the eight of clubs second from the top.

2. Continue, “Let’s try with another card.” Make the double
lift and turnover, and again show the eight of clubs. Pretend to
be surprised and then recall that it is the ambitious card. Turn
the two cards downwards as one, remove the top indifferent card,
and thrust it into the center of -the deck. Do not allow its face
to be seen.

3. Tap the top card, turn it face upwards with the same action
as before, and show the eight of clubs once more.

Part Three:

1. Shuffle overhand, running the top card to the bottom and
shuffling off onto it. Retain this card at the bottom during a
second shuffle.

2. Tap the top card, saying, “It isn’t here.
and turn it face downwards again.

2

Turn it, show it,

3. Turn the pack face upwards and say, “Here it is! On top
of the bottom,” showing the eight of clubs.

Part Four:

1. Holding the pack face upwards, prepare for a double lift.
Take the two cards as one, face upwards, and thrust them into
the center of the deck at the outer end. Call attention to the
eight of clubs, which protrudes for about half its length.

2. Grasp the pack by its inner end, between the right thumb
on its face and the fingers on the back, and turn it face down-
wards. Place it in the left hand, taking it by the sides—between
the thumb on one side and the middle, ring, and little fingers on
the other—with the forefinger curled underneath.

3. Tilt the pack upwards a little to show that the eight is
actually in the center, then slope it downwards slightly. Grasp
the protruding cards with the right hand—the thumb at the top,
the forefinger pressing against the outer edges, and the middle
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finger on the face—and push the two cards, always as one, into
the deck about half an inch. Draw the upper card outwards
again, so that the tip of your left forefinger can engage the outer
end of the lower card, and push it flush into the deck. This action
is hidden from the spectators by the upper card and by the slop-
ing position of the pack.

4. Push all the cards under the protruding card inwards half
an inch. Grasp a few cards at the top of this packet with the
right thumb and middle finger at the inner end. Draw these
cards away inwards, then drop them on the top of the pack as
you say, “We’ll put the eight of clubs a little deeper in the deck.”
Actually this action has brought the eight of clubs to the top of
the pack.

5. Push the protruding card, supposed to be the eight, flush
and square the pack.

6. Tap the top card, turn it face upwards, showing that it has
arrived on the top again. After a moment, turn it down again.

Part Five:

1. Shuffle overhand by undercutting the deck, injog the first
card, and shuffle off. Undercut below the injog and throw on top,
returning the eight of clubs to the top of the pack.

2. Take the lower half of the deck in your left hand. Give it
to a spectator, asking him to shuffle the cards. As he does this
and while all attention is on him, palm in your right hand the
top card of the portion you still hold, and hold the packet in
that hand. A moment later take these cards with your left hand
and give them to another spectator on your left, asking him to
shuffle them.

3. “Let’s see if the eight of clubs will be ambitious when you
handle the cards,” you say. Have each of the two spectators
turn the top card of his packet. Neither of the cards is the eight.

4. “The eight wouldn’t perform for you because you didn’t
treat it with kindness. You shuffled too roughly altogether,” you
say. “Another reason is this: Here’s the card!” Place your right
hand with the palmed card under your coat on the left side and
produce the card at its finger tips as if you drew it from your
vest pocket. “I told you—it’s an ambitious card.”
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THROUGHTH AND CONSEQUENCES

Although the handling of the cards in this fine trick, in which
a chosen card reverses itself in the pack, is not that of the ortho-
dox double lift, the principle involved is the same and for that
reason we include it in this section.

1. Have a card drawn from a shuffled pack and, when it is
returned, control it to the top by means of the overhand break
control.

2. Hold the pack in the left hand, as for dealing, and place
the right hand over it, with thumb and fingers at the ends. Under
cover of the hand, push the top card a quarter inch off the pack
to the right. Insert the tip of the left little finger under it and
square the cards. Thus you have a little-finger break under the
chosen card.

3. Riffle the outer end and remove any card from the center
of the pack, placing it face upwards at the top. Square this card
with the one face downwards under it, by running the right
fingers and thumb along the ends of the pack, saying: “Is this
your card?” As you say this, lift the two cards above the break
as one, with the right second finger and thumb at the ends near
the right corners. Hold them about an inch above the pack,
and press down on the top card with the right index finger, thus
bending the cards and preventing them from spreading.

4. Simultaneously drop the left thumb under the pack and
turn the pack face upwards on your left palm, saying: “Then
is the card at the bottom your card?” Receiving a negative re-
sponse, place the two cards held by the right hand on the face
of the pack.

5. Turn the pack face downwards, and make a complete cut
as you say: “In the past ten years science has made such enor-
mous strides that few laymen comprehend its achievements.
The theory of throughth is one of these new findings. Formerly
it was believed that if I were to turn this pack face upwards,
like this—" (here you delicately turn the pack face upwards,
holding it in the left hand) “—every card in the pack would be
turned face upwards. Scientists have now discovered that this
need not be so. By utilizing throughth, the new dimension, I will
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turn the pack face downwards, like this—” (and you turn the
pack face downwards) “—and no doubt you are certain that
every card in the pack is facing downwards. Actually every
card but one was turned. One card remained face upwards, while
the others rearranged their molecular structure, disintegrating
for a fraction of a second, and passed through the throughth
card.

“This concept is so revolutionary that the average person
cannot grasp its implications. For this reason, I offer proof.”

Spread the pack face upwards on the table. The chosen card
lies face downwards among the cards. Delicately push this card
forward with the right forefinger. Have the spectator name his
card, and slowly turn it over. “One card did not turn with the
others. That card was your card. You see, I applied throughth
—and that’s the consequence.”

INSIDIOUS DR. FU LI1U TU

In this urbane feat the celebrated Chinese magician, Dr. Fu
Liu Tu, comes to your rescue and reveals the name of a chosen
card.

Preparation. Secretly purloin one of the aces from the pack
which you will use for this trick, and upon it ink a half dozen
Chinese characters, copying some real Chinese writing. Do not
trust to your imagination and draw some nondescript hiero-
glyphics which you think look like Chinese.

Since the trick is such a good one and you will do it often, it
would be a good plan to have an extra ace thus prepared. Carry
it in your wallet and when occasion arises secretly add it to your
deck. Place this card at the bottom of the pack, face upwards.

Procedure. The steps are as follows:

1. Ribbon spread the cards face downwards on the table,
bunching the bottom cards so that the reversed card will not be
seen (see situation B of the spread and turnover, page 44). Have
someone draw a card and show it to all.

2. Gather the pack and hold it in your left hand in position
for an overhand shuffle, holding it so that the reversed card
cannot be seen. Undercut about half the pack and begin an
overhand shuffle, inviting the spectator to replace his card wher-
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ever he likes. When he places his card at the top of the portion
in your left hand, drop the cards remaining in your right hand
on top of all, placing the reversed card above the selected card.

3. “Here’s a curious thing I stumbled onto the other night,”
you say, spreading the cards from your left into your right hand.
“There’s a card in the pack . . . ah, here it is!” When you come
to the reversed card, cut all those above it to the bottom. Re-
move the card with the Chinese characters with your right hand,
holding it face upwards with its outer end sloping toward the
floor so that all can see the cryptic characters.

4. Turn the left-hand back upwards and point to the writing
with the index finger, at the same time glimpsing the chosen
card, which is now at the top by means of top card glimpse
No. I. “That was written by the celebrated Chinese conjurer,
Dr. Fu Liu Tu, and it reveals the name of your card.” A little
anxiously, ask: “Do you read Chinese?” The spectator assures
you he does not. “Ah, that’s a shame!” you say. “Well, I’ll have
to translate for you. It says that the card you chose is the ten
of diamonds!” Here you name whichever card you just glimpsed.

5. Insert your left little finger under the top card (the chosen
card). Casually drop the “Chinese magician’s” card face up-
wards on top of it. Grasp the two cards, as one, at the ends
between the right thumb and middle fingers. Lift the two cards
about an inch, then drop the left thumb under the deck and flip
the deck face upwards on the left fingers. Place the two cards at
the face of the pack, cut the pack, and the chosen card is re-
versed at the center.

Little attention is being paid to what you do, for so far as
the spectators are concerned the trick is over. Now you say:
“Do you know how Dr. Fu Liu Tu knew the name of your card?”
When there is a general disclaimer, spread the pack face down-
wards in a long ribbon, showing the chosen card face upwards
at the center of the spread. “Very simple. The card is standing
on its head.”



XII

THE PASS

ue first exposition of the principles of card magic was pub-

lished in 1769 by the French writer Guyot, and he it was

who first laid down the dictum that mastery of the pass is the

first requisite of the art of conjuring with cards. His actual
words were: “Before risking an attempt at these kinds of Recrea-
tions, you must know how to make the pass.”

All succeeding French writers on the subject followed his
lead and insisted that the pass is the first essential. Professor
Hoffmann, whose book Modem Magic, published in 1876, was
the first scientific treatise on magic in the English language,
took most of his material from the French authors and followed
their example in this respect. He described the pass as “the very
backbone of card conjuring,” and for years this statement was
accepted as gospel by all our other writers, who reiterated
without exception that, “without the pass, card magic is impos-
sible.”

The pass is a very difficult sleight to master, and this insist-
ence on its indispensability makes it easy to understand why
the would-be card conjurers of the last century, after a prolonged
and vain struggle with the intricacies of this sleight, finally de-
cided that conjuring with cards was not for them and turned to
some easier hobby.

After all, the principal use of the pass is to bring a chosen
card from the middle of the pack to the top, or vice versa;
but it was not until the turn of the century that card conjurers
freed themselves of this inhibition and devised easier methods
of attaining the same objective.

We have shown in the preceding pages that the pass is not
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absolutely essential to card conjuring and that any trick can be
performed without using it. Any intelligent person who really
has the urge to perform good tricks with cards, and to do just
that in the shortest possible time and with the simplest possible
methods, has been shown how it can be done. The methods
which have been given are simple, but always in conjuring the
simplest methods are the most effective. By mastering the simple,
natural ways of making all necessary moves which we have
given you, you will have made great progress in a surprisingly
short time.

Although we have relegated the pass to the role of a subsidiary
sleight, we do not wish you to think that it is unimportant.
When it is done well it is the most important sleight in card
magic; but, because it is so difficult to master, it should be the
last sleight which the novice should be called upon to learn.
We can think of no good reason why you should not be perform-
ing good card magic in the months it will take you to learn to
do the pass well; we do not want you to wait until you have
learned this difficult sleight.

And if you never do learn this sleight you still will be able
to perform mystifying, amusing, and deceptive tricks of card
magic by using the other methods which we have given you;
these you will continue to use in any case, even when you have
mastered the pass.

THE PASS

The Grip:

1. Hold the pack, back upwards, in the left hand as for deal-
ing, but with the thumb flat against the left edge of the cards
(Fig. 81).

2. Insert the little finger tip between the two portions of the
pack to be transposed.

3. Place the right hand over the pack, the fingers at the
outer end and the thumb at the inner end (Fig. 82).

Left-Hand Action:

1. Grip the upper packet firmly, by pressing down upon it
with the first phalanx of the left ring finger, thus gripping it
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firmly between that finger and the little finger. Press the first
phalanges of the index and middle fingers on the top of the pack.

2. Straighten the left hand so that the fingers, between the
first and second phalanges, are parallel with the back of the left
hand. The upper packet will be carried to the right between the
left little and ring fingers, which continue to grip it firmly.

Right-Hand Action:

1. Now press upwards against the outer end of the lower por-
tion with the right middle finger, which bends inwards to exert

that pressure upwards. This pivots the lower portion between
the middle finger and the thumb of the right hand, slanting it
upwards to the right, until it moves above the other packet
(Fig. 83). Note particularly that the left thumb remains pressing
against the left edge of the packet.

2. Close the left fingers into the palm, carrying the upper
packet below the other, where it rests on the left palm.

3. Close the packet originally at the bottom on top of the
other portion, and square the pack. Do not extend the left fore-
finger in the action. This is a very common and serious fault.

The classical pass just described requires a cover of some
sort, and in general the advice given is never to do it immediately
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after a card has been returned to the deck or while the eyes of
the spectators are fixed on the performer’s hands. There are
certain covers, however, which allow one to do just that; since
they are known to very few, we shall set them forth here. The
first and one of the best follows.

RIFFLE PASS

1. A card having been returned to the deck, preferably some-
where above the middle, and a break having been secured above
it with the little finger, square the cards so that the outer end
of the deck, visible to the spectators, is perfectly regular.

2. Riffle the outer ends of the cards with the right middle
finger, the hands moving slightly upwards and separating in the
action. This is the feint.

3. Bring the right hand over the deck to repeat the riffle; the
moment the hands begin to move upwards, make the pass and
immediately riffle the ends of the original lower packet, which
is still held between the right middle finger and thumb, the cards
falling upon the original upper packet, now at the bottom.
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4. Finally riffle the whole deck and square up.
Smoothly done, the transfer of the upper packet to the bot-
tom appears to be a part of the riffle.

SPREAD PASS

Make the pass in the usual way, but, as soon as the upper
part of the deck has been transferred to the bottom, spread the
cards of that packet with the left thumb on the fingers of the
left hand, stretched out flat for their support. At the same time
make a short quick remark, such as, “You see your card remains
in the middle of the deck!” Close the spread smartly and execute
an overhand shuffle, controlling the card as may be necessary.

A slight swing of the hands from left to right will help to
make it appear that the spreading of the cards is all that has
taken place.

SPRING PASS

The idea behind this cover is the same as that in the riffle
pass—the distraction of the attention of the spectators by a
secondary artifice.

1. With the pack held flat in the left hand, the left little finger
holding a break above the chosen card, with your right hand
lift the greater part of the cards above the break between the
tips of the thumb and middle finger at the ends and spring them
onto the cards in the left hand.

2. Square the deck and repeat the same action.

3. Square the cards again, make the pass, and immediately
lift the packet now held between the right thumb and middle
finger and spring these cards onto the cards in the left hand.

Correctly executed, the pass is quite invisible. The spectators
have become used to the fall of the cards into the left hand, and
this maneuver covers the actual movement of the pass.

TRICKS WITH THE PASS

OFF AGIN, ON AGIN, FINNEGIN!

When the student has progressed to the point of making the
transposition of the two packets fairly smoothly, the following
feat will afford excellent practice:
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A spectator shuffles the deck, which is then placed on the
magician’s left hand. The magician cuts at any point indicated
by the spectator, and the spectator removes the top card of the
lower packet, notes what it is, and replaces it. By simply tapping
the back of the card with the packet he holds, the magician
causes the noted card to vanish and the spectator verifies the
fact by examining the packet.

The cards are replaced on the magician’s left hand and he taps
it once more making the missing card reappear.

1. Have a spectator shuffle the pack and then place it face
downwards on your left hand.

2. Have him indicate the point he wishes you to cut at, and
lift off the cut, taking the cards between your right thumb and
middle fingers. Invite him to lift off the top card of the re-
mainder, note it, and replace it.

3. Announce that by merely tapping the back of that card
with the other packet you will make it vanish. Strike downwards
with your right hand, so that the packet it holds will hit the
top card of the left-hand packet near the edge of its right-hand
side, and count “One!”

4. Repeat the blow, but this time press the tips of the left
fingers against the top card of the packet in the right hand and
backslip the card onto the lower packet as the right hand
moves smartly upwards. Thus the backslipped card is instantly
and imperceptibly folded onto the back of the top card of the
lower packet, the noted card. Count “Two!” and rapidly repeat
the blow with your right hand, counting “Three! Off agin, Finne-
gin!”

5. “Would you believe it,” you say, “your Finnegin card has

',7

vanished. Look!” The spectator removes the card on the top of
your left-hand packet; the moment his eyes travel to its face,
make the pass, but retain your grip of the lower packet with
your right thumb and forefinger and carry it away, leaving the
original top half of the deck lying on your left hand. All eyes
will be on the card the spectator removes, and by the time they
are looking at your hands you have the chosen card snugly on

top of the packet in your right hand.
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6. “Your Finnegin card has vanished completely, as you can
see.” Holding the packet upright, spread the top cards with your
left thumb; or you may allow the spectator to take the packet
and run through the cards.

7. Square the packet on your left hand as before. Repeat
exactly the same actions as in steps Nos. 3 and 4, counting and
saying, “On agin, Finnegin!” Have the card named and have
the spectator turn it face upwards himself.

Note that, when a spectator removes the added card, your
hands should be close together, but, immediately the pass is
made, move the right hand away a foot or more.

KANGAROO CARD

Magicians refer to tricks that are quickly performed and
have a strong element of novelty as “quick tricks.” Here is such
a feat which can be performed anywhere that a man’s felt hat
is available:

1. Have a card selected and returned to the deck, forming a
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break above it as described under the spread and break (see
page 120).

2. Ask, “Who has a felt hat?” at the same time riffling the
cards; then make the riffle pass, immediately afterwards exe-
cuting an overhand shuffle and retaining the chosen card at the
top of the pack.

3. Take the hat proffered to you. If it does not have a length-
wise crease in the crown, put one in it. Place the pack in the
hat and, the moment your hand is out of sight of the spectators,
push the top card into the pocket at one side of the crease and
drop the pack into the pocket on the other side (Fig. 84).

4. Ask a spectator to assist you, and have him hold the hat
by the brim above the level of his eyes.

5. “I call this the kangaroo card trick,” you explain, “because
some of the cards jump like kangaroos.” Snap the crown of the
hat with your index finger at the side which contains the chosen
card (Fig. 84), making it fly up out of the hat very much like
a startled kangaroo.

RIGHTING A WRONG

This is one of those feats—so dear to the hearts of all audi-
ences, and all magicians—in which the mystifier apparently
himself becomes the mystified. He fails but in the end turns the
tables in striking fashion. Nothing pleases an audience more
than to catch the infallible wizard in an apparent failure. They
enjoy his discomfiture for the moment, then are amazed and
intrigued when he emerges triumphant.

1. Have the pack shuffled, take it back, and have any card
removed and noted.

2. Have the card replaced and pass it to the top.

3. Shuffle overhand, running seven cards above the chosen
card, which becomes the eighth card from the top.

4. Invite the spectator to name his card, which let us say is
the ace of hearts, and instantly say, “Eight cards down!”

5. Deal seven cards and prepare for a double lift, as you say,
“Will you name your card again?” Turn over the two cards and
show an indifferent card, which let us call the nine of clubs.

6. Appear disconcerted by your failure, and turn the two
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cards face downwards as one. Remove the top card—the spec-
tator’s ace of hearts—and toss it face downwards on the table
to one side. “Let’s get rid of that nine of clubs,” you say grimly.
“Don’t worry. I'll find your card, if it takes all night.”

7. Shuffle overhand, running seven cards above the top card
as in step No. 3. The nine of clubs, which is supposed by the
audience to be on the table, is now eighth from the top.

8. Weigh the cards in your hand, as if making a calculation,
and say in a puzzled tone, “That’s very curious. I still get a
vibration of eight. Perhaps your card is at eight this time.”

9. Deal seven cards and say, “This card could be any card—
except, of course, the nine of clubs, which is on the table—but
my vibrations tell me that it is your card.”

10. Turn the eighth card and show that it is the nine of clubs.
“Curiouser and curiouser!” you say. “This can’t be the nine of
clubs. I put it on the table. Unless . . .I” Turn over the table
card and show that it is the spectator’s ace of hearts.

BLINDFOLDED PACK

Matter through matter has been a favorite subject for the
stage illusionist. The same effect is had in this trick employing
a pack of playing cards and a borrowed handkerchief. It was
an especial favorite with the late Nate Leipzig.

Preparation. Secure a small quantity of diachylon (lead plas-
ter) from your druggist. If he does not have it in stock he can
secure it for you. Work a small pellet of the lead plaster until
it is tacky, and affix it to one of the buttons of your left sleeve,
where it is readily accessible. You will also need an opaque linen
handkerchief.

Procedure. The steps are as follows:

1. Take a shuffled pack; have a card removed and noted by
all. Have it replaced in the pack and secure a left-little-finger
break above it as described under the spread and break. Glance
about you and ask for the loan of a handkerchief. Make the
pass, bringing the chosen card to the top as you advance to
accept a proffered handkerchief. If it does not appear to be
opaque, say, “On second thought, I'll use my own,” and remove
it from your pocket.
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2. Hold the pack in your left hand and draw back the left
sleeve a little with the right hand, grasping it at the wrist and
securing the pellet of wax on the right second finger. As you
do this say, “Let’s find a good place to do this trick. The floor
is probably best.” If it is not desirable to sit on the floor, move
toward a near-by table. In either case, affix the wax to the back
of the chosen card near the middle.

3. Let us say that you sit cross-legged on the floor. Still hold-
ing the pack in your left hand, show the handkerchief on both

sides. Drape it over the pack and in arranging it press down on
the wax through the cloth, which will make the card adhere
firmly to the fabric. Place the pack on the floor before you (as
shown in Fig. 85-1), with the handkerchief centered over the
pack. Corner No. 1 is nearest you.

4. Fold corner No. 1 over toward corner No. 2. As you do this
and the following arrangement, you say, “I used to do a trick
in which I was blindfolded and found the chosen card, but this
became very tiring. Now I do the trick the easy way. I blindfold
the pack instead.”

5. Grasp both layers of the handkerchief at the points marked
A-A (Fig. 85-2). Lift the handkerchief and the card, which ad-
heres to it, upwards between the thumb and middle fingers of
each hand, and corners Nos. 1 and 2 will fold downwards over
the chosen card on the side away from you, concealing it from
the audience (Fig. 85-3).
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6. Place the folded handkerchief on the pack (as shown in
Fig. 85-4), with the hidden card directly over the pack.

7. Using both hands, place the thumbs at B-B and the fingers
at C-C (Fig. 85-5), and fold the cloth over inwards toward your-
self once. Replace the folded handkerchief over the pack.

8. Draw corner No. 1 from under the folded handkerchief on
the side away from you (Fig. 85-6).

9. “In this trick I don’t tell you the name of your card. The
pack itself, even though blindfolded, will reveal your card.”
Grasp corners Nos. 1 and 2 and pull them in opposite directions.
The handkerchief unfolds and the card seems to melt through
the fabric to appear face upwards (as in Fig. 85-7). “You see?
Your card has popped straight up through the handkerchief.
A very clever pack, don’t you think?”

The folding of the handkerchief, once learned, is done in a
matter of seconds.

DOUBLE SPELLER

A trick which can be performed in a minute or two—and one
that has strong elements of surprise—is valuable for the early
part of an impromptu performance. The following is an excel-
lent feat of this type, both in technique and effect:

1. Have a card drawn, noted by all, and replaced in the pack,
securing a little finger break above it by means of the spread
and break. Make the pass, bringing the card to the top, as you
say, “Everything in nature is vibration. Since this is so, cards
also vibrate, and to find your card I have only to measure the
vibration of each card.”

2. Place the pack to your left ear, ruffle the cards, and say,
“Hmmm,” in a thoughtful tone. Shuffle the cards overhand,
placing one card above the spectator’s card so that it is second
from the top.

3. Again ruffle the cards at your ear, saying, “I think I have
it. A very definite plus-nine vibration.” Push the two cards at the
top of the pack to the right a little with the left thumb. Grasp
the top card, an indifferent one, and turn it face upwards on the
pack. In squaring the cards, slip the tip of the left little finger
under the second card in preparation for a double lift.
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4. “Your card?” you enquire. Receiving a negative response,
say apologetically, “Of course, I didn’t really think it was. The
cards don’t really vibrate, you know.” Grasp the two cards
above the little finger break at the ends near the right corners,
and perform the double-lift card reversal, method (b) described
on page 144.

5. Square the pack, and the chosen card is reversed at the
top; that is to say, it is the lowermost card as you hold the deck
face upwards in the left hand. Explain your action in turning
the pack by saying hopefully, “I know it isn’t the bottom card,
either . . . but, on the other hand, it might be. Is it?” The spec-
tator naturally says that it isn’t.

6. Look a little woebegone, cluck a little, and then brighten.
“I’ll find it another way!” Rap the pack on the table as if to
square it, with the faces of the cards toward the spectator, at
the same time glimpsing the reversed card at the top, which
will be facing you. Let us say it is the ace of hearts.

7. Hold the pack face upwards in your left hand, and thumb
through the cards as if in search of the proper one. Actually,
push one card into the right hand for each letter of the name of
the card you just glimpsed—a-c-e¢ o-f h-e-a-r-t-s, taking them
one under the other and not reversing them. Place these cards at
the top of the pack, that is to say, underneath the reversed card.

8. Note the card now at the face of the pack—say the four
of spades—and push one card into the right hand for each letter
in its name as in step No. 7, transferring these cards to the top
as before.

9. Turn the pack face downwards, saying, “Just as [ thought.
A very difficult trick, but I have succeeded at last. 1 give the
pack a tiny shake and your card rises to a new position in the
pack, which enables me to do this.” Deal one card for each
letter as you spell aloud the name of the second card—f-0-u-r
o-f s-p-a-d-e-s—and turn up the last card, showing the four of
spades. “There you are—the four of spades!”

10. Seem very happy about the trick and act as though you had
finished. Someone will be sure to tell you that you haven’t found
the correct card. “Not the right card?”” you exclaim. “Why, I
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was positive . . . ah, now I remember! This trick won’t work
for a magician. You should do the spelling!”

Hand him the pack and have him deal one card for each letter
in the name of his card, in this case the ace of hearts. When

he completes the deal, his card lies face upwards on the pack,
staring him in the face.
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MISCELLANEOUS FLOURISHES

COLOR CHANGE

HE name given to this sleight is a misnomer; it really is the

mysterious change of one card for another regardless of suit.

The sleight has been termed the color change for so long, how-

ever, that we shall continue to use the name for the sake of con-
formity.

Almost all methods of performing the sleight involve the palm-
ing of cards. The method we give you is one of the easiest and
best.

1. Hold the pack in the left hand, the card faces toward the
audience, with the thumb at the top side, the middle, ring, and
little fingers at the lower side, and the index finger curled behind
the pack and out of sight.

2. Raise the right hand; cover the pack for a moment, curling
the top phalanges of the fingers over the outer end; remove and
drop the hand. Repeat this once or twice as you comment on
the curious properties of this particular pack. These are feints
to cover the palm which you will make in a moment.

3. Cover the cards with the right hand once more, and at the
same time push out the rear card a quarter of an inch with the
left index finger (Fig. 86).

4. Curl the right fingers over the outer end as before, and
grip the edge of the protruding card in the top phalanx of the
middle finger (Fig. 87).

5. Move the right hand outwards and downwards, taking the
rear card with it. Close the right middle, ring, and little fingers
slightly, and the card will buckle into the palm, where it can be
retained while the right forefinger points to the face card of
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the deck. At the same moment place the left index finger at the
outer end of the pack, squaring it should this be necessary.

6. Bring the right hand up to the pack, simulating the action
of your previous feints, depositing the palmed card at the face
of the pack. Without hesitation, move the right hand down-
wards, as though wiping the cards, and reveal that the card at
the face has mysteriously changed. Neatly done, the illusion of
a transformation is perfect.

7. A very amusing bit of byplay which always evokes laughter
is to move the right hand to the right side of the body after the
change, curling the fingers awkwardly and extending the thumb
at right angles from the hand. The audience assumes that you
have palmed a card from the face of the pack and sometimes
demands that you show the right hand. When this happens,
affect to misunderstand, raise your right hand with its palm out-
wards, and point with the forefinger at the face card, saying,
“You see the card has changed,” as if you thought they hadn’t
noticed it.

You should never appear deliberately to sell the onlookers.
They don’t like it and may take their revenge on you at an
awkward moment.

DOUBLE COLOR CHANGE

In this transformation, two cards change simultaneously.

1. Take the pack in your left hand, holding it as for the color
change with the faces of the cards to the spectators.

2. Move the upper half so that it projects for about half of
its length beyond the lower portion.
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3. Call attention to the two cards, the faces of which can be
seen. Place the right hand over the cards, concealing both pack-
ets, once or twice.

4. Palm the bottom card of the upper packet as described
under the color change, bring the right hand downwards below
the pack, and again call attention to the two face cards. Fig. 88.

5. Bring up the right hand and deposit its card on the face of
the upper packet. At the same moment engage the rear card
of the upper packet with the tip of the left index finger and

push this card inwards until it is flush with the lower packet.
6. Remove the right hand and show that both cards have
changed.

THE CHANGING CARD

In this intriguing conclusion to a trick, one card changes to
another before the spectator’s eyes. The change is useful when
concluding a “location” feat.

1. Have a selected card replaced, and control it to a position
second from the top of the pack, using any method of control
which has been previously described.

2. Facing left, hold the pack in the left hand face outwards
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as for the color change, the sides of the pack parallel to the
floor. Draw the top card inwards toward yourself with the right
thumb and fingers, so that about half its length projects and
everyone can see its face. Secretly engage the outer end of the
second card, the spectator’s card, with the tip of the left index
finger.

3. Tap the projecting card with the tips of the right fingers
and claim that it is the spectator’s card. When this is denied,
move the right hand back to grasp the protruding card at the
points marked X in Fig. §9.

4. An instant before the extreme tips of the right fingers and
thumb grasp the protruding card, push the second card inwards
toward yourself and flush with the protruding card, by a swift
thrust of the left index finger. Close the right fingers arid thumb
on both cards at their ends, keeping them in alignment. Instantly
withdraw the right hand a few inches so that the full face of the
changed card is visible. The effect is that the protruding card
visibly changes into the chosen card.

5. Place the cards, as one card, face outwards on the face of
the deck.

SELF-CUTTING DECK
1. Hold the pack in the left hand with the tips of the middle,

ring, and little fingers at one side and with the thumb at the
other. Place the index finger against the lower half of the pack
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at the outer end (Fig. 90). Hold the pack with its sides parallel
to the floor.

2. Snap the index finger inwards sharply, propelling the lower
portion into the right hand, which is held against the body about
six inches from the pack, back upwards, thumb and fingers
separated ready to catch the flying packet.
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A PreTTY CUT

1. Hold the pack in the left hand, between the middle and
ring fingers at one end and the thumb at the other. The cards
are held from above, the palm arching above the pack.

2. Place the right index finger at the inner right corner (Fig.
91). Lift and swing the upper half in a semicircle outwards, the
other end pivoting on the left second finger, continuing the
movement until the packet drops into the right palm (Fig. 92).
Drop the other packet on top.

This is a genuine cut and a pretty one.

Por-UpP CARD

Here is an amusing way of revealing a chosen card which has
been brought to the top of the pack.

1. Hold the pack in the left hand, face outwards, with the
thumb lying fiat along the upper side, with the middle, ring, and
little fingers at the other side, and with the index finger curled
up against the top card at the rear.

2. Separate the end of the top card from the other cards with
the tip of the left index finger. Request that the chosen card be
named; when it is, snap your right fingers, saying, “Card, rise!”

3. Press inwards and then upwards on the card with the left
index finger, making it turn between the ball of the thumb and
the pack until it swings into the position shown in Fig. 93.
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A BIT OF BYPLAY

Incidental bits of business that are done offhand are some-
times remembered when more pretentious effects are forgotten.
For this reason, minor byplay should be used whenever possible.
You should always give the impression that you do these things
on the spur of the moment.

The following is a good trick of this type:

1. Double-lift the two cards at the top of the pack and show
them as one. Replace them on the pack, take the top indifferent
card, and without showing its face thrust it into the center of
the pack.

2. Hold the deck in the left hand in readiness for the color
change. Tap the card at its face. Pass the hand over the pack
once or twice, and finally make the color change, depositing at
the face of the pack the card which should be in the middle.

A trick of this type should be played down. In other words,
such occurrences are so common with you that you do not even
think this one important enough to comment upon.

CHARLIER CUT

The Charlier cut is often treated as a fancy flourish, for it
has an undoubted fascination for the layman. It is of far greater

value, however, when used as a method of openly controlling
cards, and we shall discuss it in that light. To perform the cut:

1. Hold the pack in the left hand at the sides, between the
tips of the thumb and the ring and middle fingers, with the
tips of the index and little fingers pressing up against the face
card (Fig. 94).
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2. Allow the lower half to fall from the thumb onto the palm
of the hand (Fig. 95). Press upwards against this packet with
the tips of the index and little fingers, moving the pack into
the position shown in Fig. 96.

3. Allow the other portion to sink down onto the palm by
slightly extending the middle and ring fingers, with the index
finger at first supporting it but moving out of the way as the
packet nears the palm and the original lower portion folds
downwards on top of it.

4. Square the cards by moving the index finger beyond the
outer end.

This sleight is usually referred to (improperly, we think) as
the Charlier pass.

ACROBATIC ACES

The Charlier cut is put to good use in this surprising feat with
cards.

1. Place the ace of hearts at the bottom and the ace of dia-
monds at the top of the pack, then spread the pack face up-
wards, showing that there are only the two red aces in the pack.

2. Gather the cards, turn them face downwards, and in squar-
ing them bend them rather sharply downwards; or you can
spring them into your left hand if you prefer. Seize the pack
between the right fingers and thumb at the ends and riffle the
upper half upwards, at the outer end, commenting that the cards
are well mixed and showing them. What you have done is bend
the lower portion downwards, the upper portion upwards, for a
reason which will be apparent in a moment.

3. Hold the pack in position for the Charlier cut and with the
right fingers draw away the bottom ace and hold it up for all to
see, but as you do this make the Charlier cut without complet-
ing it, holding the original bottom packet up a little with the
left thumb. You will do this unnoted, because you have mis-
directed the attention of everyone to the ace which you show.
Drop this ace face downwards on top of the original upper
portion, and allow the original lower portion to fall on it, squar-
ing the cards.

If you will glance at the pack at this point (as you practice)
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you will see that there is a crosswise bridge in the deck, which
you placed there when you bent and riffled the cards at the
start. If you now make a second Charlier cut, the pack will split
at this bridge.

4. Now take whatever card is at the top of the pack and hold
it up with its back to the audience, miscalling it the ace of dia-
monds. As you do this make another Charlier cut, splitting the
pack at the bridge. Prevent the lower packet from dropping on
the upper packet as you did before. Saying, “The ace of dia-
monds also goes somewhere in the middle,” drop the indifferent
card on the lower packet, and allow the other packet to drop
off your thumb and onto it, squaring the pack.

“Now my trick is this,” you continue. “The aces have been
placed somewhere in the middle of the pack, but they are acro-
batic aces and if you give the pack a little shake like this—”
(Here you take the cards by a corner and give them a shake)
“—they somersault back to their original positions.”

5. Lift the top card and show that it is the ace of diamonds,
then turn the pack and show the ace of hearts back at the bot-
tom.

Once the Charlier cut has been mastered, the trick itself is
practically self-working.



PART TWO






X1V

THE REVERSES

e revelation of a card face upwards in a face-down deck is

a favorite feat with the card conjurer, and a few of these
Ttricks have already been explained. A card reversed in the pack
is also used as a secret artifice which makes possible many
puzzling feats. There is one cardinal condition that applies to
all the tricks in which a card is reversed in the pack—the fact
that the principle must never be used with cards having an over-
all back pattern. The reason is obvious, for with such decks the
slightest spreading of the cards reveals part of the white face
of the reversed card.

Cards with a white margin on the back allow for a spread of
about three-sixteenths of an inch between cards without expos-
ing any part of the back patterns. In fact, with a card face up-
wards in the deck, the cards can be spread in a fairly large fan
without any risk of exposure.

We have already discussed methods of reversing a chosen card
under the double lift (see page 143). Before explaining the best
feats in which reversed cards play the leading role, other ways
of secretly reversing a card or cards at the top or bottom of the
deck must be considered.

FIRST METHOD

One of the best and easiest ways of reversing a single card,
either at the top or the bottom of the deck, is this:

1. Hold the deck in the left hand, turn half left, and at the
same time let the left hand drop to the side.

2. Push off the top card with the left thumb so that its side
strikes against the side of your leg (Fig. 97). Move the hand
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downwards, the thumb still pressing on the back of the card
which will make a half revolution. With the fingers press it
flush with the other cards and replace the thumb on the top of
the pack (Figs. 98, 99).

The whole action takes but a second, and the fact that the
left hand is out of sight momentarily will never be noticed.

SECOND METHOD

1. Under cover of squaring the pack, palm the top card.

2. Keep the grip of the first phalanges of the right thumb and
forefinger on the right-hand corners of the deck, and turn the
hand to a vertical position.

3. Extend the left fingers and insert their tips under the lower
side of the palmed card. Flex them and thus draw the card flush
against the bottom of the deck, back downwards.

The action is masked by the back of the right hand, which then
squares the cards again and is removed.

THIRD METHOD

This method makes use of the artifice already mentioned in
throughth and consequences (see page 150).

1. Hold the pack in the left hand, and secure a break under
the top card with the left little finger, conversing as you do so.

2. Withdraw the bottom card and place it face upwards at the
top. Give the impression that you are toying with the cards.

3. With the right thumb and middle finger at the ends, lift the



THE REVERSES 179

two top cards, as one, about an inch above the pack. Drop the
left thumb under the pack and turn it face upwards on the left
palm.

4. Place the two cards held by the right hand on the face of
the pack. Turn the pack face downwards, withdraw the bottom
card, and thrust it into the center of the pack.

The card at the bottom is now face upwards.

FOURTH METHOD

This method may be used to reverse a chosen card in the center
of the pack, or to reverse any card at the bottom.

1. Let us say that you have a chosen card at the top of the
pack and wish to reveal it reversed at the center. Hold the pack
face downwards in your left hand. Place the right hand over it,
thumb and fingers at the ends, and lift the inner end of the top
card, holding a break under it by pressing inwards with the ball
of the thumb.

2. Cut off the top half of the pack with the right hand, still
holding the break with the thumb.

3. Drop the left thumb under the packet remaining in that
hand, flip it face upwards, and place it on top of those held in the
right hand.

4. Place the left hand under the deck, and drop into it all the
cards below the break held by the right thumb. Move the left
hand away, drop the thumb under this packet and flip it over,
face upwards, on the palm.

5. You now hold a packet face upwards in each hand. Ask if
either of the face cards is the chosen card. Receiving a denial,
place the left-hand packet wunder that in your right hand and
square the pack.

6. Ribbon spread the cards on the table and show the reversed
card.

To reverse a card at the bottom for use in a reversed-pack
trick: Hold the pack face upwards and follow the above through
step No. 4. Place the left-hand packet upon those held by the
right hand. Spread the cards from hand to hand, showing the
faces of about three-fourths of the pack but preventing the lowest



180 THE ROYAL ROAD TO CARD MAGIC

cards from spreading. Do not explain why you do this. Your
reason is that you want everyone to notice that the cards all face
in the same direction.

REVERSED LOCATION

It is a wise magician who varies his methods for obtaining his
secret objectives, and it is a still wiser magician who sets apart
certain methods for certain objectives for use in set tricks. For
example, it is not good policy to use the same method for con-
trolling a card twice in one routine. By allocating a certain
method to a certain trick and always using that same method in
that trick, not only is there less chance of the onlookers detecting
your secret operations but your work will be so much the easier
and smoother for you than if you made up your mind on the
spur of the moment as to which method you would use.

The location by means of a reversed card is excellent for use
as a variation of method, but it should not be used more than
once in the same routine. The action is simplicity itself:

1. Secretly reverse the bottom card. There is no need to glimpse
it first.

2. A card having been chosen and noted by a spectator, and
the cards having been shuffled by you while retaining the
reversed card at the bottom, use the key undercut method to
place the reversed card above the spectator’s card when it is
replaced in the pack. Slope the packets downwards so that the
reversed card cannot be seen.

3. Square the pack very openly, and the onlookers must be
convinced that the chosen card is lost, buried among the other
cards.

4. To obtain control of the chosen card, turn half left and
begin an overhand shuffle. As the middle of the deck is reached,
run the cards singly until you see the reversed card, which will
be facing you. Immediately thumb it off the deck, letting it fall
to the floor. Stop the shuffle, drop the cards in your right hand
on top of those in your left hand; apologizing for your clumsiness,
stoop and pick up the fallen card. Push this card into the deck
and you have the chosen card at your disposal on the top of the
deck.
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In connection with this affected clumsiness: There are two
classes of card conjurers. One class takes every opportunity of
parading dexterity by using flashy flourishes and showy shuffles
throughout their performance, whereas the other class handles
the cards just as any card player would—indeed, sometimes
affecting a little clumsiness by dropping a card or the like. In
the first case the reaction of the onlookers is that they are not
surprised by the results of the tricks, since the “quickness” of
the performer’s hands has literally been thrown at them. His
work 1s dismissed with the remark, “He’s clever with his hands,”
and forgotten almost at once. In the second case, when the
spectators see the cards handled with perfect fairness and with-
out sleight-of-hand, as they think, then the results simply seem
to happen of their own accord. The magician’s feats thereafter
make a lasting impression on the minds of the onlookers and
will be seen by them with pleasure over and over again.

TRICKS WITH THE REVERSES

SPELLBOUND

This feat has been devised for the purpose of showing the use
of the reversed card as a locator and the reversal of a card
against the performer’s leg. In effect, a chosen card is unmis-
takably buried in the deck and then discovered by the spectator
himself in a mysterious way.

1. Have a card freely selected by a spectator, and have him
show it to everyone as you turn your head. Take the opportunity
of secretly reversing the bottom card. It is pot necessary to note
what card it is.

2. Turn to the spectator, key undercut the pack for the re-
placement of the card, and thus place the reversed card above it
at the center. Square the pack very openly.

3. Turn half left and shuffle overhand, thumbing off the re-
versed card as explained above under reversed location. Drop
the cards remaining in your right hand on those in your left, and
pick up the fallen card with your right hand, at the same time
reversing the chosen card on your leg. Show the card you dropped,
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asking, “This doesn’t happen to be your card?” The answer, of
course, is “No.” Thrust the card into the deck.

4. Turn your left side to the front and, holding the pack in
your left hand, with the bottom card facing the audience, say,
“l want to show you that your card is not anywhere near the
bottom.” The chosen card is now facing you; suppose it is the
seven of clubs. Pull cards off the face of the deck with the left
thumb, rather rapidly, but showing the full face of each card;
at the same time mentally spell s-e-v-e-n o-f c-l-u-b-s, taking
one card for each letter. Stop on the s and ask, “Have you seen
your card?” “No.” Drop the cards in your right hand in front of
those shuffled off onto the left hand, run two or three more cards
onto the left hand, and drop the right-hand cards behind these.
The chosen card, the seven of clubs, is now in position to be
spelled out from the top of the pack and to appear after the last
letter in the spelling.

5. The next move is a bold one, but in the many times the feat
has been performed it has never been challenged. Turn the deck
face downwards in the left hand, take off a bunch of cards—
seven or eight—and fan them face outwards, asking the spectator,
“Is your card among these?” These cards have already been
shown, but that is never noticed and the answer again is “No.”
Replace these cards on the top of the pack.

6. Hand the pack to the spectator, instructing him to hold it
in his left hand behind his back. “Now, sir, you must think in-
tently of the name of your card, the full name. For example, the
king of hearts or whatever it may be, and don’t forget the ‘of.’
Your concentration will put a spell on the cards, and you must
spell the card’s name mentally, bringing forward with your right
hand one card from the top of the pack for each letter. Will you
do that, please?”

7. The spectator acts accordingly, bringing forward one card
at a time, and you keep check as he does so. When he has brought
forward the card for the last letter he stops. Nothing has hap-
pened, and you affect to be a little embarrassed. “You have
spelled the name of your card?” you ask. He assents. “Very
strange!” you say. “I wonder what has happened. What was the
name of your card?” He names it. “Kindly bring the pack for-
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ward!” He does so and there face upwards on the deck staring
him in the face is his card, leaving him spellbound. “The cards
will have their little joke,” you remark.

A Tipsy TRICK

A chosen card is found reversed in the deck under peculiar
circumstances. The trick is an amusing one and is used by many
of the best card conjurers in their intimate performances.

1. “Magicians often have disconcerting adventures. I would
like to show you something that happened to me the other night.
To illustrate the mishap exactly, will you select a card?” Offer
the deck to a spectator and have a card chosen.

2. “Remember that card, please. Better show it to the others
so that they can enjoy the fun. Right? Replace the card, please.”
Control the chosen card to the top by the overhand shuffle con-
trol.

3. “At this point I always hand the cards out to a spectator to
be shuffled. Generally they shuffle like this.” Shuffle overhand,
running the chosen card to the bottom and back to the top. Then
make another overhand shuffle, retaining the card there. “That is
called the overhand shuffle, and with long practice it is easy to
follow the movements of the chosen card among the others.

4. “Sometimes the cards are shuffled like this.” Split the deck
and execute an end-to-end riffle shuffle, finishing with the water-
fall flourish retaining the chosen card at the bottom. “That is
somewhat more confusing, but with a keen eye the gyrations
of the card can still be followed.

5. “On rare occasions someone will use the Chinese shuffle, like
this.” Spring the cards from hand to hand and bring the hands
together with a loud slap. “That really is confusing, but nothing
to what happened to me the other night. I offered the deck to a
lady to shuffle, and a man just behind her reached out and
grabbed the cards. ‘Here, I'll migsh ’em up for you, he said.
He’d evidently had several drops too many, so I knew I was in
for it. This is what he did.”

6. Holding the deck face downwards in your left hand in deal-
ing position, with the left thumb push off a small packet of cards,
say half a dozen, over the side of the deck. Turn your right hand
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with its back upwards, and take the packet with the thumb
underneath and the fingers above; then turn that hand palm
upwards, bringing the cards it holds face upwards.

7. Push off another small packet with the left thumb, and
take them with the fingers of the right hand wunderneath the
face-up packet it holds. Turn the right hand with its back up-
wards, and take another packet with the right thumb. Again
turn the hand, this time palm upwards, and take some more
cards with the fingers. Do this rather rapidly.

8. Continue these actions until one card only, the chosen card,
remains in the left hand. Slap this card face down on the top card
in the right hand, which will be face upwards. Throughout these
movements simulate the actions of a slightly tipsy individual.
Handle the cards sloppily and keep talking: “I’ll migsh ’em up.
Fash up, fash down, fash up, fash down, thash the way to migsh
the cards,” and so on.

9. “Finally he tried to square the deck.” Do so, holding it in
your left hand, the outer end between the thumb and middle
finger toward the onlookers. The result of all the apparently
higgledy-piggledy mixing has been simply to divide the deck into
two portions, one face upwards and one face downwards; thanks
to the bend given to the cards by the spring flourish, there will
be a break between them at the inner end of the deck.

10. Seize the lower half by the end with your right hand,
between the thumb and middle finger; draw it out with a little
upward flourish and hold it face downwards against the table
top. Follow this action with your gaze. Immediately move the
left hand toward the right, turning it back upwards in the action,
and place it beside the right hand in position for making a riffle
shuffle. Both packets are now face downwards, whereas the chosen
card is face upwards at the bottom of the left-hand packet.
Riffle shuffle, dropping the chosen card first, and cover the shuffle
with your hands so that no one can see that the cards are all
turned one way.

11. Square the deck, turn it over so that the single face-down
card is uppermost, then cut at about the middle and complete
the cut. The audience will be convinced that the cards are really
face up or face down indiscriminately. “ ‘There,” he said as he
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handed the deck back. ‘The cards are migshed. Lash shee what
you can do with ’em.” Well, he had me in a fix. The most skillful
card conjurer living could not have followed the movements of
the chosen card. Luckily I called to mind an emergency spell.
‘Arbadacarba,” I muttered. That’'s abracadabra backwards and
the most powerful incantation we have. Be very careful how you
use 1t. If it has worked for me, all the cards will have righted
themselves, face upwards, while the chosen card will remain face
downwards. What was your card? The seven of diamonds? Let’s
see.”

12. Spread the cards ribbonwise with a flourish, and they are
seen to be all face upwards except one card in the middle, which
is face downwards. With the tip of your right forefinger push
this card forward out of line. Turn it slowly face upwards. It is
the selected card!

The feat is one of the most amusingly effective tricks that can
be performed for an intimate group.

DOUBLE REVERSE

You will get great satisfaction from this trick, for its sim-
plicity, ease of execution, and strong climax make it one of the
best of the self-working feats.

1. Secretly note the bottom card and reverse it, so that it is
face upwards in the face-down pack. Let us say that it is the ace
of diamonds. Spread the cards between your hands as if to have
one drawn, then change your mind and square the pack. This
shows that the cards are all face downwards without your stress-
ing the fact.

2. Invite someone to cut off the top half of the pack and retain
it. Hold the lower portion in your left hand, being careful not to
expose the reversed card at the bottom. Have the spectator
remove a card from the center of his portion, look at it, and
remember it. You do the same thing, but actually you only
pretend to remember the card.

3. Say: “Let me put my card in your packet,” and do so,
pushing it flush into the center of the cards he holds. As you do
this, drop your left hand with its packet and turn it over, so that
the single reversed card is at the top. Everyone is watching you
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insert your card in the spectator’s packet, and the reversal goes
unnoticed.

4. Take the spectator’s card and without showing it say, “Even
Stephen is fair play, isn’t it?” Thrust his card, face downwards,
into your half of the pack. Do not spread the cards when you do
this. Because of the reversed card at the top, your packet appears
to be face downwards and the audience will be satisfied that his
card is lost in your packet.

5. Reach for his packet, saying, “This is the fairest trick I
know, up to this point. From now on I cheat!” Drop your left
hand to your side as you say this, again turning over your portion
and returning the reversed card to the bottom.

6. Place his packet on top of yours and square the pack. “Did
you see what I did?” you ask. “Nothing. Not a single solitary
thing.”

7. Make one complete cut, saying, “You surely saw what I
did then? Nothing. Just a perfectly honest cut. At this rate, it
won’t be much of a trick, will it?”

8. “But I did cheat a little, just the same, when you blinked.
My card was the ace of diamonds—” (here you must give the
name of the card you reversed at the bottom in step No. 1)
“—and yours—what was your card?” The spectator names it.
“The seven of hearts! Just as I thought. Let me show you how
I cheated.”

9. Spread the cards face downwards on the table in a long
ribbon, and the two cards, amazingly enough, are seen to lie face
upwards in the spread.

MENTALIVITY

In this puzzling feat the card of which one person thinks is
found at a number thought of by a second person. You cannot
have known either number beforehand.

1. Have the pack shuffled and returned to you.

2. Request spectator A to think of a number between one and
ten and, as you count the first ten cards, to remember the card
which falls on his number. Show him one card at a time, counting
them aloud, until you have shown ten cards. Replace them on the
top in the same order.
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3. Invite spectator B to think of a number between ten and
twenty. Gaze at him intently, nod your head knowingly; then
turn and gaze at spectator A, as if divining his thoughts. Again
you indicate that you have succeeded in an abstruse calculation.

4. Place the pack behind your back. Silently remove the top
twelve cards and place them at the bottom but in reversed
position, that is to say, in the same order but face upwards.
As you do this, explain, “I shall attempt to read your thoughts
and prove that I have done so beyond a shadow of a doubt.”

5. Bring the pack forward, its outer end sloping downward so
that the reversed cards at the bottom cannot be seen, and ask
spectator A to name the number of which he thought. Let us say
that he thought of six. Deal five cards face downwards on the
table and show the sixth card, saying, “Your card is no longer in
the sixth position.”

6. Turn next to spectator B, saying, “Kindly name the number
of which you are thinking.” When he names it—say it is fifteen—
nod affirmatively. “I thought so.” You now make a simple cal-
culation, in which you deduct six from fifteen, giving you a key
number of nine. Whatever may be this key number, which you
arrive at by deducting A’s number from B’s, you must deal this
number of cards from the top of the pack, turn the deck over,
and continue the deal to the required number with the cards
then at the top.

You do this in the following manner: Say to spectator B, “I
was confident that you would think of the number fifteen, and
I have placed this gentleman’s card at your number.” Deal the
key number of cards from the top of the pack (nine in our illus-
tration), counting each one aloud. Pause, pick up the last card
dealt, turn it face upwards, saying, “The ninth card sometimes ...
that isn’t your card, is it?” to spectator A. You do this to supply
misdirection. While all eyes are on this card drop your left hand
to your side, place your thumb under the pack and turn it over,
This brings the reversed cards at the bottom uppermost.

7. Now continue the deal with these cards until you come to
spectator B’s number, fifteen. Remove this card, saying, “This
is the card at the number of which you are thinking. That is
correct?” He states that it is. Turn to spectator A: “Now, for
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the first time, will you name the card of which you are thinking?”
He names the card, say the ace of clubs.

8. Recapitulate briefly what has been done: “You will remem-
ber that you thought of a card at a certain position in the pack.
This gentleman thought of another number and I have placed
the card at his number before all of us. Would you be surprised
if this card should prove to be your ace of clubs? You would.
Then let us see if it is.”

9. Turn the card face upwards showing that it really is the
required card.

To right the reversed cards which are lowermost in the pack,
pick up one of the packets of dealt cards and drop them face
upwards on the table as you talk with those about you. Drop
the pack on them in an absent-minded manner. In a moment,
pick up all the cards. Remove all the reversed cards at the bot-
tom, right them, and replace them. It will seem that in gathering
the pack you absently made an error and corrected it.

MOUNTEBANK MIRACLE

Someone thinks of a card without touching it. When you deal
the cards a moment later the card appears reversed in the pack.

1. Have the pack shuffled and placed on the table, saying,
“In a moment I shall ask you to think of a card under conditions
which will convince you that chance alone dictates the card of
which you will think. When I turn my back, cut off any small
number of cards, about ten or twelve or so. You will not know
how many cards you have cut and neither will I. Count the cards,
remember how many there are, and put them in your pocket.”

2. This done, turn back and take the rest of the pack. “You
have a number arrived at by chance. As I deal the cards, kindly
remember the card which falls on your number.” Deal fifteen
cards, counting each one aloud, lifting each so that its face can
be seen, and dropping the cards face downwards in a neat pile.
This action reverses their order.

3. Pick up the dealt packet and replace it at the top of the
deck, then remember that he still has some cards in his pocket.
Turn away and have him replace these on top of the pack.

4. Deal cards face downwards rather swiftly, dropping them
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about a foot before you. Silently count the cards and when you
deal the sixteenth card, which will be the spectator’s card, flip it
face upwards, lengthwise, and continue the deal for two or three
cards without the slightest pause. The effect is that the card was
reversed in the pack and that you simply dealt it, for the specta-
tors watch the cards as they fall on the table and not your hands.
The effect of showing the mentally selected card reversed in the
pack makes this a fine quick trick.



XV

THE HINDU SHUFFLE
AND OTHER CONTROLS

ne shuffle which goes by this interesting name is an excellent

sleight which serves a number of purposes. It may be used
Tas a genuine shuffle, as a method of controlling a card or a
number of cards, as a force, or as a glimpse. It is not difficult
and it is genuinely deceptive.

1. Hold the pack in your left hand between the top phalanges
of the thumb and the middle, ring, and little fingers. Place the
index finger at the outer end. Hold the pack a little toward your
left side, at about waist level, the outer end sloping downwards.

2. Grasp the inner end of the pack by its sides between the
outermost phalanges of the right thumb and middle finger, with
the index finger resting lightly on the top and the ring and little
fingers free.

3. Move the left hand outwards, taking with it a few of the
top cards gripped between the thumb and fingers (Fig. 100).
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When these cards are clear of the pack let them drop onto the
palm.

4. Move the left hand back to its original position, grasp
another small group of cards from the top of the pack in the
same way as before—that is, between the thumb and the fingers
—then move the left hand outwards and let this packet fall on
the first cards drawn off.

5. Continue these movements until you have drawn off all the
cards held by the right hand.

Do not move the right hand during the shuffle; the left hand
does all the work. After a little practice you will be able to draw
off a few cards at a time. The slanting position of the pack slides
the cards against the left index finger, which acts as a stop and
neatly squares them.

To repeat the shuffle at once: Grasp the lower half of the pack
at the inner end by the sides, between the right thumb and second
finger, and draw the upper half outwards with the left thumb
and fingers. Let the upper half fall into the position described in
step No. 3 above. Now continue the shuffle exactly as described
until you have used all the cards held by the right hand.

HINDU SHUFFLE CONTROL

Single card. Proceed as follows:

1. Have a card drawn by a spectator. When he has shown it
to everyone, begin the Hindu shuffle as described above.

2. After you have drawn off several small packets from the
top into the left hand, extend the hand and have him place his
card on top of these cards.

3. Move the left hand back to the right hand to continue the
shuffle, placing its cards directly under those held by the right
hand so that the outer ends of both packets butt against the left
forefinger. Press firmly against the side of the top cards of the
lower packet with the tip of the right thumb, which extends below
the upper packet, and pick up a card or several cards, holding a
break (Fig. 101). Immediately draw the left hand outwards,
drawing off a few cards from the top of the upper packet and
letting them fall on the cards which remain in the left hand.

The right hand thus retains its own cards and a few of the top
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cards of the left-hand packet, the topmost of which is the chosen
card. These are separated from those above them by a small
break held by the right thumb. The outer ends and the right sides
of both packets are flush, and the pack presents an ordinary
appearance.

4.  Continue the shuffle in the regular way until the cards above
the break have been shuffled into the left hand, then drop those
remaining in the right hand on top of all, thus bringing the
chosen card to the top.

There should be no hesitation in securing the card from the
top of the left-hand packet in step No. 3 above, since it does not
matter whether one, two, three, or even more cards are picked
up by the thumb.

Several Cards. This procedure is much the same as that used
to control a single card:

1. Let us say that three cards have been drawn and noted by
three persons. Begin the Hindu shuffle by drawing off several
packets into the left hand. Extend the hand and have one of the
cards replaced on them.

2. Continue the shuffle as described in step No. 3 of the single
card control, picking up the chosen card and one or two more in
the first action of the shuffle, and approach the second person,
who holds the second card. Draw off several packets into the
left hand; in the next movement, however, do not draw off any
cards from the top, but instead let all the cards below the break
drop onto those held by the left hand, which you immediately
move outwards toward the spectator.
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3. Have him place his card on top of those you hold in your
left hand, thus placing his card above the first man’s card.

4. Repeat this procedure exactly—that is, begin the Hindu
shuffle, picking up a few of the cards at the top of those held in
the left hand between the right thumb and second finger, holding
a break with the thumb. Draw off several packets from the top
with the left hand as you approach the third person, and when
you reach him let the cards above the break fall upon those in
the left hand, without drawing any from the top with the left
fingers. The third card is thus placed above the second.

5. Finally, continue the shuffle by drawing off a packet from
the top with the left fingers and at the same time grasping be-
tween the right thumb and second finger a few of the top cards
of those in the left hand, holding a break above them with the
thumb as before.

6. Continue the shuffle until all the cards above the thumb
break have fallen into the left hand. Drop those that remain on
the cards in the left hand; the three chosen cards will be at the
top of the pack, but in reverse order to their replacement; that
is, the first man’s card will be the third from the top.

By using the Hindu shuffle to control a number of cards you
save time, an important item, and you also convince those pres-
ent that the cards are really scattered throughout the pack. This
is important, because we must reiterate that, unless you have
convinced everyone that the cards really are lost, the most bril-
liant subsequent discovery will not be impressive.

HINDU SHUFFLE FORCE

As we have seen, forcing a card is making a spectator draw the
card you want him to take and at the same time convincing him
that he has had a free choice. The Hindu shuffle enables you to
make a most convincing force.

1. Place the card to be forced at the top of the pack.

2. Begin a Hindu shuffle by drawing a packet from the top
into the left hand in the regular way. In drawing off the second
packet, grasp in the usual way a few of the top cards of those
now in the left hand, by gripping them between the right thumb
and second finger, holding a thumb break.
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3. Continue the shuffle as usual by drawing off small packets
from the top. Invite a spectator to stop the shuffle whenever he
pleases. When he says “stop” bring the outer end of the right-
hand packet against the left forefinger, flush with the outer end
of the packet in the left hand, saying, “Right here.” Drop the
cards below the break onto those in the left hand. Extend this
hand and ask the spectator to remove the card at the top.

This force is completely deceptive. It may be used to force
several cards if these are placed at the top of the pack.

HINDU SHUFFLE GLIMPSE

Let us say that you have taken a shuffled pack and wish to
learn the name of a card before forcing it.

1.  Begin the Hindu shuffle and, after several packets have been
drawn off the top into the left hand, turn the cards held by the
right hand so that they face you and are at right angles to those
held in the left hand. Rap the inner end of the other packet with
these cards (Fig. 102), as if to square them, glimpsing the bottom

card at the same time. Continue the shuffle, and drop this card
at the top, last of all. This is a natural way of squaring the cards
in this shuffle, and it should be used occasionally for that purpose
only.

Again, a card may have been returned to the pack and you
may have controlled it to the bottom by one of the other methods.
Glimpse the card in the manner described above and, after one or
two more packets have been shuffled into the left hand, drop
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those held by the right on top. Offer the pack for shuffling, say-
ing, “Perhaps it would be better if you shuffled.” You know the
name of the card and are perfectly willing to let him shuffle as
long as he likes.

THE STEP

Assume that a card has been drawn and noted.

1. Spring the cards into the left hand, rather slowly, asking the
spectator to replace his card. When his hand advances with the
card, stop the spring, retaining a part of the pack in the right
hand. Say, “Do you want to replace your card here?” and rap
the inner end of the cards in the left hand with the knuckles of
the right, squaring them. If he replaces the card, well and good;
if not, spring a few more cards until he is satisfied, and square
these as before. Do not look at your hands while squaring.

2. Drop the cards remaining in the right hand upon those in
the left, so that about a half inch of the packet extends beyond
the outer end of the lower packet.

3. Place the right hand over the pack to square it, with the
thumb resting against the inner end of the lower packet. Press
downwards lightly on the outer end of the upper packet before
pushing it flush with the lower packet. This forms a break be-
tween the two packets at the inner end, which you pick up with
the left little finger at the right side near the inner corner.

4. Remove the right hand, and the pack appears to be in good
condition, although the little finger retains the break.

5. Control the card to the top by means of the overhand
shuffle or the pass.

NATURAL JOG

Suppose a card has been drawn.

1. Hold the pack in your left hand, as for dealing, but with
the index finger curled up around the outer end.

2. Cut off the upper half with the right hand by the ends,
and have the spectator replace his card on the top of the left-
hand packet.

3. Hold this packet slanting downwards a little. Toss the
right-hand packet upon it, so that its outer end strikes against
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the middle of the left-hand packet at a slight angle (Fig. 103).
The upper half will slide down to the left index finger, which will
automatically jog its bottom card at the inner end (Fig. 104).

4. Press the left thumb on top of the pack, and place the right
hand over it, with the fingers at the outer end and the thumb at
the inner end. Place the tip of the thumb against the inner edge
of the jogged card; press it inwards and upwards flush into the
pack, forming a break under the card and holding the break by
the left little finger at the right side near the inner corner.

5. The card at the top of the packet under the break is the
spectator’s card. Bring it to the top by means of the overhand
shuffle or the pass.

Do not look at your hands at any time but converse naturally
as you perform the control.

TWELVE-DOWN RIFFLE

This is one of the best card controls.

1. Spread the cards from your left into your right hand as if
to have one drawn. Secretly count the first twelve cards, insert
your left little finger tip under them to hold a break, and square
the deck. Give the impression that you have changed your mind.

2. Place your right hand over the pack, with the fingers and
the thumb at the ends, and slowly riffle the cards upwards from
bottom to top. Ask a spectator on your left to insert his index
finger anywhere in the pack as you riffle and remove the card
under it. Contrive to have him take one near the middle.

3. When he has removed a card and all are looking at it, slant
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the outer end of the pack downwards and lift off the twelve cards
above the break between the right fingers and thumb. Hold the
pack and the cards with their backs squarely to the spectators,
preventing them from noting how many cards you hold in either
hand.

4. Say, “Kindly replace your card where you took it from.”
Extend the left hand a little and have the card replaced at the
top of the packet. Drop the cards held in the right hand on top
of all, and square the pack meticulously.

The spectators believe the card is lost, for they think it is
returned to the haphazard position from which it was taken.
You know it is the thirteenth card from the top and are ready
to use it for whatever trick you have in mind.

TRICKS WITH THE HINDU SHUFFLE

ALL CHANGE HERE

In this effective feat the Hindu shuffle is used to show that
apparently every card in the deck is the same. It is an artifice
that is useful in several other good tricks.

1. Have the deck shuffled by a spectator. Instruct him to
remove one card and then pass the deck to a second person. Let
this person also remove one card and then return the deck to you.

2. Have the selected cards returned to the deck, and control
them to the top by means of the Hindu shuffle so that the top
card is the second spectator’s card.

3. Hold the deck in your left hand and with the right fingers
and thumb at the ends remove the top half, at the same time
making the backslip and thus placing the second card on top of
the lower half in the left hand. Place this packet aside for the
moment.

4. Ask the first man to name a number, say between five and
fifteen. Suppose he calls ten. Have him name his card, say the
five of hearts. Place the packet you hold in your left hand and
count off ten cards, pushing them off one by one with your left
thumb, and taking them one on top of the other in the right hand.
On reaching the tenth card, turn your right hand with the back
upwards, and slap the counted cards face upwards onto the
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cards still in your left hand. “There it is!” you exclaim. “The
tenth card, the five of hearts!” Immediately remove these face-
upwards cards and spread them, showing the five of hearts with
nine cards above it. Close the spread, place the packet under-
neath the cards in your left hand, and place all face downwards
on the table.

5. Pick up the other packet, and in the course of an overhand
shuffle place one card above the second spectator’s card at the
top. Address him, saying, “Will you kindly name another num-
ber between five and fifteen?” As you say this push the two top
cards off the pack to the right a little, and in squaring the pack
again secure a left-little-finger break under these cards.

Let us say that the spectator names the number eight. Remove
the top card and turn it face upwards, counting “One” and
placing it squarely on the pack. Square the deck at the ends,
grasping the two top cards at the ends between the right thumb
and middle finger, moving them inwards so that they protrude
over the inner end for about an inch. Immediately draw out the
card which is under these two—the third card—and turn it over
inwards, bringing it face upwards, and lay it on the first two,
counting “Two.”

Remove the next card—the fourth card—and turn it face
upwards and lay it on the first three, counting “Three.” Continue
counting cards in this manner until you have turned one less than
the number named—in our example, seven. Under these, and
hidden by them, is the chosen card, which is face downwards.

“l want you to be satisfied that my count is accurate,” you
say. Push the protruding cards squarely on the pack and slowly
deal the cards which are face upwards at the top, counting them.
“Seven cards,” you point out. Tap the chosen card, which is now
the top face-down card. “This is the eighth card, the card at your
number. Will you name your card, please?”

“The jack of clubs,” let us assume he says. Slowly turn the
card face upwards, showing his card.

6. Drop this card, face upwards, on the seven cards which lie
face upwards on the table. Pick them all up and place them at
the bottom of the deck, thus placing the jack of clubs at the
bottom.
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7. “Now, really,” you continue, “I do not as a rule explain
how these feats are done. But this one is so delightfully simple
that I will show it to you, and you will be able to have some
fun with it yourselves.” Place the packet you hold to one side
and pick up the first packet, holding it in position for the Hindu
shuffle. “The fact is that all these cards are fives of hearts, hence
it made no difference to me what number you called. Look!”
Begin a Hindu shuffle by pulling off a small packet into your left
hand, then lift your right hand, bringing its packet to a vertical
position with the bottom card facing the audience squarely.
Lower the right hand, continue the shuffle by pulling off a few
more small packets from the top, and again lift the right-hand
packet, showing the five of hearts. Repeat the same motions
until only the five of hearts remains in the right hand. Drop it on
top of the packet, square the cards, and palm it in your right
hand.

8. Pick up the second packet by drawing it back towards
yourself, and in the action add the palmed card to the top. The
second person’s card is on the bottom of this packet, and you
show apparently that all these cards are jacks of clubs by using
the moves detailed in step No. 7, with this difference: In the first
movement, draw off the top card only—the five of hearts—into
the left hand, so that when the action is completed it will be the
bottom card of the packet. When you have apparently shown
that all the cards are jacks of clubs, drop the jack on top of the
packet as in step No. 7. Square the packet and palm the jack in
your right hand, placing the rest of the cards on the table.

9. Pick up the first packet with your right hand, adding the
palmed jack of clubs. Force it on the first spectator by means of
the lift shuffle force. “These cards are all fives of hearts,” you say.
“Take one and put it face down on the table.”

10. Put the packet down, take the second packet, shuffle the
five of hearts to the top, and force it on the second spectator by
the backslip force. He places it face downwards on the table
before him.

11. The trick is done; it only remains to bring out the climax
as strongly as possible. On turning their cards face upwards, each
spectator finds he has the other man’s card. Then with a flourish
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you spread each packet face upwards, ribbonwise, and all the
cards are seen to be different, making up a regular deck.

EWEPHINDIT

Suitable for close-up and impromptu work, this fast revelation
of a chosen card has a spectator locating his own card without
knowing how he did it.

1. Have a card drawn, noted, and returned to the pack, bring-
ing it to the top by means of the Hindu shuffle.

2. Overhand shuffle, taking the card to the bottom.

3. Spread the cards, remove one at random, and hand it face
upwards to the spectator, saying, “that’s not your card, is it?
It’s not? Good, then we’ll use it for the trick.”

4. Spread the cards in a fan between your hands, in readiness
for the sliding key move, drawing the chosen card under the fan
with the right fingers. “Kindly push that card into the pack, face
upwards, anywhere you like.”

5. When the card has been inserted in the spread, place the
chosen card above it as you would place a sliding key card above
a chosen card.

6. Square the pack, saying, “There is only one chance in fifty-
one that you placed the marker card next your chosen card.”
Run through the cards until you come to the face-up card. Turn
the card above it, showing the chosen card. “And that’s exactly
what you did!”



XVI

THE CLASSIC FORCE

ORCING a card 1is the act of making a spectator remove from
Fthe pack a card which you wish him to take, although he
believes that he has a free choice.

Of all the methods evolved for accomplishing this, the classic
force is the oldest and still the best. In this method you spread
the deck and invite someone to draw a card. You place the card
you want him to take under his fingers at the moment they touch
the pack. He removes this card, confident that he has had an
uninfluenced choice.

The mechanics of this force are as follows:

1. Let us say that you wish to force the ace of hearts, and this
is at the top of the pack. Give the cards an overhand shuffle
taking the card to the bottom and back to the top.

2. Next take the force card to the middle of the pack in the
following way: Give the pack another overhand shuffle by under-
cutting the lower half, injogging the first card, and shuffling off.
Turn the left hand so that the pack is horizontal, with the backs
of the cards uppermost. Place the right hand over the pack, with
fingers at the outer end and the thumb at the inner end. Place
the tip of the thumb under the inner edge of the injogged card,
pressing it upwards and inwards, so that when it is pushed flush
with the pack there will be a small break under it and above the
card to be forced. Hold this break with the right thumb, then
shift the left hand so that it holds the pack, with the little finger
holding the break above the card to be forced.

Unlike the usual method of holding a break, the tip of the left
little finger in this case rests against the face of the card above
the break.

201
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3. Push cards off the top of the pack with the left thumb,
taking them with the right hand, and request someone to take a
card.* Press the left little finger firmly against the side of the
lower packet, preventing these cards from spreading to the right.

4. Time the spreading of the cards so that, at the moment the
spectator’s hand reaches the pack, all the cards above the break
have been pushed into the right hand and you are beginning to
push the cards under it; the first of these cards, you will remem-
ber, is the card to be forced.

At the very moment that you begin to push off this lower
portion, the spectator’s hand arrives at the deck to make a choice.

Advance both hands two or three inches toward his hand and
literally place the force card under his fingers. That must be done
with finesse, and this is where experience enters into the picture.
After you have done a good deal of forcing, you will find that
there is a knack in spreading the cards so that the force card is
under the spectator’s fingers at precisely the right moment.

If, when you first begin to force cards, you find that you have
exposed the force card too soon, here is what you do: Spread a
few more cards with the left thumb and stop. Hold the pack as in
Fig. 105. A little more of the force card is exposed than of any
other card. Now, as the spectator’s hand approaches, turn both
hands and the cards a little to the right or left a matter of less

* Robert-Houdin, in Secrets of Conjuring and Magic, has this to say:
“It is well to say take, and not choose, though the latter word is frequently
used. The word choose implies a liberty of action which it is better not
to suggest too strongly.”



THE CLASSIC FORCE 203

than an inch, to make the force card the most convenient to his
hand. In ninety-nine cases out of a hundred he will take the card.

We have mentioned that the tip of the left little finger presses
up into the break against the face of the lowermost card of the
upper packet. This is a great help in forcing, for when the left
thumb pushes this card to the right you can feel it glide over the
finger tip and thus you know that the next card is the force card.
With experience you can force a card without looking at the pack,
relying solely on your left little finger’s sense of touch to tell you
when you have come to the force card.

The force is certainly simple, but to do it with dead certainty
calls for experience and for the timing which comes only with
experience. There are also psychological factors which must be
kept in mind.

(a) You should shuffle the cards before the force so that you
cannot seem to know the position of any card. If the
spectator believes this to be the case, he will remove any
card without suspicion, since it does not seem to matter
which card he takes.

(b) You must not, by your manner or by anything you say,
lead anyone to believe that you have a reason for forcing
a card. Your manner must be easy and relaxed. If you are
tense, this will be noticed, and although the spectator may
not know what you have in mind he will be difficult to
control.

You may think: Very well. But, while I am gaining experience,

what shall I do if the force fails?

Let us say that the force has failed and that a card has been
drawn two or three beyond the force card. Have the card returned
at the place from which it was taken and count the number of
cards intervening between it and the force card. The force card,
the name of which you know, thus becomes a key card, and to
locate the chosen card you need only count the number of cards
above or below it that you noted previously.

If the card has been removed from a point too far distant from
the force card to enable you to count the intervening cards, you
do this:

Have the card withdrawn from the pack and, as its name 1is
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being noted, remove all the cards to the right of the force card
with the right hand. This is easy, because the tip of the left little
finger still presses up against the face of the card just above it.
Hold these a few inches away from those spread in the left hand
and have the selected card replaced on the left-hand portion.
Dropping the cards held by the right hand on top of all completes
the action. To find the chosen card, look for the card just above
your force card, which acts as a key card.

You may still think: But what if the force fails and I cannot
use the force card as a key card? In such a predicament, you then
do another trick which does not require that a card be forced.
You have not stated what you would do with the drawn card,
and no one will know that you have changed your plans. This is
very important for you, because the knowledge that failure is
not going to prove a disaster will prevent tenseness, which spoils
more forces than any other single factor.

A final word on the matter of experience. To get experience,
make it a practice to attempt to force a card in every trick you
perform, whether it calls for a force or not—if, of course, the
nature of the trick permits this. In that way you will get in-
valuable experience and learn the timing of the force, and if you
fail in the first few attempts it is a matter of no consequence.
You should never, however, force the same card repeatedly
simply to show how clever you are, for this is tantamount to
revealing a method which you should keep secret.

ONE-HAND FORCE

Few modern cardmen use this force, although in some respects
it is more convincing than the classic force.

1. Shuffle the cards, and in so doing take the card to be forced
to the middle of the pack, holding a break above it with the left
little finger by using the method given for the classic force.

2. Shift the cards above the break a little more than a quarter
of an inch to the right, the right hand making this adjustment,
so that there is a step between the two packets. The topmost card
of the packet below the step is the card to be forced.

3. Take the pack in the left hand and with the right hand
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spread the cards in a fan, contriving to expose a little more of the
surface of the force card than of any other.

4. Extend the fan and request someone to take a card. Because
the force card is more accessible than the others, it is almost
invariably taken. Further to assure this, the slightest movement
of the left hand to the right or left will place the force card
directly under the spectator’s fingers as they reach the pack.

As with the classic pass, the preliminary shuffle makes the
force easier, since the spectator believes the cards to have been
well mixed; hence the particular card he removes seems to be of
no great importance. Care, however, must be taken not to expose
too much of the force card, or the device will be obvious. If it is
exposed a quarter inch more than the others, this will be sufficient.

The one-hand force is useful for forcing a number of cards one
after the other without closing the fan.

BOTTOM FORCE

Place the card to be forced at the bottom of the pack and
make an overhand shuffle, retaining it there. Follow this shuffle
with a false cut (second method, page 134, or fourth method,
page 135).

1. Grasp the deck at the ends with the right fingers and thumb,
and place it on the left palm, holding it as for dealing.

2. Move all the cards, except the bottom force card, forward
two inches with the right hand.

3. Pat the outer end with the right fingers, beveling it inwards
from bottom to top until the bottom protruding card is covered
(Fig. 106).
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4. Request someone to remove as many cards from the bottom
of the pack as he desires, and point out that the sloping end
makes it possible for him to remove as many as he likes.

5. He will remove a number of cards from the bottom, but he
cannot remove the bottom force card which is beyond his grasp.
The cards above those he removes drop onto the left palm and on
the bottom force card. Immediately square these cards by rap-
ping on the inner end with the right knuckles. Invite the spectator
to look at the bottom card “to which you cut in the fairest pos-
sible manner” and have him show it to everyone as you turn
your head.

6. Have him shuffle his packet, then hand him the remaining
cards and have him shuffle the whole deck. Knowing the card,
you can find it and dispose of it as required for the purpose of
the trick in hand.

SLIDE-OUT FORCE

The card to be forced is at the bottom of the pack.
1. Shuffle the pack, running the bottom card to the top and
back to the bottom.

2. Make the key undercut, dropping the lower half of the pack
on top, but inserting the tip of the left little finger between the
two packets to hold a break. The force card is now the card just
above the little finger tip.
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3. Hand a spectator a table knife and ask him to thrust it into
the pack as you riffle the cards. Place the right hand over the
pack and riffle upwards from the bottom, contriving to have the
blade thrust into the outer end below the break.

4. Tip the outer end of the pack upwards a little, and grasp
all the cards above the break at the ends, between the right
thumb and middle finger, shifting these cards outwards an inch
beyond the outer end of the pack.

5. Grasp the knife blade and the cards you have shifted over
the outer end between the right thumb and middle finger, and
draw them outwards and away from the pack (Fig. 107).

6. Show the card under the blade—the force card—and ask all
to note and remember it.

A reversed playing card, or a borrowed business card, can be
used in place of the knife.

Two-CARD FORCE

The two cards to be forced are at the top and bottom of the
deck.

1. Run through the cards and hand someone the joker.

2. Make the pass at a point a little above the middle of the
deck, but after the packets are transposed press the tip of the
left little finger between the packets, holding a break. One force
card is the bottom card of the upper packet; the other is the top
card of the lower packet.

3. Place the right hand over the pack, with thumb at the
inner end and the fingers at the outer. Riffle the cards upwards,
and ask the spectator to insert the joker, face upwards, wher-
ever he likes.

4. Time the riffle so that he thrusts the joker into the pack
among the cards above the little finger break. Grasp all the
cards above the break at the sides, near the inner end, between
the right thumb and middle finger, and draw these inwards and
away from the deck. Hold the protruding joker at the outer end
with the left thumb and index finger, to prevent it from being
drawn away with the upper packet (Fig. 108).

The 1illusion is that the pack is separated at the point at
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which the joker is inserted. Actually the cards under the joker
slide away with those above it. This is concealed by the joker
itself.

5. Show the card at the face of the packet in the right hand,
and the one at the top of those remaining in the left hand. These
are the force cards.

This two-card force may be used as a ‘discovery’ of two chosen
cards which have been controlled to the top and bottom of the
pack, a spectator being invited to thrust the joker into the pack,
after which you show that one of the chosen cards is above the
joker, the other is below it.

RIFFLE-BREAK FORCE

One or more cards can be forced by this method. These are
at the top of the pack.

1. Shuffle the card to be forced to the center of the deck, and
hold the pack in the left hand, with the thumb along one side,
the middle and ring fingers at the other, and the little finger
holding a break above the card to be forced. Bend the forefinger
under the outer end of the pack.

Hold the pack with its outer end sloping downwards, and be
careful that no one on your right can see the little-finger break.
To avoid this, turn the left hand inwards toward the body.

2. Riffle the left outer corners downwards with the thumb,
explaining that when you repeat the riffle you would like some-
one to call “stop” whenever he pleases.

3. Riffle downwards again rather slowly, but do not riffle
below the break. If the command to stop does not come soon
enough, simply begin the riffle again. Try to have the command
come when you have riffled to a point just above the break.
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When it does come, stop the riffle at this point and press down
with the thumb tip upon the cards under it, forming a wide
break at this corner.

4. Place the right hand over the pack, with the thumb at the
inner end and the fingers at the outer end, which they cover
completely. Grasp and slide away to the right all the cards
above the little-finger break at the inner end. Do not lift these
cards away; slide them flatly. Simultaneously press down with
the left thumb on the corners of the packet remaining in the
left hand, so that its condition appears unchanged.

5. Extend the left hand and have the top card removed, thus
forcing the card.

SLIDING-KEY FORCE

This very deceptive and easy method of forcing a card makes
use of the sleight described as the sliding-key card (see page
80).

1. Have the card to be forced on the bottom of the pack;
shuffle overhand, keeping it in that position.

2. Spread the cards between your hands, at the same time
sliding the force card underneath to the center, and invite a
spectator to touch the back of any card he pleases.

3. Place the tip of your left thumb upon the card to the left
of the one touched by the spectator and draw away to the right,
with your right hand, the card touched by the spectator and
all the cards above it, together with the force card, which auto-
matically becomes the bottom card of the right-hand packet.

4. Square the cards in your right hand by tapping their sides
against the cards in the left hand.

5. Turn your head and lift the right-hand packet to a verti-
cal position, asking the spectator to note and remember the
card he has chosen freely.

At this point it is not advisable at once to hand the deck to
the spectator to be shuffled. It is better to square the pack and
execute a short overhand shuffle yourself, and then hand the
cards out to be shuffled.
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DOUBLE-LIFT FORCE

Place the card to be forced at the top of the pack.

1. Give the deck an overhand shuffle, retaining the force card
at the top; then take the pack in the left hand, face downwards,
as for dealing. Ask someone to name a number between five and
fifteen, emphasizing that he has a free choice and may change
his mind as often as he likes. As you make this statement, pre-
pare for a double lift by inserting the tip of your left little
finger under the two top cards.

2. Suppose you are given the number nine. Say, “Number
nine? Very well.” Grasp the two cards above the little finger
break at the ends between the right index finger and thumb and
carry them away as one card, counting “One.” Push a second
card off the pack with the left thumb and drop it wpon the two
held by the right hand, counting “Two.” Continue to deal the
cards until you have counted to a number one less than the
number given. In the illustration we have used you would count
to eight.

3. “The next card is the card at your number and you will
have to admit that, since you yourself named the number, I
could not know it in advance. I want you—" Break off abruptly,
as though struck by a thought. Replace the cards you hold in
your right hand on top of the deck, and extend it to the spec-
tator. “I don’t even want to touch your card,” you explain. “You
take the cards, turn your back, count down to the ninth card,
look at it, remember it, and then shuffle it back into the pack.
Surely nothing could be more fair than that.”

It would be much fairer, of course, if by your subterfuge you
had not placed the original top card in the ninth position from
the top.

CuUT FORCE

This method of forcing is bold.

1. Place the card to be forced at the bottom of the deck, and
retain it there while shuffling.

2. Square the pack, place it on the table, and request some-
one to cut it, placing the cut to the right.
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3. Next invite him to pick up the lower packet and place it
at right angles upon the cut (Fig. 109).

4. Pause for a moment, conversing or performing any action
which is a part of your trick, then have someone lift the upper
crosswise packet and look at the card at its face, as you say,
“Please note and remember the card at which you cut.” This
will be the original bottom card. So few people understand the
nature of the cut that your statement will not be questioned.

You should never repeat a force of this type for the same
audience. Knowing what you will do, the spectators will analyze
the action and may fathom the method.

TRICKS WITH THE FORCE

JUSTICE CARD TRICK

Card tricks that are performed while the magician is blind-
folded make a particularly profound impression upon laymen.
For this reason it is a good plan to include one such trick in a
routine of card tricks.

1. Ask someone in the gathering to assist you, and when you
have a volunteer place him on the left side of your table while
you stand behind it. Have him shuffle the deck, and when you
take it back glimpse the bottom card. Let us say it is the four
of spades. Force this card upon your assistant, preferably using
the classic force or the one-hand force, and have him show the
card to all present.

Invite him to replace the card in the deck, make a short shuffle,
then hand him the deck and ask him to shuffle it himself.
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2. As he does this, take a white linen handkerchief from your
pocket and fold it diagonally into a blindfold about two inches
wide. Ask another spectator to tie the blindfold over your eyes.
You will find, when you have been blindfolded in this manner,
that you can see down the side of your nose and by tilting your
head back a little—but not too much—and glancing downwards
you can see a certain area of the table top. You are supposed
to be sightless, however, and therefore now you close your eyes,
which will make your actions convincingly realistic.

3. Keeping your eyes tightly closed, take the deck and cut it
into two packets, one of which you keep in your hand. Open
your eyes and, glancing downwards and holding the cards within
your area of vision, deal them face upwards on the table. Count
the cards as you deal and when you see the force card—the four
of spades—remember the number at which it lies from the top
of the packet. Complete the deal without any hesitation, and
ask the spectator if he has seen his card.

If the card is not in this packet, take the other one and re-
peat the deal with it, noting the position of the force card—how
far it is from the top.

4. Hand the packet containing the force card to the assistant,
and close your eyes tightly throughout the remainder of the
trick; your consequent fumbling will be convincing. Request
the assistant to hand you the cards one by one, face downwards,
and to think intently of his card. Let us suppose that you know
that the force card is the eighteenth card in his packet. Take
the cards one by one, appearing to concentrate on each card and
leading the audience to believe that you will announce when
you have been given the proper card. Instead, you wait until
you are given the card before the one you know is his; in the
present illustration, you will take the seventeenth card and hesi-
tate before discarding it.

5. Abruptly you exclaim, “Just a moment! Hold that next
card face downwards.” Lift off the blindfold with your left
hand. “What was the card of which you have been thinking?”
Gesture toward him with your right hand.

“The four of spades.”

“Right! Show that card to everybody!”
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He does, and everyone sees that you have stopped him on
his card.

FOURS oP A KIND

The plot of this trick is similar to that of the feat described
as the sevens (see page 123). It has, however, a delayed climax
of the turn-the-tables type.

Prior to performance remove the fours of clubs, hearts, spades,
and diamonds. Arrange the deck so that one of these is at the
top and the second is directly below it; after the second there
1s an indifferent card with a third four-spot below it. Place the
remaining four-spot second from the bottom.

1. Shuffle the cards by means of the riffle shuffle, without dis-
turbing the two cards at the bottom or the four cards at the
top.

2. Force the four-spot at the top by means of the backslip
force, and have it placed on the table before the drawer, with-
out permitting its face to be seen.

3. Prepare for a double lift, saying, “There is a sympathy
among cards which has often been commented upon. I believe
that I can show you what I mean.” Turn the two top cards as
one, showing the indifferent card, which let us say is a nine,
and replace the two face downwards on the deck. Remove the
top card, a four-spot, and place it face downwards before you,
saying, “This card tells me the value of the card you drew. It
1s a nine.”

4. Hold the pack in the left hand face downwards as for the
glide, tip it up so that the face card, which we shall say is a
diamond, can be seen, and say, “This card indicates the suit.
A diamond. We know your card must be the nine of diamonds.”
Turn the pack face downwards as you say this, glide back the
bottom card, remove the card above it (a four-spot), and place
it face downwards before you on the table.

Remove the card that is now above the glided card at the
bottom and, using it as a pointer, indicate the two cards before
you. “Remember,” you say, “A nine here and a diamond here.

»

The nine of diamonds.” Replace the pointer card at the bottom,

thus effectually concealing the glided card.
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5. At this point the indifferent card is at the top of the pack,
with a four-spot directly under it. Make the pass, transposing
the upper half to the bottom, and hold a left-little-finger break
between the two packets. Spread the cards from hand to hand
and force the fourth four-spot upon yourself—a feat that should
give you very little trouble! It is only necessary to remove the
card below the one above which the little finger maintains con-
trol.

Place this card face downwards beside the other three, ex-
plaining, “The purpose of this card will be clear in a moment.
As you have seen, the cards say that the one you drew a moment
ago is the nine of diamonds. Please turn your card face upwards
and show everyone that this is the case.”

6. The spectator turns his card and shows it. Let us say it
is the four of the heart suit. Appear a little discomfited; then
exclaim, “My original trick hasn’t worked, so I shall do another
trick instead. Your card is the four of hearts. Very well. Cards,
change/” Tap each of the three cards before you, turn them
over, and show that each is a four-spot.

PULSE TRICK

You will be surprised at the number of pseudo-scientific ex-
planations which will be offered to explain this trick, in which
you name a selected card by reading a lady’s pulse, and she
in turn reads your pulse and names a card you have selected.

1. Force a card on a lady and, after she has noted its value,
have her place it to one side face downwards.

2. Say, “It is an interesting fact that the principle of the so-
called lie-detector has been used by magicians for over a century.
For instance, it is entirely possible for me to name the card you
have chosen by reading your pulse.”

3. Hold her wrist so that you can feel the pulse. Say, “The
lie detector measures physical reaction to stimuli, as we all
know. When a significant question is asked, no matter how well
the subject may discipline his emotions, his body reacts ab-
normally. To show you how magicians have used this principle
in the past, 1 shall call out ace, two, three, and so on, and, no
matter how well you dissemble, I shall know the value of your
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card when I name it. I will ascertain the suit in the same way.”

4. Count, “One, two, three, four,” and so on up to “king.”
Immediately say, “When I counted five, your pulse jumped.
Your card was a five.” Of course you name the value of the
forced card.

5. Repeat this with the four suits, naming the proper one,
and have the card turned to prove that you are correct.

Usually there will be some discussion of this phenomenon, and
after a moment you offer to prove that what you say is so.

1. Take the pack and shuffle it, withdraw a card, and note its
value. Place it face downwards to one side without letting any-
one see it.

2. Have the lady feel your pulse and instruct her to call the
values and suits as you did. Press the tip of your middle finger
firmly against the tip of your thumb, and when the value of
your card is named slide your thumb inward on your finger tip
for a fraction of an inch. The muscles of the wrist tighten and
this is felt by the lady taking your pulse. When, at the end, you
ask her to name the value of your card, she names the proper
one.

3. Repeat this with the suit, have it named, turn your card,
and show that she has named it correctly.

Since you have mentioned “jumping pulses,” the lady in many
cases 1s prepared to swear that your pulse jumped!
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TOP AND BOTTOM CHANGES

Top CHANGE

Here 1S no other sleight in all conjuring with cards which

will give you so much pleasure as this. More than any other

sleight, it lends itself to improvisation, the delightful ad-libbing
with a pack of cards which causes so much laughter and more
nearly approaches a battle of wits with your audiences than any
other conjuring maneuver. To exchange one card for another
boldly and under the very noses of those who watch, without
being detected, is a sweet triumph! It is also good entertainment;
indeed, Robert-Houdin, the father of modern magic, observed

almost a century ago, “I know of nothing more surprising than
the effect of a card neatly ‘changed’.” The words are as true as
though written yesterday.

Let us say that you are going to exchange secretly a card held
in the right hand for the one at the top of the pack, which is
held in the left hand, as for dealing, but with the index finger
resting at the outer end.
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1. Hold the card in the right hand, at its inner right corner,
between the outermost phalanges of the middle finger and the
thumb. Place the index finger lightly alongside the middle finger,
but do not hold the card with it. The other fingers are free (Fig.
110).

2. Move the right hand to the left hand and slide its card
under the left thumb flush onto the pack. The left index finger at
the outer end prevents the card from overlapping. Do not draw
it onto the pack with the left thumb.

3. Simultaneously with the preceding action, and as the right
hand approaches, push the top card of the pack over its side to
the right for about an inch, then lift the thumb a little so that
the right hand can slide its card under it. Do not push off the
top card before the right hand begins its swing to the left.

Although we have described the actions in steps Nos. 2 and 3
as separate processes, we have done this only for clarity. Actually
the left thumb pushes the top card to the right as the right hand
approaches and slides its card under the thumb and onto the
pack.

4. Grasp the inner right corner of the card pushed off the
pack between the right index finger and thumb (Fig. 111). Hold

the right hand motionless with the card, and move the left hand
and the pack away to the left. The right hand must not move
away to the right.

The hands should be held well away from the body, and the
action should be easy and natural and should be explained by
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a subsequent action. For instance, you show the card held by
the right hand and lower it so that it is about a foot away from
the left hand and the pack, but on the same level. Glance to
the left, at a table or a chair; look back at your audience, say-
ing, “I will put the card on the chair.”

Turn your body to the left toward the chair and as you do
this move the right hand toward the left a little faster than the
left hand moves. The two hands meet at the middle of the turn
and exchange the cards without the least hesitation. Move the
left hand with the pack backwards and away, perhaps grasping
the rail of the chair, as you face left and drop the card the
right hand now holds on the chair seat.

Again, you may hold the hands a foot apart and speak to
someone on your right, turning a little toward him. “I shall ask
this gentleman on my left to blow upon the card,” you say, at
the same time turning toward your left, executing the change
as the hands meet. Hold the right hand motionless, and move
the left hand with the pack outwards to the left, gesturing to
the person to whom you refer.

Still again, when you are doing close-up card magic, you
may show a card in your right hand, then lower it so that it
is horizontal. Say to someone, “Will you hold your hand palm
upwards?” and, when he raises his right hand, move the right
hand to it as though to place the card on his palm. Apparently
change your mind, saying, “We’d better use your other hand,”
and at this moment glance up to meet his gaze. Bring the right
hand to the left, exchange the cards, and move the left hand
away a little. A moment later, when you place the changed card
on the spectator’s palm, he is unaware that it is not the card
you showed a moment before.

The entire process of the top change is a smooth and natural
blending of actions, and we need not tell you that to look at
your hands would be fatal. You must look at the audience or at
the object on which you will place the card.

THE CHANGING CARD

Here is a feat so simple that you will not realize how much
laughter it can evoke until you use it. Because the best way to
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learn a sleight is to do it, we urge you to perform this fine trick
as often as you can.

1. Goto someone on your left and have him choosea card,
show itto  everyone (this is important if all are to enjoy the
trick), and replace it in the  pack. Control the card to thetop
by means of the Hindu shuffle.

2. Turn and walk to someone on your right. Spread the cards
in a wide fan, saying, “Sir, I shall ask you to point to a card,
and I promise you that whatever card you point to will be the
card chosen by the gentleman across the room. Kindly make a
careful choice.”

3. When a card has been indicated, do not let the spectator
draw it from the fan of cards, but remove it yourself, making
sure that its face cannot be seen.

4. Return to the center of the platform, holding the card in
your right hand well away from the body, its back to the audi-
ence. Turn to the first spectator, saying, “Ladies and gentlemen,
here is the card!”

Turn the card to show its face and glance from right to left,
bowing a little as if to acknowledge applause but at the same
time turning the card into a horizontal position on a level with
the pack in the left hand.

5. Next turn to the spectator on your left; as you do so, bring
the right hand to the left so that it overtakes the left hand,
and make the top change. Immediately the change is made, hold
the right hand motionless, with its card slanting downwards so
that its face cannot be seen. Move the left hand, with the pack,
on to the left in a gesture toward the first spectator. “This is
your card, sir?”

6. Someone (and usually several persons) will tell you that it
is not. Turn to the right again, moving the right hand and the
card away from the body with its back to the audience. Look
at the card, then glance back at the spectator on your left. Now,
for the first time, ask him the name of his card. He says, “The
seven of diamonds” or whatever his card was. “Well, this is
the seven of diamonds, isn’t it?” you say, turning the card face
outwards as you mention the name of the card.
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Hold the card in this manner for about five seconds, and do
not move until the laughter has subsided.

When you have performed this trick as we have described it
you will understand the psychology of the top change better.
You must not snatch the card in making the change—you do not
need to make it with great speed. We have tried to emphasize
that naturalness is the keynote of good conjuring, and this is
especially true of the top change.

At first it may seem to you that everyone must see the ex-
change of cards, but a century of experience on the part of card
conjurers is that, smoothly and easily performed, the exchange
goes wholly unnoticed.

ToprP-CHANGE BYPLAY

This is another quick card trick especially suitable for an
impromptu or close-up performance.

1. Have a card drawn and shown to all. When it has been
replaced in the deck, control it to the top by means of the Hindu
shuffle.

2. “Ah, I’ve made a mistake
over again. Take another card.” Force the same card on the
same spectator, using the classic force. When he and those around
him glance at it, they will laugh and may make some remark
that it is the same card. If this happens, you must act as though
it is a genuine surprise to you. You must never be smug and
pleased with yourself when you make a force.

3. Reach out and take the card in your right hand. Turn to
address someone on your left. “My mother told me there’d be
nights like this!” you say wryly. As you make the turn, top
change the forced card for the indifferent card at the top of the
pack. “Here, let’s get rid of that card!”

4. Toss the card face downwards on the first spectator’s lap,
if he is seated, or drop it on a convenient table or chair if you
are all standing. Immediately pass the forced card to the middle
of the pack and force it again on the same spectator.

5. When, for the third time, the spectator draws a card which
he now believes rests on his own lap, the resultant laughter will
be most gratifying to you.

"’

you apologize. “Let’s start
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6. Do not touch the card you discarded in step No. 4. Usually
some curious soul will reach for it and turn it over, and this
will cause more laughter.

BOTTOM CHANGE

In the bottom change the card held in the right hand is placed
at the bottom of the pack, the top card being taken in its place.
It is generally agreed that this change is not so smooth as the
preceding method, but there are certain tricks in which it must
be used if the trick is to be performed at all. You must not
gather from this fact that the bottom change is difficult or de-

tectable. Actually it is easier than the top change and, when
neatly performed, it is imperceptible. We simply point out that,
all things being equal, the top change is the preferable method.

The principle of the bottom change is the same as that of the
top change—that is, one card is changed for another under cover
of a larger movement of the hands and the withdrawal of the
left hand from the right after the change has been made.

1. Hold a card face downwards in your right hand, between
the thumb and index and middle fingers, and about a foot from
the left hand. Unlike the top change, in which the card is held
at the lower corner, here you grasp it at the middle of the right
side (Fig. 112).

2. Hold the pack face downwards in the left hand between
the thumb and index finger at the extreme outer end. Place the
pack well into the crotch of the thumb. Keep the other three
fingers free of the pack, so that by extending them an opening
will be made between them and the index finger; into this open-
ing the right hand card may slide and be gripped as in a forceps.
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Rest the thumb on the top card, in readiness to push it off the
pack to the right (Fig. 113).

3. Make a turn to the left and move the right hand toward
the left, simultaneously moving the index finger from below the
card onto its back, so that it is gripped between the two fingers
and the thumb is free.

4. The right hand overtakes the left at the middle of the
body and slides its card between the left index and the other
three fingers, which drop slightly to permit this. Close the right
thumb and index finger on the top card, which is pushed off the
pack to the right by the left thumb (Fig. 114). Move the left
hand away with the pack, the right hand following on more
slowly with the former top card.

The changed card is now gripped squarely under the pack
between the left index and the other three fingers. Close the
latter on the pack and move the index finger outwards, allowing
the card to be pressed up against the bottom of the pack by the
fingers.

5. Continue the swing to the left, moving the left hand away
from the right. At the end of this turn, the two hands are some
distance apart as at the beginning. Now turn the left hand so
that its back is to the audience and the bottom card cannot be
seen.

6. Drop the card held by the right hand on a table or chair,
or extend it to someone to blow upon if the trick calls for this
handling, or use the hand in a gesture to emphasize what you
are saying, being careful that the face of the card cannot be
seen until you are ready to reveal the change.

The entire action should be an exact simulation of a natural
turn to the left for any of the purposes mentioned in the preced-
ing paragraph. A speedy movement of the hands is to be avoided,
since it will warn the audience that something has been done,
although they may not know what.

The bottom change is excellent for use with a single card in
each hand or with a packet in each hand.

ToP AND BOTTOM CHANGES

It should be noted that, in giving instructions for the changes,
we have told you that the change should be made while turning



TOP AND BOTTOM CHANGES 223

to the left. You should practice the changes in this manner until
you have the knack. When you can perform them smoothly and
elusively, you should learn to make changes while moving the
pack to the right. When performed in this manner, the left hand
moves to the right to indicate an object or person, and as it
passes the right hand the exchange is made, with the right hand
remaining absolutely motionless.

The exchange must be made without an instant’s pause, and
it is covered by a turning of the body to the right as the left
hand makes its gesture and the exchange.

In the case of both the top and bottom changes, it is advisable
to practice them by going through the same action you will use
in the trick you plan to perform.

The following points are important:

(a) You must not snatch the card from the left hand.

(b) You must not pause noticeably at the moment when the
hands meet and the cards are exchanged.

(c) When the exchange has been completed, the hands should
be about the same distance apart as at the beginning.

(d) After the exchange, hold the right hand card tilted down-
wards so that its face cannot be seen.

(e) Divest the sleight of importance in your own mind. Re-
member that the larger movement of the turn conceals the
smaller movement of the hands and that to the audience the
hands never meet.

One final word of caution. Do not watch yourself in a mirror
as you practice. You cannot perform the action naturally if you
divide your attention between what you do and how it looks.
Moreover, mirror watching has a tendency to cause the eyes to
widen; this is not attractive and can become a fixed habit.



XVIII

ARRANGEMENTS

IN THE present chapter we shall give you a number of tricks
requiring an arrangement of the cards which will bring about
a result you desire. These arrangements must be made without
the knowledge of the audience, and this may be accomplished
in one of these ways:

I. You may prepare the arrangement before you perform,
place the cards in their case, and offer the trick as your first
feat.

2. You may place the arrangement in your pocket before
performance. The absence of six or seven cards, or even a dozen,
will rarely be noticed. When you need the arrangement, palm
the cards and secretly add them to the pack.

3. You may arrange the cards openly between tricks. You
will already have seen how this is done in the feat described as
the obliging aces (see page 125). The general rule is that when
you are making an arrangement openly you must do it boldly.
The moment your manner becomes furtive you will create sus-
picion.

Between impromptu tricks there are always a few moments of
laughter and comment, and you can make your arrangement at
this time if you do it as you talk, dividing your attention be-
tween the cards and those about you. You must remember that,
although you know you are making an arrangement and may
at first be self-conscious, those about you do not know what
you are doing. You can let them think you are searching for the
joker as you shift cards about, or you need offer no explanation
at all.

Some of our most adept card experts make arrangements with
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the utmost sang-froid. Their manner is so disarming that, though
they are seen arranging the cards, their audiences never connect
this with the trick that follows.

4. You may arrange the cards during the course of the trick
which precedes the one requiring the arrangement. Let us say
that you are performing a key location trick and have found
the correct card and are prepared to reveal it. Instead of doing
so immediately, you pretend perplexity and run through the
cards, occasionally removing one and returning it, then moving
a few cards here and there, as if in search of the card.

Actually you are arranging the cards in readiness for wuse.
Most short arrangements can be made in a matter of seconds.
With the cards properly arranged, you bring the trick in hand
to its proper conclusion and are ready to perform the feat re-
quiring the arrangement.

After the arrangement has been made and before the trick is
introduced, always shuffle the cards thoroughly by the overhand
method, controlling the arrangement in the manner that has
been fully described.

TRICKS WITH ARRANGEMENTS

THE SELECTIVE TOUCH

“Jimmy Valentine” made popular the notion that one’s finger
tips could be made so sensitive that they would acquire abnor-
mal qualities, and this idea was seized upon to dress the presen-
tation of a number of conjuring tricks.

In this trick a shuffled pack is placed in your pocket, and the
suit and value of a chosen card are matched by removing cards
from the pack, presumably because of the sensitivity of the
finger tips.

Preparation. Secretly place the ace of clubs, two of hearts,
four of spades, and eight of diamonds with the backs outermost
in your upper right vest pocket. The eight of diamonds is near-
est your body.

Procedure. The steps are as follows:

1. Have someone shuffle the deck, remove any card, note it,
and place it face upwards on the table.
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2. Open your coat and have him place the remainder of the
pack in your inner coat pocket. See that he places it back outer-
most.

3. Discourse on the sensitivity of your finger tips. “We all
know that it is possible to read raised figures with the finger
tips, but it is not so generally known that it is possible to read
printing in the same manner,” you say. “I frankly admit that I
am unable to read fine print, such as that found in a magazine
or newspaper; but I can read the large indexes of the cards, both
the numerals and the pips.”

4. “I’'ll try it with your card.” Turn toward your left, open
your coat a little with your right hand, and slide your left hand
into the inner coat pocket, moving the fingers so that the move-
ment shows through the cloth. Remove your hand from the
pocket and remove one of the cards from your vest pocket, the
suit of which matches that of the spectator’s card. Knowing the
sequence of the cards makes this an easy matter. Bring it out as
if from your inner coat pocket, saying, “Here is a card of the
same suit!”

5. Again reach under the coat. “Now to see if I can match
the value of your card.” Remove your hand and rub it briskly
on your right coat sleeve, then plunge it under the coat again.
Fumble about in the inner coat pocket, finally removing the
card or cards necessary to match the value of the card—for
example, for an ace bring forth the ace; for a three, the ace and
two; for a four, the ace and three, and so on. Any number can
be matched with the four cards—the jack, queen, and king being
considered as eleven, twelve, and thirteen.

If the suit card you have already removed is needed to match
the value, remove the other card or cards and place these upon
the suit card, arriving at the proper value in this manner. For
example, let us say that the spectator has the seven of spades.
Bring forth the four of spades and show it, a spade, as the suit
card. Now remove the ace and two, placing them beside the four,
pointing out that the three values total seven.

A little experiment will show you that any card can be
matched by using the four cards. The trick is simple but when
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given a good presentation it is, like other simple things, very
entertaining.

A FUTURE IN CARDS

This feat is made possible by a simple arrangement. A person
thinks of a card and you instantly produce it, thus proving by-
conjurers’ logic that you have read his mind.

1. Take a shuffled pack and spread the top cards as if to have
one chosen. Secretly count the cards and, when you have spread
fifteen, cut these off the pack, saying that instead of having
one selected you will do a much more difficult trick.

2. Place the remainder of the pack to one side and remove
any club, any heart, any spade, and any two diamonds from the
fifteen—keeping them in this order, which can be remembered
easily if you think of the consonants in the word CHaSeD. Hold
the five cards in your right hand, retaining the other ten cards
in your left hand.

3. “I promised you the trick would be a difficult one,” you
say. “I do not want you to touch a card or remove it from the
pack. Instead, please think—just think—of one of these cards.”
Spread the five cards and remember the name of the second
diamond, which will be the fifth card in the fan. Let us say it
is the ace.

4. Drop the five cards on the pack, and place the ten in your
left hand on top of all. “I shall prove to you that I can read
your mind.” Shuffle the cards without disturbing the position
of the first fifteen cards, then take five cards from the top and
push them into the center. Remove five from the bottom and
push these also into the center. Finally remove five more cards
from the top and thrust these into the center of the pack. As a
result, the five cards from which the choice was made are now
at the top of the pack.

5. Place the pack in your right coat pocket. “Kindly name
your card, and I will offer my proof,” you say, thrusting your
hand into your pocket. When the card is named, instantly se-
cure the proper card and withdraw it from your pocket, saying,
“I was sure that was your card. Here it is!”

In finding the proper card you are guided by the CHaSeD
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formula. If a card named is a club, you withdraw the top card;
if a heart, the second card; if a spade, the third; if a diamond,
the fourth. But if the diamond named is the one the name of
which you memorized (in this illustration, the ace) you remove
the fifth card.

JACKS WILD

Professing to demonstrate a gambler’s sleight, you repeatedly
deal three jacks to a spectator. Offering to deal him the four
jacks, you deal him the four aces instead.

Secretly take the four aces and alternate them with four in-
different cards, placing the aces first, third, fifth, and seventh.
Place this set-up on four indifferent cards, and place all face
upwards at the bottom of the pack.

Now arrange the jacks so that they are in the following order
from the top of the deck down: jack of spades, jack of diamonds,
jack of clubs, any card, jack of hearts, and so on.

1. Bring the conversation around to gamblers’ sleights, ex-
plaining that although you are not an authority on matters of
this kind nevertheless you have been shown the sleight known
as the second deal and that you will demonstrate it.

2. Take the pack, saying, “See if you can catch me when 1
deal the second card.” Deal the top card to a spectator, the next
to yourself, the third to the spectator, the fourth to yourself,
the fifth to the spectator. Slide your next card, the sixth, under
the two before you, pick up all three, and replace them on the
deck.

“Did you see the second deal?” you inquire. “I gave you three
jacks.” Turn his cards face up on the table, showing two black
jacks on top of a red jack. Slide the top black jack under the
other two, pick up all three, and place them face downwards on
the pack.

3. “I’ll do it again.” Repeat the deal, and he will again have
two black jacks and a red jack. Since the red jack is below the
two blacks each time, it is not noticed that it is the other red
jack. Again slide the top black jack under the other two, and
replace them face down on the pack.

4. “Listen and you’ll hear the second card as it slides from
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under the top card,” you suggest. “It makes a hissing sound.”
Repeat the deal once more. Show that the spectator has the
three jacks, pick them up, and drop them face downwards on the
pack.

5. “They tell me it takes twenty years to develop a good
second deal,” you comment. Drop both hands to your sides and
grasp your chair, hitching it forward as if to make yourself
more comfortable. Under cover of this natural action, turn the
pack over with your left thumb. Bring it up into view, the re-
versed cards uppermost.

6. “T'll deal a regular poker hand this time,” you continue,
“and T'll try to give you all four jacks.” Deal the cards in the
ordinary manner. When he turns his cards, he finds the four
aces!

“Some day,” you say, “I'm going to find out how the gamblers
do that!”

While everyone’s attention is centered on the four aces, drop
your hands under the table top and turn over the two remaining
reversed cards so that the pack is in its regular condition.

THINK STOP

An arrangement of the cards of one suit is used in this in-
triguing effect.

Beforehand arrange the thirteen cards of the club suit in
numerical order by placing the ace on the table, face down-
wards, and on it placing the two, then the three, and so on up
to the king. The king will therefore be the top card of the packet,
and the ace will be the face card. Place this packet on the
bottom of the deck.

1. False shuffle the deck, using the overhand false shuffle, keep-
ing the arranged cards on the bottom. Spreading the upper three-
fourths of the deck, invite a spectator to select a card.

2. Square the deck and place it on the table. Have the spec-
tator show his card to the onlookers, and announce that you will
have the card replaced in such a way that all must be convinced
that it is lost in the deck.

3. Invite the spectator to place his card on top of the pack
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and then cut and square the deck himself. This done, have him
cut a second time and complete the cut.

4. Take the deck and place it on your left palm, extend your
left fingers, and invite the spectator to cut again and place the
cut on your fingers. Complete the cut yourself, lift the deck,
and replace it on the left palm. By holding your hand rather
high you can secretly glimpse the bottom card as you replace
it on the palm of your left hand. If the bottom card is a club,
square the deck and place it on the spectator’s left hand. If
the bottom card is not a club, simply repeat the cutting until a
club appears on the bottom.

5. Stress the fact that the repeated cuts make it impossible for
anyone to have any conception of the position in which the
chosen card lies in the deck. Let us suppose that after several
cuts you glimpse the seven of clubs at the bottom of the deck.
Square the deck and place it on the spectator’s outstretched left
hand. Announce that by long practice you are able to estimate
exactly how many cards have been cut each time and that
therefore you are able to tell exactly where the chosen card lies
from the top of the pack. “It is now,” you assert confidently,
“exactly twenty-one cards from the top.”

6. “However,” you continue, “there’s no magic about that.
Simply a matter of keen observation. Anyone can do it with
practice. I propose to do something really magical. I will count
backwards from twenty-one, mentally, and you, sir, will call
‘Stop’ at any time you please. The chosen card will rise in the
deck as I count, and you will then find the card at the number
I have arrived at. I am counting now, so say ‘Stop’ whenever
you please.” When the spectator calls, assert that you had
reached the number seven, always naming the value of the club
at the bottom of the pack as your number. The jack, queen, and
king are valued at eleven, twelve, and thirteen, respectively.

7. Have the spectator deal six cards onto your hand, and
then name his card. The seventh card is turned face up, and it
is the chosen card!

Note that if you count the cards dealt onto your hand, revers-
ing their order under pretense of verifying the number dealt,
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they will be back in their original sequence. By placing them on
the bottom of the deck you can repeat the trick or use the set-
up for the following feat:

DEAL AWAY

There is nothing more surprising to the layman than to be
allowed to find his own selected card under conditions over
which he seems to have complete control. That is what seems to
happen in this self-working feat.

1. Having shown the trick we have just described, and having
replaced the dealt packet at the bottom after reversing its
order—so that the arrangement of clubs at the bottom runs
from ace to king, the ace being the face card—say, “Perhaps
you are unwilling to believe that there is such a thing as mental
control. I can assure you that there is and that one person can
dominate the thoughts of another. For instance, I am now think-
ing of one of the cards, and I am projecting my thought to you.
I want you to make your mind a complete blank and then name
the first card that comes to mind. That card will be the card
I am projecting to you. Are you ready? All right—quickly!
Name a card!”

“The seven of hearts.”

“Right!” you exclaim. No matter what card he names, you
tell him he has named the correct card. “Why, it’s marvelous!”
Look quizzically at him, and everyone will be amused at your
swindle.

2. After a moment, say, “Ah, you don’t believe I projected
my card to you. Very well, I'll offer you proof that there is
such a thing as mental control. Here, please take a card.” Spread
the pack and have one removed from the upper three-fourths.
Square the pack and place it on the table; have the card shown
to all and then placed on the top of the pack, after which you
invite the spectator to make one complete cut, thus burying
his card at the middle, with the arrangement of clubs directly
above it.

3. Pick up the pack and make an overhand false shuffle, which
will not disturb the order of the cards. “I give you my word of
honor that I do not know the position of your card in the pack
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at this moment,” you say. This is true. “But I do not need to,
because I am not going to find your card. You're going to find
it yourself.” Hand him the pack. “Please deal cards face down-
wards on the table, ten or twelve or fifteen, as many as you
like. When you feel an impulse to stop the deal, stop.”

4. The spectator deals a number of cards and stops the deal.
“Kindly turn over the last card you dealt,” you say. Let us
assume that it is a four of diamonds. “You stopped on a four-
spot. Very well, deal four cards.” He deals four cards, and you
have him turn the last card face upwards as before. It is, say,
the eight of clubs. You then know that, if he deals eight cards
and turns the last card dealt, it will be his chosen card. In
other words, soon or late he will turn a card of the club suit
face upwards, and whatever its value, if he deals down that many
cards more, the last card dealt will be his card.

5. You therefore announce, “You are being guided as inevi-
tably as if by destiny itself. You have turned an eight-spot.
Deal eight cards.” He does so. “Now name your card.” He does
so. “Look at the last card you dealt.” He turns it face upwards
and it is his chosen card!

Pick up all the cards and idly give them a riffle shuftle, thus
removing any possible clues to the feat. As in the preceding
trick, jacks, queens, and kings are valued at eleven, twelve, and
thirteen respectively.

THE EDUCATED CARDS

In this excellent trick a spectator finds his own card and has
not the faintest idea as to how he found it.

First you must secretly place an arrangement at the top of
the pack. Run through the pack and place any nine, seven, five,
three, and ace at the bottom in sequence, the ace being the face
card. Turn the deck face downwards and grasp it at its ends
between the left thumb and fingers, the hand being arched over
the pack.

With the right thumb at the top and the fingers at the bottom
of the pack, draw off the top and bottom cards and drop them on
the table. Repeat this six times. You will have a pile of twelve
cards which run, from the top down, x, X, X, 9, X, 7, X, 5, X, 3, X, A.
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Push this packet to one side without disturbing the sequence
of the cards, and draw off six more sets of two cards in the
same way as before. Glance up, saying, “Ever see this before?
It’s the faro shuffle, the only shuffle the faro dealers use.” Drop
the pack upon this pile you have just dealt, then carelessly scoop
up the first pile and place it on the deck. Thus you have placed
your arrangement of twelve cards at the top.

1. Shuffle the deck, retaining the first fifteen cards at the top,
then place the pack in your left hand and spread it as if to have
a card removed, secretly counting the first twelve cards. Square
the deck as if you had changed your mind, and secure a little-
finger break under the twelfth card in preparation for the twelve-
down riffle control.

Riffle the cards upwards with the right hand, saying, "Take
any card you like. T'll riffle slowly so that you have a free choice.
Please show your card to everyone.” Split the pack at the
twelfth card, have the drawn card replaced, and drop the twelve
cards upon it, thus placing the chosen card thirteenth from the
top. This is the twelve-down riffle control (see page 196).

2. Undercut the lower half, injog the first card, and shuffle
off. Undercut at the injog, forming a break, and shuffle off to
the break. Throw the cards under the break on top, thus re-
turning the arrangement and chosen card to the top. As you do
this, say, “Let me show you how simple it is to find your card,
even after a genuine shuffle. In fact, to show you how simple
it 1s, I'll let you find the card yourself.”

3. Take the pack face downwards in your left hand and begin
to deal cards slowly face upwards on the table. “Tell me when
to stop the deal.” The first three cards you deal are indifferent
and every other card thereafter is one of your arrangement.
When the command to stop the deal comes, glance at the card
face upwards on the table. If it is one of the cards of your ar-
rangement—a nine, seven, five, three, or ace—point to it, saying,
“You stopped me on a five—" (or whatever it is) “—so TI'll deal
five cards.” Deal the five cards, pushing the last card dealt to
one side. “This is the card at your number,” you point out.
“What was the name of your card?” He tells you and when you
turn the card you placed to one side, it is the spectator’s card.
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If, however, he stops the deal on an indifferent card, you re-
move the mext card from the top of the pack, saying, “You
stopped the deal on this card” Whatever its value, deal that
many more cards and the last one will be the chosen card.

The trick has an effect out of all proportion to the simple
means involved.

REDS AND BLACKS

This is a trick the secret of which is well known to everyone.
That it is a good trick is attested to by the fact that it is used
by many cardmen of the first rank, who present it with such
polish that it deceives even those who know the method.

Before presenting the trick, place all the red cards at the top
of the pack, the black cards at the bottom. Turn the first of
the black cards face upwards in the deck.

1. False shuffle the cards, using the overhand false shuffle.
Spread the cards and notice that one card is ‘“accidentally” re-
versed. Run all the cards above the reversed card into the right
hand, turn the reversed card face downwards, and reassemble
the pack, inserting the tip of your little finger between the two
packets as you do so.

2. Riffle the outer end of the pack with the right hand; ap-
parently cut the pack haphazard but actually cut at the little-
finger break. Place all the red cards at your right, the black
cards at your left.

3. Turn your back and instruct someone to cut either packet,
remove one card, and replace the cut. Have him look at and
remember the card, then thrust it in the center of the other
packet, finally shuffling this packet.

4. Next have him cut the first packet, place the shuffled
packet on the lower portion of the cut, and replace the wupper
portion on all.

5. Turn around, take the deck, and hold it with its face
toward yourself so that no one else can see the cards. Pretend
to search for the chosen card, but actually cut the pack to bring
all the reds and blacks together for a repetition of the trick if
this seems desirable.

6. Finally remove the spectator’s card. It will be the only
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black card among the reds, or vice versa. Have the card named
and show that you hold it in your hand.

Repeat the trick if this seems warranted. If not, shuffle the
deck, thus destroying all clues to the ways and means.



XIX

ROUTINES

ROUTINING CARD TRICKS
HEN the neophyte has mastered several tricks, he is faced
with the necessity of routining them, that is to say, ar-

-\; V ranging them in the best possible order so that the fullest effect

can be drawn from each feat and so that they will follow one
another smoothly without any hesitation or delay. This pro-
gramming of tricks is most important. If one relies solely on
knowing a number of separate tricks, all too often one’s mind
goes blank after a trick or two before an audience. This is true
even with advanced cardmen. A floundering attempt is then
made to recall some simple feat, and instead of arriving at a
triumphant climax one has to close ignominiously.

To avoid such disaster, the only plan is to arrange one’s
tricks in a certain sequence, so that, having started with one trick,
the rest follow automatically with no effort of memory whatever.
This routining will be found to be an interesting study. Roughly
the plan should be to start with a good trick, one that arouses
interest at the very beginning, continue with tricks the effects
of which are on an ascending scale of interest, and finish with the
strongest effect of the series.

In using the word “mastered” in the first sentence of this
chapter, we mean that the student has his tricks literally at his
finger tips and that he can do them at a moment’s notice, any-
where and with any pack that may be handed to him. This is
the only way in which to get complete satisfaction from perform-
ing and to give complete satisfaction to your audiences. Make
up your mind at once that it is better to know a few tricks
thoroughly than it is to half know several dozens.

Let us suppose that the conditions are that you are called



ROUTINES 237

upon to entertain a small group and that a pack of cards has
been handed to you. Begin with:

Topsy-Turvy Cards

Introduce the trick with some remark about testing the cards
to see if they have been well trained. Finding that the cards are
satisfactory, continue with:

Now You See It

This is a “mistake” trick, in which it appears that you cannot
complete your trick successfully and yet at the last moment you
turn the tables and finish triumphantly. It is a good trick, be-
cause it gives you a psychological advantage over your audience.
At first those present think you are a hopeless dub with cards,
and they feel a little sorry for you. When you seem to be in the
deepest trouble and they feel most sympathetic, you startle them
by showing that you have had command of the situation from
the start. The climax is amazing and causes laughter and be-
wilderment. The trick can be performed in about two minutes,
and this is important, for the first tricks should be quick and
good.

The trick i1s a good one for another reason. While performing
it, you prepare for the next in your routine, in this manner:
While searching for the spectator’s card in step No. 9, move
the cards around and, in doing this, place any nine-spot at the
ninth position from the top, with the four aces immediately
following it. In this manner, while doing one trick, you prepare
for the next, which is:

The Obliging Aces

This is a trick which seems to call for great skill. In perform-
ing it, you convince those present that you have genuine ability.
When finished, thrust the four aces into the pack and hand it
for shuffling. Next, you perform:

Do as I Do

Your audience is now watching attentively for sleight-of-hand,
hence you make a change of pace and instead perform a self-
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working feat which requires no skill but has a tremendous effect.
You follow this with:

Card in the Pocket

Here you change the type of trick, performing a pseudo-mind-
reading feat, which you follow with:

Three Cards Across

This concludes the routine with a fine trick which to the audi-
ence is the most surprising feat of all those you have performed.

A routine of card tricks which may serve one person admirably
may not be nearly so effective in the hands of another, for the
personality of a performer has much to do with the entertainment
value which is got from the routine.

As you perform the tricks given you in this book, you will find
that you enjoy performing some of them more than others, and
usually you will get a stronger audience reaction from these
tricks. You should remember the ones from which you get the
most effect and use these in building your routines. You should
also try to remember any amusing byplay or incidents which
happen, so that you can keep these in your presentation. You will
find that the more you perform a trick the better your presen-
tation will be, for a good presentation grows, like Topsy, as you
incorporate these extemporaneous bits of business in your routine.

The building of a routine is one of the most fascinating aspects
of doing magic with cards. The clever performer always considers
his tricks from the viewpoint of the audience and strives to make
them more and more entertaining. Your talk, or patier, is an
integral part of the routine and should be given as much thought
as the mechanics of the trick. In some of the tricks in this book
we have sketchily indicated a suitable patter, but if possible you
should contrive your own talk, which will then be in keeping with
your personality. You will find that as you perform your tricks
you will make amusing or showmanly remarks extemporaneously,
and you should remember these, if you can, as carefully as you
remember the bits of byplay we have mentioned.

In constructing your patter, which will follow the plot line of
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your trick, be careful not to be verbose. The student often feels
that he must talk interminably, and this becomes boresome. You
will know quickly enough if what you are saying is effective.
If it is not, rewrite your patter. If you are talking too much and
your audience looks unhappy, cut your patter mercilessly. If you
have attempted to be humorous and no one laughs, throw out the
pseudo-humorous lines and find others that are really amusing
or witty. It is only by self-criticism that you will perfect and
smooth your talk.

The plot line of a trick is usually indicated by the trick itself.
In devising your presentation, you should apply the laws of
interest. If you say, “Let me show you a card trick,” you have
not necessarily succeeded in arousing interest. But if you say,
“You have, no doubt, heard of the lie detector, the complicated
machine which science has devised to determine if a person is
lying or telling the truth. Well, this pack of cards is my lie
detector, and I'd like to show you how it operates.” If you make
some such introductory statement, you have piqued the curiosity
of everyone present. Even so simple a statement as “This is a
trick which Herrmann the Great performed for over thirty
years” will arouse interest, for everyone has heard of Herrmann,
and the spectator’s reaction is, “If this trick was so good that
Herrmann used it for thirty years, it must be worth watching.”
Your patter thereafter will follow the plot line which you have
suggested in your opening statement.

It may be wise to tell you at this time that you cannot gauge
the effect of a trick accurately when you perform for your family
or intimate friends. They know you too well. They will either tell
you that you are wonderful or that you are not very good, and
neither may be the exact truth. To determine the value of a trick
and its presentation, perform it for strangers.

One final word concerning routining: Construct your routines
so that they can be performed in from ten to fifteen minutes.
You will build a number of them, using different types of tricks—-
those performed at the table, those for use when standing and
surrounded by people, and so on—and by limiting them to fifteen
minutes at the most you will be sure that you do not monopolize
a gathering. If when you have finished a routine your audience
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clamors for more, you have only to perform one of the other
routines.

A TABLE ROUTINE

This routine is designed for use on occasions when an intimate
group is being entertained at the table.

Beforehand have the four aces on the top of the pack, the pack
in its case, and the case in your pocket. For your first trick
perform:

The Poker Player’s Picnic

Take out the pack and shuffle it thoroughly by the overhand
method, retaining the aces on the top, and finally cut the cards
by means of the palm cut. Place the pack before a spectator and
proceed with the trick.

At the end of this feat you have four piles of cards with an
ace face upwards on top of each. Turn the aces face downwards.
For the next trick you require the aces to be on the top of the
pack. Place them there secretly as follows:

1. Pick up packet A and place it in your left hand in the
position for an overhand shuffle. Pick up packet B and with it
begin an overhand shuffle by running one card (the ace) onto
packet A. Jog the next card and shuffle off freely. Undercut to
the jogged card and throw on top. You have two aces together on
top of the cards you hold.

2. Pick up packet C. Repeat the same shuffle to bring the three
aces together, but this time finish the shuffle by using the break,
shuffle off and throw, bringing the three aces to the top of the
cards you hold.

3. Take the last packet, D, and control its ace in the same way.
Finally execute the lift shuffle with the whole deck, then cut the
pack, using the palm cut.

Having thus assembled the four aces secretly at the top of the
deck, proceed to the next trick:

A Poker Puzzle

At its finish, gather up the cards of the hand just exposed and
also the fifth hand which was dealt to yourself. Three poker
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hands of five cards each remain on the table. Use these to intro-
duce the following trick:

The Good Luck Card

The student should have no difficulty in presenting these three
tricks effectively. The collection of the four aces from the top of
the four packets should be done in a casual manner, without
looking at the cards while shuffling them and telling about the
trick you are about to do.

A RoLLICKING ROUTINE

This is a fast-moving routine in which the cards jump about,
change, and generally perform in a rollicking manner.
Hand the pack to someone and have him shuffle it.

Rapid Transit

“Let’s see how the cards are behaving tonight,” you say as you
take the pack. “T'll place the top card, the ace of hearts, on the
table. The next card is—let’s see, it’s the ten of clubs. I'll place
the ten of clubs over here. Watch it closely. I'll replace the ace of
hearts on the pack while you watch that ten of clubs. Now we’ll
see 1f the pack is in a good mood tonight, for if it is I shall have
the ten of clubs at the top of the pack and you will have the ace
of hearts on the table. Yes, the pack is full of tricks tonight. I
feel emboldened to try a most difficult feat—"

The Piano Trick

Perform this trick as given in the chapter on the palm. At its
conclusion, continue with:

Leapfrog

“The cards are certainly in high spirits tonight. Let’s see what
else they have to offer. Here, will you take a card, and you too,
sir?” Have two spectators each remove a card and, when they
have been replaced, control them to the top by means of the
overhand lift shuffle. Casually run the top card to the bottom
as if about to shuffle again overhand, change your mind and
make a riffle shuffle, retaining the bottom card (the second se-
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lected card) and the top card (the first selected card) in position.
Key undercut one-third of the deck and work this trick.
“My cards are athletic, aren’t they?”

A Vested Interest

Gather the scattered cards and place them under the packet
in your left hand, thus retaining the first selected card on the
top of the pack. Shuffle, retaining the first card in position, and
for the finale work this trick.

The opening trick is an intriguing one, and the two discoveries
smartly worked are most effective.

CARD-DISCOVERY ROUTINE

Hand the deck for shuffling and, when it has been returned to
you, ribbon spread the cards on the table, turn them over, and
gather them with a sweep. “So far, so good!” you comment.
Spring the cards from hand to hand. “Better and better!” Per-
form the Charlier cut. “A perfect pack. I think it will give sur-
prising results.”

A Tipsy Trick

Present this amusing feat as described in the chapter on re-
verses.

The Double Speller

“l doubt if anything like that could happen tonight in the
present company,” you continue. “Still, one never knows how the
cards will act.” Spread the cards with a flourish, saying, “Will
you take a card, sir? And you? And you too, sir? The more the
merrier.” After the cards have been shown to everyone, begin a
lift shuffle and, having shuffled about one-third of the pack, throw
the lifted packet onto the cards in your left hand and have the
third spectator’s card placed on top. Continue the shuffle by
jogging the first card and shuffling off.

Form a break at the jog and repeat exactly the same procedure
with the second person’s card, and finally do the same with the
third person’s card. You have all three cards on the top of the
pack in the order of their selection.
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Shuffle once more, placing one card above the three chosen
cards on the top of the pack.

Perform this trick as described in the chapter on the pass.
When the first spectator finds his card reversed in the pack, the
other two chosen cards will be second and third under the re-
versed card at the top of the packet remaining in his hands.
Take this packet from him, drop it on the dealt cards and square
the deck. Bury the reversed card and the one under it in the
center.

Pinkie Does It

Shuffle again, using the lift shuffle, then execute a riffle shuffle
and finally the palm cut, retaining the two cards in position at
the top. Perform the rising card trick exactly as explained in
the chapter on tricks with the overhand shuffle, and at the con-
clusion allow the second spectator to withdraw his card himself.

A Smash Finish

You are now left with the third spectator’s card at the top of
the pack. Overhand shuffle, taking it to the bottom and back to
the top. Palm the card in your right hand and hand the deck to
be shuffled by someone on your left, and thereby sighting the
card.

When the spectator has shuffled to his satisfaction, instruct
him to hold the deck in his left hand by one end. No matter how
he holds it, remove the pack with your right hand and place it
in your left, secretly adding the palmed card.

Take hold of his left hand and turn it palm upwards, then
place the pack face upwards on it, so that he can grip the cards
between his thumb near the inner end of the deck, on the face,
and his fingers on the back of the deck extending about half its
length. Instruct him to take a firm hold of the cards.

Turn to the person who selected the third card. Ask him to hold
out his right hand, and say, "In taking your card the tips of
your fingers came in contact momentarily with its index at one
end or the other. A minute impression of that index was thus
left on your fingers. No, it is not visible and can only be detected



244 THE ROYAL ROAD TO CARD MAGIC

by a highly sensitive sense of touch. This is much more difficult
than reading the face of a card, but I shall try. Allow me.”

Feel the tips of his fingers with your left hand, since “that is
the more sensitive, being nearer the heart.” Announce the color,
then the value, and finally the suit of his card, which you pre-
viously glimpsed.

Turn to the spectator who is holding the pack. “Now, sir,
please hold the pack tightly.” See that he has not changed the
grip, his thumb near the inner end and his fingers protruding
under the pack, and suddenly strike the pack with a sharp down-
ward blow. All the cards except the lowermost will be knocked
out of his hand and scattered on the floor. Have him hold up this
card and show it to everyone. It is the card just named, the card
that was selected by the third spectator.

We have mentioned elsewhere that it is always advisable to
have several persons note a selected card in order to guard
against the possibility that the drawer may forget its name, mis-
read it, or misname it in an attempt to disconcert you. There is
the possibility, too, that you may have erred in some manner
and lost control of one of the cards.

In such a case you must never concede defeat. Let us say that
you have lost control of a chosen card and now must extricate
yourself from your predicament. Do it in this manner:

1. Hold the pack in your left hand as for the color change.
Turn to the spectator, saying, “Kindly name your card.” Place
your hand over the pack and simulate the action of the color
change. When the card is named, say, “I’ll do something very
surprising for you!”

2. Pass by this spectator’s card and go on to the next drawn
card. While discovering it, fan through the pack, find the lost
card, place it at the top of the pack, and then go back and make
your discovery of the card.

RAZZLE-DAZZLE ROUTINE

This short routine contains many surprises and can be per-
formed under almost any conditions; for this reason it is excel-
lent for impromptu use. As with all routines, you should practice
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it until you can go through it without watching your hands or
having to stop to remember what to do next. The action should
be automatic, smooth, and graceful.

The Sevens

Since this is the opening trick of the routine, arrange the four
sevens as required for the trick before your performance. When
you have finished the feat, hand the pack to someone for shuf-
fling.

Righting a Wrong

After performing this trick, again have someone shuffle the
cards. Take the pack, glance at it, and say, “Did you know that
shuffling the cards generates electricity? Look what you've done.”
Place the deck face downwards in your left hand and do the
pop-up card trick. Quickly place the card on the top of the pack
and hold it down with your forefinger. “You shocked that card.
It’s still trying to get away from me.” Remove your right hand
and hold it in position for the self-cutting pack. “Why, the whole
pack’s in a ferment,” you exclaim, shooting the lower half into
your right hand. “I don’t think I'll be able to control the cards.
However, I'll try. I'll use the two red aces.”

The Acrobatic Aces

Spread the cards face upwards and remove the red aces, and
with them perform this trick, concluding by saying, “As you can
see, the cards have a whim of iron.”

Top-Change Byplay

Shuffle the cards, using the waterfall shuffle, and when the
cards are squared, cut the pack using the method described as a
pretty cut. Place the deck face upwards in your left hand, and
change the face card by means of the color change, muttering,
“The cards are absolutely uncontrollable tonight. No one knows
what will happen next.”

Fan the deck, have a card removed and noted by all, and
proceed into the top-change byplay.

When you have extracted all the fun to be had from the trick,
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glance at someone and say, “I’ll read your mind. Think of a
card.” Spread the cards with their faces toward yourself, find
the eight of clubs, and cut it to the top of the pack. Hesitate,
shake your head, and say, “Concentrate, please.” Fan the pack,
find the nine of clubs, remove it, and hold it with its back to the
audience, saying, “Remember, all you did was think of this card.
Kindly name it.” He names it and once in fifty-two times it
should be the card you hold. On the other fifty-one occasions,
glance at the card, say “Oh” in an expressionless tone, and place
it at the top of the pack.

Immediately and blandly say, “Well, I’ll do another trick for
you. This time I’ll think of a card and you name it. Ready?
Good. Name the first card that comes to mind, and that will be
my card. . . . All right, what’s the card I’'m thinking of?” No
matter what card he names, say, “That’s correct!” All this the
audience believes to be amusing nonsense, but actually you have
set up the eight and nine of clubs at the top of the pack in
preparation for:

2

The Ambitious Card

Perform the trick as given, finally finding the card under your
coat. “You see how the cards are tonight? Can’t do a thing with
them!” you say, pocketing the deck.



PART THREE






XX

PLATFORM TRICKS

CONUS ACE TRICK

ne number of four-ace tricks is now almost legion, but one

of the first and still the best is the one devised by the French
Tconjurer Conus a century ago. With slight modification the trick
is as effective today as it ever was. The plot, as in all great tricks,
is simple: The four aces are transformed in a spectator’s hands
into four other cards, and they are finally found in one of his
pockets.

Preparation. You will need a deck of cards and four duplicate
aces. On the top of the deck place the four duplicate aces, with
the ace of clubs uppermost. On top of all place the ace of clubs
from the deck, so that at the top you have two aces of clubs
followed by the three duplicate aces. The other three aces of the
deck are scattered through it. Remove any four indifferent cards
from the pack, then put it in its case and put the case on your
table.

Procedure. The steps are as follows:

1. Invite a spectator to come forward to assist you. Seat the
volunteer at a small table at your left. Pick up the card case
and, saying that you will use a deck of cards, remove the cards
and lay the case on the table. Spread the cards with their faces
outwards, showing them but keeping the aces at the top bunched
together. Close the spread and insert your left little finger under
the five top cards. Square the deck and hold the break under the
five top cards by pressing the little finger firmly against the side
of the deck. You can then hold the deck quite openly, yet you are
ready to palm the five cards whenever you please.

2. Address the spectator: “You, sir, are to act as a committee
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of one on behalf of this large and intellectual audience, so I want
you to be absolutely satisfied about everything that takes place.
You agree to that?”

“Yes.”

“First, we haven’t made any arrangement about this trick,
have we?”

“No.”

“As a matter of fact, you have never seen me before in your
life, have you?”

“No.” (Sometimes when the assistant is an acquaintance and
people know it, you get some fun out of his accommodating
answer.)

“Fine, you will be satisfied about everything that takes place?”

“Yes.”

“You won’t say yes if you mean no?”

“No.”

“You mean no?”

“Yes.”

“Good! Now that we thoroughly understand each other, will
you take the deck, remove the aces, and see that there are only
four all together?” In the meantime you have quietly palmed the
five top cards and taken the pack in your right hand.

3. Place the deck on the table before him and, as he begins to
run through it, turn to the audience. “You cannot be too careful.
Some people, especially when playing poker, use a lot of aces.”
Turn to your assistant, who has found and removed three aces
and is searching for the ace of clubs. “One, two, three aces,” you
say. “What have you done with the fourth?” Seize his right lapel
with your right hand, pulling his coat open. Hold it for a moment
as you say to the audience, “Did you see what he did?” Then
take the lapel with your left hand and thrust your right hand
into his inner breast pocket. Bring out the first ace of clubs and
leave the other four aces in the pocket. Show it, and under cover
of the laughter this causes whisper to him, “Button up your coat
just to make them laugh.” He does this, and the action always
causes amusement. It also safeguards you against any premature
discovery of the duplicate aces, safely ensconced in the buttoned
coat.
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4. “You mustn’t do that. I'm the one to do the trick, you are
the committee.” Take the deck, open it bookwise, and have the
spectator insert the four aces. Close the pack on them, and in
putting it on the table make a pretence of manipulating the
cards. “Now, sir, the aces are in the middle of the deck?” Having
seen you make a suspicious move, he will express doubt about
that. “You are quite right,” you say. “I want you to be perfectly
satisfied. Watch.” Take the deck, turn it face upwards, run
through it to the four aces and show them in the middle. “Right?”
Close the spread, inserting your left little finger tip above two
of the aces. Make the pass in turning the deck face downwards,
and lay the cards on the table.

5. “Now, sir, those four aces placed in the middle by yourself
will travel to any position you may like to name. For instance,
would you like them all at the top or all at the bottom, or one on
the top and three on the bottom, or one on the bottom and three
on the top, or . . . say, two at the top and two at the bottom?”
Rattle off the first choices very rapidly, the last after a mo-
mentary pause, then say, “Wait; for greater safety, place your
hand on the deck.”

Nearly always the spectator chooses the last suggestion. “Two
above and two below,” he says. Tap the deck with your right
forefinger, say “Pass!” and then have him remove the -cards

i

himself. A round of applause is sure to follow.

If another position is chosen, you have at least one ace already
there. Take the pack and let the spectator remove that one; then,
as he shows it, make the pass to bring the others to the position
required.

6. Show the four aces and place them on the top of the deck.
“You did that very well. With a few years’ practice I'm sure you
will make a good magician. Now, suppose I place the aces on the
table, so—" (deal them face downwards) “—and you place your
hand on them.” Grasp his hand and place it on the four cards.
“Do you think I could take them away from you and send you
four other cards? You'd like to see me try? By the way, are you

”»

quite sure that you have the four aces?”
The spectator, not having seen the aces since they were placed
on the deck, expresses his doubts. “That’s right. I'm glad you are
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a little skeptical, for I want you to be quite certain. See—" (take
the four cards and show them) “—they are the four aces.” Re-
place them on the top of the pack.

7. Look at your hands, make a rapid movement as if making
the pass, then deal the four top cards on the table, and again
place his hand on them. “This time you have them?” The spec-
tator responds that he is not at all sure about that. “There is such
a thing as being too skeptical,” you say. “Turn the cards over
yourself.” As he does so slip the tip of your left little finger
under the top card. He turns the cards over and shows the aces.

8. Take them again. Casually place them on the deck, then
remove them, taking the top card with them. “There has been
no change so far,” you say, holding the packet of five cards up so
that he and the audience can see the face of the indifferent card.
Drop the packet on the deck, and then deal off the four aces.
Grasp his hand and place it on them. “This time you have the
aces.” The spectator vigorously protests that he has not. Appeal
to the onlookers, “You are all satisfied that the aces are on the
table?” There will be cries of “No! No!”

Pretending to be at a loss as to how there can be any doubt
about the matter, turn to the spectator, “I can’t do the trick
until you are perfectly satisfied. Please turn the aces over and
show them to everybody.” In the meantime you have had ample
opportunity to palm five cards from the top of the deck in your
right hand. Retain the deck in that hand.

The aces are shown amidst laughter and much to the surprise
of all. Maintain your attitude of being a little bewildered by the
attitude of the audience. Take the aces one by one in your left
hand, and hold them face downwards. Lay the pack down and
suggest that the spectator look it over. Take the aces with your
right hand, adding the five palmed cards to them. Hold the
packet face outwards by the ends between the right thumb and
fingers and say, “Now, to make quite sure there can be no mis-
take, I’ll give the aces a good bend, so.” Squeeze the ends, making
the face of the packet concave. “There can be no doubt about the
aces now.”

9. Take the deck in your left hand, and drop the packet from
your right hand on top. “Can you tell me where the aces are
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now?” you ask. Seeing the bent cards, the spectator answers
confidently, “On the top.” “Satisfied at last. Watch very closely.”
Deal the four top cards very delicately one by one and place
them in a pile before him. As you remove the fourth card press
the left thumb on the pack, taking the bend out of the other
cards. Turn the top indifferent card face upwards, saying, “You
see, they’re all gone.” In replacing it slide it under the top ace,
which you push off the pack a little to facilitate this. “Place your
hand on the aces and your other hand on top of that. Don’t move
your hands or the audience will think you are doing the trick and
not me.

10. “Here’s the impossible thing I shall try to do. I shall change
those four aces you are holding so tightly and send you four
other cards. Here is one card.” Make the double lift and turn-
over, showing the indifferent card seen just before. Turn them
down as one card, and thumb off the top card—an ace—face
downwards on the table.

Begin an overhand shuffle by pulling out all except the top and
bottom cards, thus keeping the changed card out of sight, drop
the pack on the two cards, undercut half the deck, injog the first
card, and shuffle off. Undercut to the injog, bringing the three
aces back to the top. Take off two cards as one and, holding them
toward the spectator, ask him to breathe on the card. As he does
so, slide the two cards rapidly apart, saying, “I didn’t ask you
to blow. You've made two!” Drop them on the first ace without
showing their faces.

11. Spread the cards and ask the spectator to remove one.
“Show it to everyone,” and, as he does so, palm the top card in
your right hand and take the deck in that hand. “What card did
you take? The ten of diamonds,” you say, taking it face down-
wards in your left hand. Lay the pack down and take the card
in your right hand, adding the palmed ace to it. Hold the card (s)
up by the ends showing it (them), and place it (them) in your
left hand, face outwards, the thumb on the face and the fingers
on the back (Fig. 115).

“I shall change this card into one of your aces. Would you like
me to do it visibly or invisibly? Visibly? Very well, I pass my
hand over the cards, so—" (pass your empty right hand across
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the card) “—and nothing happens. I pass it over again—" (this
time push the rear card with the left fingers into the right hand
and palm it) “—and again nothing happens.” Change the grip

of the card in your left hand so that it is held between the thumb
on one side and the middle finger on the other, with the fore-
finger resting on the middle of the top end (Fig. 116). “This is
the critical time. Watch!” Pass the right hand over the card and
deposit the palmed card on it without pausing a moment. The tips
of the fingers and thumb make a frame into which it fits snugly.

“One ace!” you exclaim. Pick up the other three one by one,
placing them in the left hand fanwise and saying, “Two! Three!
All four! . . . Will you look at your four cards and see what I
have sent you? Show them to everybody.”

The spectator turns his four cards and shows four indifferent
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cards. Take this opportunity to slip the indifferent card from
the back of the four aces in your right hand onto the deck, which
you have picked up with your left hand. Pause while you display
the four aces, and acknowledge the applause as if the trick has
ended.

12. Casually place the aces on the top of the pack and im-
mediately palm them in your right hand, taking the pack in that
hand. Then say to the spectator, “You did that very nicely. I'd
like you to try another trick before I put the deck away.” Pick
up the card case with your left hand, put the pack down with
your right hand, and take the case in that hand. “Place your
hand on the deck. Right. Now I shall make the aces pass up
your sleeve into one of your pockets. Pass!/ Did you feel them
go? No? Well, run through the deck. . . . No aces? Then kindly
search your pockets.” As he does this, take the pack, adding the
palmed aces to it, and place it in the case.

The spectator finally unbuttons his coat and much to his sur-
prise finds the four aces in his breast pocket. The duplicate aces
were placed in his pocket so long before that no one remembers
that you even so much as touched him.

Not only is the trick a most effective one but it affords ample
opportunities for inoffensive fun which the assisting spectator
will enjoy as much as the audience.

LADIES’ LOOKING GLASS

This fanciful title was given to the feat by its inventor, Comte,
a famous French magician who flourished in the early years of
the nineteenth century. The trick is one of the great card tricks,
and we have retained the title but somewhat modified the pro-
cedure.

Four spectators each remove a pair of cards from the deck,
which are then replaced and the deck shuffled. Three of the pairs
appear in rapid succession at the top and bottom of the deck,
and the magician tosses the cards into the air and catches the
last pair at the tips of his fingers.

Requirements. A deck of cards and eight duplicate cards. Since
these cards must be memorized, it is well to take eight cards of
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some known arrangement, for example, the first eight cards of
the Nikola system. These are:

Six of diamonds

Five of clubs

King of clubs

Jack of hearts

Five of spades

Nine of diamonds

Nine of spades

Queen of hearts

Place these eight cards on the top of the deck in that order.
Take any indifferent card from the deck, place it on top of the
duplicate set of eight cards—which are in the same order—and
place the packet of nine cards in your right trousers pocket, with
the backs outermost.

Procedure. Present the trick as follows:

1. “Many years ago,” you begin, “when I was a boy, I saw a
famous magician do a feat with cards which was so extraordinary
that I have puzzled over it ever since and have never been able
to find a solution to it. I shall show you what he did, and per-
haps some of you may be able to suggest an answer to the
problem.

2. “First, he had a number of cards taken.” Take the deck,
shuffle overhand, using the lift shuffle and retaining the arranged
cards at the top. “Since it makes no difference what cards are
taken, will you, sir,” addressing someone on your right, “just call
“Stop” whenever you please as [ shuffle the cards.” Begin the
lift shuffle, and at the word “Stop” drop the controlled packet
onto the cards in your left hand. Hold this hand out to the spec-
tator and have him take the card stopped at. “Do you think you
can remember two cards? Very well, take the next as well.”
Address another person on his right and have him take the next
two cards.

3. Place the cards in your right hand underneath those in your
left, begin another lift shuffle, and ask a third person to the right
of the second to call “Stop” in the same way. Have him take the
two top cards of the left-hand packet, and have a fourth person
take the next pair. This is the easiest, quickest, and most con-
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vincing way of forcing a number of cards. “Please remember
your cards. Show them to those near you so that there can be no
mistake.”

4. “This done, the old master handed the deck to the first
person, asking him to replace his cards, shuffle the deck, and
hand it on to the next person, who did the same thing. In this
way all the cards were replaced and each person shuffled the
deck. Will you do that?” Hand the deck to the first person.

While the cards are being thus shuffled into the deck, casually
place both hands in your trousers pockets, palm the nine cards
in your right hand, and relax.

5. When the fourth person, who will be well on your left, has
replaced his cards and shuffled the deck, go to him, hold out your
left hand palm upwards, and with your right hand pull up your
left sleeve a little, keeping the hand on your left forearm. “Will
you place the deck on my left hand? Thank you. You have
shuffled freely, now I want you to make a free cut.” When he has
lifted off a portion of the deck, take the remainder in your right
hand, adding the palmed cards, then take the cut from him with
your left hand and place it below, thus completing the cut. Place
the pack face downwards on your left hand and hold it there in
full view.

6. “A number of freely selected cards have been replaced in
the deck, each of you has shuffled it, and finally the deck has
been cut freely. It would be entirely possible for one of the

selected cards to find its way to the top or bottom.” Lift the deck
with the right hand, with the thumb at one end and the fingers at
the other, and show the bottom card. If by chance it is a card

someone has selected, simply remove it and thrust it into the
middle of the deck. Lift the top card, show 1it, and ask, “Did
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anyone draw this card?” Since this is the indifferent card you
have added to the deck, nobody will claim it. Slip the left little
finger tip under the top card of the deck and replace the card
on top. Square the deck, palm the two cards in your right hand,
and take the deck in that hand by the extreme right corners
between the thumb and the forefinger only (Fig. 117), bending
the other fingers well into the palm.

7. “Now here is the mystery. The old master simply placed the
deck on his left hand, so.” As you do so, reach out with the left
fingers and draw the two palmed cards to the bottom of the deck,
thus bringing the first pair of cards to the top and the bottom.
The action takes a moment and is covered by the right hand.
“Then by simply shaking the cards, so—” (move the left hand
up and down slightly) “—he made the first pair of cards appear,
one on the top and the other on the bottom. An absolute impos-
sibility, but just for the fun of it I'll try. Will you, sir—” (ad-
dressing the first spectator) “—kindly name your two cards?
The six of diamonds and the five of clubs. I have tried this
hundreds of times and never succeeded.” Shake the pack, raise
the inner end of the top card, and shake your head. “It never
comes right with me. Just once more.” Shake the deck again, lift
the inner end, and exclaim, “A miracle!” Lift the pack by the
ends with your right hand and hold it with the face card, the
six of diamonds, facing the audience.

Pause a moment, then replace the pack on your left hand,
shake it, and lift off the top card, the five of clubs. “Incredible!
I can hardly believe it, but there it is!”

Slip the left little finger tip under the top card as before,
replace the five of clubs on top, and palm the two top cards.
Take the pack in your right hand by the extreme top right
corners and look at the bottom card. “Yes, they are both there.”
Replace the pack on your left hand and pull the two palmed
cards to the bottom as before, thus bringing the second pair to
the top and bottom of the deck.

8. Address the second spectator, “What were your cards? The
king of clubs and the jack of hearts. We can hardly expect to
succeed again, but this seems to be my good night.” Shake the
deck and lift it to show the bottom card, the king of clubs. “There
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it is! Now for the jack of hearts.” Another little shake and you
lift off the top card, showing the jack of hearts.

Replace this card on top and repeat exactly the same moves to
bring the next pair, the five of spades and the nine of diamonds,
to the bottom and the top.

9. Proceed in the same manner to show these two cards, keep-
ing up the same attitude of bewilderment at your success. After
showing the third pair, bring the last pair to the bottom and top
as before, and lay the deck on the table as if the feat were
finished, shaking your head and saying, “I simply cannot under-
stand it.” The fourth spectator will remind you that there is still
another pair of cards to be discovered.

10. Apologize, saying that you have been so astounded at your
success with the other pairs that you forgot all about his cards.
“The spell is broken, I’m afraid,” you continue. “You see I have
put the deck out of my hands, and it would be impossible to find
your cards in the same way. I’ll have to try another method for
discovering them. . . . Ah, yes. Just let me touch my fingers to
yours” (rub the tips of your right fingers on the tips of his).

Pick up the deck in your right hand, pressing it well into the
fork of the thumb. Grip it firmly, with the thumb on the top
card and the fingers on the bottom card. “I’ll toss the whole
pack into the air and I’ll try to catch your two cards!”

Strike an attitude, your right side toward the spectators. Make
a few preliminary up-and-down movements with your right arm,
then with a sharp upward jerk let all the cards except the top
and bottom ones fly upward a foot or so. Instantly close your
thumb and fingers on the two cards retained in your right hand
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and with the same hand strike the pack in the air, scattering the
rest of the cards in all directions. Slide the two cards apart, insert
the forefinger between them, and grip the lower one between it
and the thumb. Move the middle finger onto the face of the upper
card and grip it against the ring finger, then separate the cards
as far as possible (Fig. 118).

Hold the pose for a few moments, keeping the backs of the two
cards outwards. “Please name your cards,” you say to the spec-
tator. “The nine of spades and the queen of hearts,” he replies.
Slowly turn the two cards face outwards, take one in each hand,
and display them.

The discoveries of the cards, and especially that of the last
two, must be done dramatically. When well acted, this feat will
be remembered and talked about long after other card tricks are
forgotten.

EVERYWHERE AND NOWHERE

Nothing is quite so amazing to the general public as witnessing
the mysterious transformation of one card to another; perhaps
that is because it so nearly approximates the popular concept of
“magic.” Here we have a fine feat of this type. The magician,
attempting to find a chosen card, shows three indifferent cards.
Each of these, a moment later, is shown to be the chosen card;
still a moment later, everything is as it should be, with the
chosen card flanked by two indifferent cards.

You will require two duplicate aces of spades, with backs
matching those of the pack you use. Place these, together with
the ace belonging in the pack, at the top of the deck. Have three
clear-glass tumblers on your table, neatly spaced.

1. “Ladies and gentlemen,” you say, “a card trick which proves
that, although seeing may be believing, you should not always
believe what you see.” Advance to someone on your left, shuffling
the cards by the overhand method to place the aces at the middle
in position for forcing. “Will you help me, sir? Take any card.”
Force one of the aces, preferably by the one-hand force or the
classic force.

Have the card shown to all and replaced at the point from
which it was taken, then square the cards neatly and give them
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one riffle shuffle, doing this slowly so that all may note its fairness.
When performing for a small group it is most convincing to per-
mit the spectator himself to make this shuffle. Take the pack,
saying, “A very minor card trick, a simple little feat. I shall find
your card in the easiest possible manner, by looking for it.”

2. Openly run through the cards. A single riffle shuffle will not
separate the three aces by more than two or three cards. Openly
rearrange the cards so that two indifferent cards separate the
three aces, then cut the pack, placing the first ace at the top,
the second ace third from the top, and the third ace fifth from
the top.

An amusing bit of business to use as you do this is the follow-
ing: Let us say that you are performing for a small group in a
home and have arranged with someone to provide soft waltz
music at appropriate intervals. You now turn to this person,
saying, “A little waltz, professor—looking-for-a-card music, if
you please,” and the instant the music starts you say, “Thank
you, professor, that’s little enough!” and the music stops.

3. Turn to the person who selected the card, saying, “I think I
have found your card. Do not tell me its name—let me show
you.” Double-lift the two top cards and turn them face upwards
on the pack, as one card, showing an indifferent card. “There is
your card!” This is denied and you glance worriedly at it. “It
does not matter,” you say, brightening. “I will find it another
way.” Turn the two cards face downwards as one, remove the
top card, the ace of spades, and place it on your table leaning
against one of the tumblers. The face of the card, naturally, is
away from the audience.

4. “I will find it by cutting,” you announce. Hold the deck
between the first phalanx of the left thumb on one side and the
first phalanges of the middle and ring fingers on the other, with
the forefinger’s first phalanx bent on the outer end.

With the right thumb and middle finger seize the upper half
of the deck at the inner corners and press the tip of the right
forefinger on the top card. Push this card slightly forwards with
the right forefinger and swiftly draw the upper half away to the
right, the top card being retained by the pressure of the left
forefinger. In the action, separate the hands, moving them in
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opposite directions for about six inches. Drop the cards held by
the right hand on top of the other packet.

You have made what seems to be a genuine cut, in the course
of which you have got rid of the indifferent card at the top of the
pack, at the same time placing an ace at the top with an indiffer-
ent card under it.

5. Prepare for a double lift. Turn the two cards at the top face
upwards on the pack, as one, saying, “This time I am confident
that I have found your card. It is your card, is it not?” Again
this is denied, and for a moment you appear to be reviewing
what you have done, glancing unhappily at the pack. Again you
brighten, shrugging off your misfortune as you say, “It is of
little consequence. I will try again.” Turn the two cards face
downwards as one, remove the top card, an ace, and place it
against a second glass with its face away from the audience.

6. Cut the pack again as given in step No. 4, bringing the third
ace to the top. Prepare for another double lift, and turn the two
cards face upwards on the pack, this time not quite so confidently,
saying, “Would this be the card? No? Just as I thought, some-
thing has gone wrong. . . . My mother told me there would be
nights like this.” Turn the two cards face downwards as one,
remove the top card, the third ace, and place it with the others
on your table as before.

7. “Apparently I have made a miserable failure,” you com-
ment. “But you will remember that I told you that you should
not always believe what you see. 1 will tell you a little secret.
Sometimes I cheat. . . . Tell me, sir—if you were to choose one
of the three cards, which would you take—the one on the right,
the one in the middle, or the one on the left? Whichever you
choose, I promise that it will be your card.”

Pick up whichever card is selected and hold it before you in
readiness for display. “Will you name your card? The ace of
spades?” Slowly turn the ace face outwards, saying, “You see,
it is your card after all!”

8. You will be applauded at this point, for the audience thinks
the trick is ended. Turn to your left to replace the card on the
table, but as you do so make the top change, exchanging the ace
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for an indifferent card. It is the latter card which you replace
on the table, with its back to the audience.

9. As you say the following, cut the cards as in step No. 4,
thus burying the ace somewhere in the middle of the pack: “But,
you may say, what would I have done if you had chosen one of
the other two cards? Suppose you had chosen this card—" (pick
up one of the other two) “—I then would utter the potent spell
‘arbadacarba,” which 1s abracadabra spelled backwards, and—"
(slowly turn the card face outwards) “—you see, it too 1is your
ace of spades.”

10. “I know what you are thinking. What about the third
card?”” Turn to your left toward your table and make the top
change, placing an indifferent card on the table. Pick up the
third card and hold it face outwards, showing still another ace of
spades. “It too is your card!”

11. “Now you are thinking, 'Ah, they are all aces of spades!

M

That is not so.” Pick up the other two cards and place them on
either side of the ace, showing them to everyone. “One ace of
spades only! That you must believe, for seeing is believing!”

In the hands of a good actor—and we say “actor” advisedly,
for all good magicians are good actors—this feat is one of the

most delightful imaginable.

EGYPTIAN POCKET

This feat is one of the few that are suitable for the stage or
platform only. It was one of Alexander Herrmann’s favorites,
and he it was who gave it the name by which it has been known
ever since. Successful presentation of the trick calls for consider-
able address rather than technical skill.

The effect i1s that a spectator takes a pack of cards and has
four cards freely selected by four other spectators. He collects the
cards, and they are replaced in the deck, which is then shuffled
and placed in his breast pocket. He himself then draws three of
the four chosen cards from the deck, but he fails to find the
fourth. Examination of the deck shows that the card is missing,
but on blowing on his pocket he finds the card there. He blew too
hard, however, for the magician pulls an avalanche of cards from
various parts of his clothing.
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The only preparation required is to have a duplicate deck in
your left coat pocket. The deck to be used should be a new one,
with the seal unbroken. If it is encased in a cellophane wrapper,
this should be removed beforehand. Have the deck on your table.

1. “At the present time,” you begin, “many people are con-
cerned with the workings of what is termed the subconscious
mind. We have our psychoanalysts and psychiatrists busily
probing into its workings and coming up with curious results.
I would like to make an experiment which I am sure will interest
you. Will you, sir,” addressing a gentleman who looks good-
natured and appears to be enjoying the show, “be kind enough
to help me? Thank you. Please take this pack of cards—" (toss
the pack to him) “—break the seal, take out the cards, and
certify to their condition? Kindly stand up as you do, so that
all can see.”

2. The spectator opens the case, removes the cards, and tosses
the case back to you. Instruct him to shuffle the cards and then
spread them neatly, face downwards, with both hands. “Now,
sir, I want you to smile amiably and ask this lady—" (indicating
a lady in the front row and well to your right) “—to choose a
card.” As he does this, address the lady (A): “Please look at the
card and remember it. Hold it in your right hand only for the
moment, and don’t let my assistant know what card it is.”

3. Indicate another lady (B) a few seats away from the first
and toward your left. Instruct your volunteer assistant to repeat
his performance of smiling and having that lady take a card,
asking her to use the same precautions, hold the card in her right
hand, and conceal its face from your assistant.

Have these same maneuvers repeated twice more with two
other ladies (C and D), always working toward your left. Some
amusement may be had by telling your man each time to smile,
and when he reaches the fourth lady you remark, “Hard work,
isn’t it? I think you can manage one more smile.”

4. Four cards having been selected, you continue, “You will
have to use both hands now, so I'll relieve you of the deck.” Take
the cards from him. “This is what I want you to do, and it is
most important. Hold out your left hand, flat and palm upwards,
and request the lady—" (he is still standing in front of D)
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“—to place her card face downwards on that hand. . . . That’s
right. Now with your right hand grasp the lady’s right hand,
with which she held her card, and hold it for a few moments.
Let the impression sink in. Fine! I think you have been impressed
enough.”

Indicate the next lady (C) and have the same maneuvers
repeated, laying emphasis on the impressions he is receiving from
the lady’s hand. Have the same act done with ladies B and A,
but, when he has grasped A’s hand, turn away to put the card
case on the table and leave him holding the lady’s hand. Turn
again and pretend to be surprised that he is still “holding hands.”
“Well,” you say, “I think you must have received a very good
impression this time.”

5. “Kindly bring me the four selected cards.” He does this, and
you seat him at your table so that he is on your left, with the
little table between you. Shuffle off about half the deck by the
overhand method, hold the packet in your left hand toward him,
and have the four cards placed on it. Immediately resume the
shuffle, jogging the first card and shuffling off on top of it. Form a
break at the injog, shuffle to the break, and throw on top. Finally
execute the lift shuffle control, leaving the four chosen cards on
the top. While shuffling talk briskly to the assistant, asking him
if he likes magic, if he has enjoyed his work so far, and so on.
Look at him and not at your hands.

6. “For our experiment we really should have the objects, that
is the cards, placed in a dark room, so let’s improvise one. Will
you empty your inner breast pocket for a few moments?” As he
moves his hand to do this, palm the four top cards in your right
hand and take the pack in that hand. “One moment,” you con-
tinue, “will you shuffle the cards first?” Hand the deck to him
and, when he has shuffled, take it back, replacing the palmed
cards on top by the method we have already given you. Then
have him empty his breast pocket. Generally some amusement
may be caused by naming the miscellaneous articles brought
forth. Give him the deck and have him place it in his pocket.

You require to have the cards with their faces toward his body,
therefore watch carefully. “The cards must be completely iso-
lated. You are sure that you left nothing else in your pocket?”
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So saying you plunge your hand into the pocket. If the deck has
been placed wrongly (it should be on end and backs outwards),
turn it into the correct position and push off the top card, A’s
card, turning it so that it lies on its side at the bottom of the
pocket. “That’s right,” you go on, “nothing in the pocket but the
cards.”

7. “We are going to see how well your subconscious mind
responds to the impressions you received from the ladies. Sup-
pose we begin with this lady’s card,” and you indicate the second
lady (B). “Kindly name the card you chose.” “The six of
spades,” let us suppose the lady replies. “You, sir, now have to
find the lady’s card, the six of spades. Oh, you won’t have any
trouble. Your subconscious will do it for you. Please hold
your left hand over your head. By the way, you had better stand
up. Thank you. Take hold of your lapel with your right hand,
hold your coat open, and when I say “Three” dive your left hand
into your pocket and bring out the six of spades. You must work
as fast as you can, or the impression left on your hand and the
card will fade. Are you ready? One, two, three!”

He thrusts his hand into the pocket and naturally, taking the
first card his hand comes in contact with, brings out the six of
spades. Take the card from him and display it to the audience.

8. “That was excellent. Your subconscious is working very
well tonight. Let’s see if it will lead you to this lady’s card,”
and you indicate C. Follow exactly the same procedure with her
card and with D’s, each card being named and found by the
assistant in the same way. Encourage him to work with you by
making little asides complimenting him. Watch him when he
plunges his hand into the pocket, and if he does not withdraw it
at once with a card this means he is taking one from the center
of the pack. Stop him, saying, “No, no, sir! You are letting the
impression escape. Let’s start again. You must be quick, or the
card will get away from you.”

9. With the last card, the one drawn by the first lady (A),
naturally he fails and brings out a wrong card. Let him try
twice more and then remark, “Really, I'm surprised. I thought
that would have been the strongest impression you received. You
held the lady’s hand quite a while. We must try another method,
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the simplest possible.” Take the deck out of his pocket, leaving
there A’s card, the one you turned on its side. “Run through the

»

deck, take out the card which the lady has named, and we’ll try
another experiment with it.”

10. He searches, but the card is not there. Take the pack from
him. “Do you know how to make a ten of hearts?” (or whatever
the card was). “No? Very simple. Just blow on your pocket.”
He does so and of course finds the card there. Seize the moment
of surprise at this discovery to put your left hand in your left
coat pocket and add the second deck to the one you hold. Cover
the extra thickness with your right hand and palm off about
twenty cards.

11. “Unfortunately you blew a little too hard. You made quite
a lot of cards.” With your right hand, still holding the palmed
cards, seize his right lapel, pulling his coat open, and then grasp
the lapel with your left hand. Dive your right hand into the
pocket and bring out six or eight cards, fanning them, and leave
the rest behind. “Perhaps you had better take them out your-
self.” As he does so, palm another large packet of cards, thrust
your hand under his vest, and bring out one card, leaving the
others. Pull out four or five more singly, then lift the edge of his
vest so that the rest of the cards will drop out in a stream. Don’t
let them fall in a bunch; regulate the flow by the pressure of
your hand holding the edge of the vest. As the last cards fall,
palm the cards remaining in your left hand. Place your right
hand just above his nose, and squeeze the cards as in the spring
flourish, so that a stream of cards appear to issue from his nose.
As you do this, say to him soito wvoce, “I hope you don’t mind
this little fun. You’'ve helped me splendidly.”

All that remains to be done is to shake hands with your assist-
ant, thank him, and usher him off stage.

Such is the trick with which Herrmann always created a sensa-
tion. As we have said, the technical work is of the simplest
character and allows the performer to give his whole attention
to the presentation. With good acting the feat cannot fail.
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CARDS TO THE POCKET

This trick is a favorite with cardmen, who have found that
it has a fascination for audiences. A number of cards vanish
from the left hand and one by one find their way into an empty
pocket. The trick is unusual in that it is equally suitable for
large or small audiences.

It has been said that a performer’s worth can be determined
by his presentation of this feat, for it calls for a skilled technique,
an interesting presentation, and the ability to make credible a
feat which logic rejects as impossible. Perhaps more than any
other card trick, it is a feat which must be lived with and per-
formed over a period of years before it will yield all its riches.

1. Make a brief introductory statement along these lines: “I
should like at this time to present one of the great feats of card
magic.” Hold the pack in the left hand at arms’ length, gesture
toward it with the right hand, and make the Charlier cut, which
audiences mistakenly believe to be a most difficult manipulation.

Fan the pack gracefully, with the card faces to the audience,
saying, “A pack of fifty-two cards. I shall ask one of you to take
the deck in his own hands and give me any ten cards taken from
the top, the bottom, or the middle, as he chooses. I want you to
be satisfied that I could not know beforehand which ten cards
would be given me.”

If you are performing on a platform, you should walk into the
audience as you say this, thus shortening the interval spent away
from the stage.

2. Approach a gentleman, hand him the pack, and extend your
left hand. “Ten cards, please.” If he removes some from the
bottom or the middle, you say, “A card from the bottom, one.
A card from the middle, two. One from the top, three,” and so
on to ten. You do that because one of the most important factors
in making this trick incomprehensible is to convince your audi-
ence that you do not know which cards you will use in per-
forming it. Never under any circumstances remove the cards
from the pack yourself, for presently you will make these cards
leave your left hand and appear in your right trouser pocket.
You must not give the audience reason to think afterwards, “Ah,
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but he had duplicates of the cards in a secret pocket in his
trousers. That’s how he did it!”

3. Leave the remainder of the pack with the spectator, saying
earnestly, “If you will take the rest of the pack, sir, place it
under your pillow when you retire tonight, and make a wish, I
promise you that when you awaken tomorrow morning . . . the
cards will still be there.” Transfer the ten cards from your left
to your right hand and hold them aloft, well over your head, as
you return to the platform.

4. “Ten cards!” you continue. “I shall count the cards for you,
and may I suggest that each of you remember one or two of
them.” You must not explain why you want this done, for that
would violate a most important rule: You must never tell an
audience beforehand what you propose to do. Given this knowl-
edge, it might conceivably fathom your methods. Forewarned is
forearmed.

5. Hold the packet of ten cards face downwards in your
left hand as for dealing, holding both hands well away from your
body but not so high as to obscure your face. Push the top card
off the packet with the left thumb and take it in the right hand,
with the fingers at the face and the thumb at the back of the
cards, grasping it at the middle of the right side. Count “One!”
as you do this and move the hands apart.

Bring the hands together and push off a second card with the
left thumb. Slide this in front of the card in the right hand,
counting “Two!” Continue in this way until you have counted
the fifth card. When you push the sixth card into your right hand,
and all cards thereafter, allow the cards to project a half inch
to the left of the first five cards. You must not watch your hands
as you make this count. Instead, meet the gaze of several persons
in the audience in a friendly manner. “Ten cards, no more and
no less,” you summarize.

6. Bring the hands down to your waist, with the right hand
holding the cards in a horizontal plane. Bring both hands to-
gether casually and place the cards in the left hand, pressing the
left little finger tip up against the lowermost card of the first
five. This is why you stepped the ten cards into two packets of
five. Square the packet with your right hand, taking and holding
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a break under the first five cards with the left little finger. Turn
the left hand so that the break cannot be seen.

As you do this you say, “May [ call attention to my right
trousers pocket.” Without ostentation, show that your right hand
is empty in a natural movement, then thrust it into the pocket
and withdraw the lining. “Absolutely empty, a truly unfortunate
circumstance which I shall be happy to give away absolutely
free of charge.” Replace the lining and withdraw your right hand.
Square the packet of cards in your left hand once or twice, then
remove the right hand.

7. Make an amusing remark and, as the audience reacts to it,
palm the top five cards in your right hand. Grasp the remaining
five cards in the same hand, at the ends near the right corners,
between the index finger and thumb. Move the empty left hand
away to the left, and hold the right hand absolutely motionless
for the moment.

“My trick is this, ladies and gentlemen. I shall place the ten
cards in my left hand and cause them to pass up my sleeve,
across the vest from my left to my right shoulder, and down into
the pocket which I have just shown you was empty.”
hurriedly place the five exposed cards in the left hand, face
downwards, and move the right hand with the five palmed cards
up the sleeve to the crook of the elbow, tugging at it as if to
raise it a little. Any hurried action in the trick will destroy the
illusion you are seeking to create, and you must not hurry the
action in the mistaken belief that the sooner you get rid of the
palmed cards the better off you will be. The contrary is quite
the case. “If you watch closely, you will not only see the cards
make their mysterious journey, but hear them go as well.”

8. Ruffle the cards in the left hand, at the same instant mov-
ing the hand up and down about an inch to conceal the smaller
movement of the finger. Tug a little at the left sleeve with the
right hand. Hold this position as you say, “Did you hear the
card go?” Move the right hand smoothly and unhurriedly down

Now un-

to the right trouser pocket, thrust it in and release the five
cards it holds. Simultaneously grasp the outermost card between
the tips of the right index and middle fingers, and draw this
card slowly from the pocket, back outwards. Drop your thumb
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under it and lever it face outwards, calling its name. "The first
card, the five of clubs! Some of you will remember the card.”
After a moment, drop it to one side.

9. Square the packet in the left hand, then move your right
hand back to the left sleeve, tugging at it. It is not unlikely that
many of those watching will believe that you have removed a
card from those in the left hand, for now they know what your
trick is and they are alert to learn how it is done.

“The second card follows in the path blazed by the first.”
Again ruffle the packet. Move the right hand to the pocket, but
before thrusting it into the pocket turn it naturally so that its
palm may be seen to be empty. You must not give any sign that
you know that some of the spectators are surprised to see that
it does not contain a card. Your purpose in misleading your
audience into thinking that you might have palmed a card is
this: All laymen have heard of palming cards and in this par-
ticular trick their first reaction is, “Ah, he palmed it into his
pocket.” You first convince these persons that they have hit
on the correct solution and then you demonstrate, by showing
the hand empty, that they are mistaken.

You have thus gained an important psychological advantage,
for now they will not jump to conclusions without positive proof.
(It is a curious fact that, although audiences are willing to
believe that a performer may palm one card, they are blind to
the fact that it is just as easy to palm five.)

Thrust your hand into your pocket, remove the uppermost
card between the right index and middle fingers as before, and
show it in the same manner as before. “The second card!” Dis-
play it and drop it to one side.

10. Move the right hand directly back to the left sleeve. “The
third card!” you exclaim. “Before you can wink an eye, it moves
like lightning, up, across, and down into my pocket.” Ruffle the
packet as you say this, then remove a card from your pocket
as before, display it, and discard it.

11. “Three cards have passed from my left hand into my
pocket,” you recapitulate. “Three from ten—seven. I have seven
cards remaining in my left hand.”

Count the five cards you hold in such a manner as to convince
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everyone that they are actually seven, by using the following
false count:

(a) Hold the packet of five in the left hand, as for dealing,
but in a vertical position and with the little finger rest-
ing against the inner end.

(b) Push off the top card and take it, face outwards, in the
right hand between the fingers at its face and the thumb
at its back, at about the middle of the right side. Count
“One.”

(¢) Push off the next card and take it in front of the one held
in the right hand, counting “Two.”

(d) Push off and take the next card in front of those held in
the right hand, counting “Three.” At the same instant
drop the left thumb upon the rearmost card of those in
the right hand, and secretly draw it back on top of the
two remaining in the left hand. The left little finger, at
the end, keeps this card in alignment with the others. The
movement of the rearmost card of those in the right hand
back onto the left-hand packet is completely concealed
by the cards in front.

(e) Take another card in front of those in the right hand,
counting “Four.”

(f) Push off still another card, counting “Five,” and as you
take it in the right hand, draw back the rearmost card
with the left thumb as you did before, adding it to the
card in the left hand.

(g) Place the two remaining cards in the right hand, counting
“Six. Seven!”

This false count is extremely deceptive, but in the following
manner you should guard against the unlikely possibility that
someone may notice that two cards are shown twice: Face a
little to your left as you count the first two cards. Face directly
ahead when you count the next three. Face to the right as you
count the last two.

12. Place the five cards, which the audience thinks are seven,
in your left hand and prepare to pass another card. “The fourth
card!” you say. “Watch it go!” Ruffle the packet and thrust
your right hand in your pocket. Palm one of the cards already
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there, and remove the right hand. “I often have trouble with
the fourth card,” you explain. “For some reason it has ideas of
its own. It isn’t in my pocket. I should say that right now it is
digging into my elbow.” Bring your right hand behind your left
elbow and press the palmed card against it with the fingers.
Move the hand down, retaining the card pressed firmly against
the elbow, then grasp it between the right index and middle
fingers at its lower end, and with a little tug bring it into view.
“Couldn’t negotiate the curve,” you explain unhappily.

13. “Six cards remain.” False count the five cards as six,
drawing back the rearmost of those in the right hand in making
the count of three. If you are performing under circumstances
in which you can move to a spectator without loss of time, hand
him the packet of cards. “One, two, three, four, five, six cards,”
you say as you hand him the packet, retaining a grip on one
corner. “How many cards do you hold, sir?” Ask him this
abruptly and almost invariably he will reply, “Six.” All those
except the few close to the spectator think that he has actually
counted the cards, and this makes the passage of the next card
all the more baffling. In the rare case when the spectator replies
“I don’t know” or starts to count the cards, you override him
by saying strongly, “Six cards. Waich!”

Ruffle the corner of the cards, saying, “Did you feel it go?
One of the cards slipped away from you. Kindly count the cards.”
Extend your left palm and have him deal them onto it, counting
the cards aloud as he does so, “One, two, three, four, five!”

Turn so that your right side is toward him, saying, “Please
remove the card which only a moment ago you yourself held in

”»

your hands.” Perhaps a little awkwardly, he will dip into your
pocket with two fingers and remove the card. Take it from him
and hold it high in the air, exclaiming, “And here is the fifth
card!” This is a climax, so make the most of it.

Turn immediately and return to your place, still holding the
card aloft. In most cases you will be applauded at this point
if you have performed the trick well. When the applause has
subsided, drop the last card to one side.

14. “Five cards remain. I'll count them for you again.” Count

the five, but this time, when you place the fourth card in front
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of those already in the right hand, jog its lower end a half inch
below the other cards. Replace the five cards in your left hand
and, in squaring them, press down on the jogged card with your
right thumb and take a left-little-finger break above it, in readi-
ness to palm off the three cards above it.

15. “May I call your attention to the fact that my trouser
pocket remains empty at all times between the passage of the
cards.” In a natural movement let the right hand be seen empty,
withdraw the lining of the pocket, and replace it.

Bring the two hands together, square the cards once or twice,
and utter some amusing pleasantry. When the audience reacts,
palm the three top cards. Hold the remaining two cards as before,
between the right thumb and index finger, and move the left
hand away, holding the right motionless.

16. “I shall now attempt a feat rarely seen,” you announce.
“The passage of two cards at one and the same time—a feat so
difficult that I hesitate to contemplate it, and therefore shall not
contemplate it.” Now place the two exposed cards in the left
hand, and carry your right with the palmed cards up to the
sleeve. Ruffle the two cards, thrust your right hand into your
pocket, drop one of the cards, and remove the other two, hold-
ing them aloft. “Here they are!”

17. “Three cards remain,” you point out. If convenient, ad-
vance to someone and extend the packet you hold. “Will you
kindly breathe upon the cards?” The instant he does so, spread
the two cards, saying, “Two cards only! One has shot into my
pocket.” Turn your right side to him, saying, “Kindly remove
the card.” Take it from him when he removes it from your
pocket, and hold it high so that all can see it. However, if it is
inconvenient to approach a spectator, blow upon the cards your-
self, spread them, showing only two, and remove the card from
your pocket as usual.

18. “Two cards!” Hold one in each hand, face outwards. Place
them squarely together and take them face inwards in the left
hand. Touch the cards with the right hand and make a throwing
motion toward your right pocket. “Another card in the pocket!”
Grasp the two cards at the ends between the right fingers and
thumb, then grasp them firmly at the middle of the left side
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between the left thumb at the back and fingers at the face. Snap
the two cards sharply with the right middle finger, exclaiming,
“One card only!”

19. You are going to palm the rearmost of the two cards, and
this must be done well. Take the two, as one, at the ends be-
tween the right thumb and fingers, and hold “it” up so that ail
can see it. Place the two cards, face downward, in the left hand
and, at the moment the left fingers take it, palm the top card
by means of the first method of palming. Do not look at your
hands as you do this. Immediately and smoothly move the right
hand with the palmed card to your pocket, then dip into the
pocket and remove the palmed card, showing it. “Here’s the
card!”

20. “One card remains, and it is the hardest of them all!”
Hold the card in your right hand, showing it. Hold your left
hand with its back towards the audience, the fingers pointing
downwards. Thrust the card between the thumb and the palm
of the left hand and pat it well into the hand with the tips of the
right fingers. Rub the back of the left hand with the right finger-
tips, then turn the left hand showing the card. “The last card
often refuses to make its journey,” you explain ruefully. “T'll
try again.”

Again show the card with the right hand and thrust it into
the left hand as before. This time, however, when the right finger-
tips have patted the card into the left hand and only an inch of
the card extends from the hand, press outward against the end
of the card with the right fingertips. This levers the card against
the side of the left forefinger causing it to spring back into the
right palm, the left thumb moving back a little to permit this.
Palm the card in the right hand and rub the back of the left hand
with the fingertips as you did before.

Move the left hand, still back outwards, away from the right
hand, fixing your gaze upon it. Blow upon the hand, then slowly
turn it and show that the card has vanished. Move your right
hand with the palmed card rather slowly to the right trouser
pocket, thrust it in and a moment later withdraw it with the
card clipped between the first and second fingers, saying, “And
here it is!”
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Because we think so highly of this feat, we have described it
in the fullest possible detail. Although it is a trick that demands
the utmost of a performer, it is worth learning to do well. A
trick so charming to watch is a rarity, and the time spent in
mastering it is time well spent. Once you have made it yours,
you will never drop it from your repertoire.

ENLARGING AND DIMINISHING CARDS

This feat in which a pack of unprepared cards is made ap-
parently to grow larger, then to diminish in size, and finally to
disappear was devised by the great magician, Robert-Houdin,
and was used by him to follow the trick of the cards passing up
the sleeve. It is perhaps the prettiest effect of pure skill that is
possible with cards. Unfortunately, because of the modern tend-
ency for substituting mechanical appliances for skill wherever
possible, the feat is seldom seen. Decks of various sizes are now
used, the substitution of one for another giving the illusion of
the cards being diminished in size. Anyone who has mastered
Robert-Houdin’s method will look down on these as mere make-
shifts.

For the purpose of the trick the performer must be able to
spread the cards in his left hand with one swift motion of his
right hand, by pressing the thumb against the left side of the
deck and then sliding it to the right, releasing the cards progres-
sively. The action is practically the same as that of opening a
fan.

The cards should be of a flexible type and in perfect condi-
tion, and wunless the performer has very large hands a packet of
about thirty cards only should be used. Any ace except the ace
of spades placed at the face of the packet helps to disguise the
subterfuge that is used.

The trick can be introduced as a plausible explanation of how
the cards are passed up the sleeve, or indeed of any trick in
which cards have apparently been passed from one place to an-
other.

1. Show the deck in your left hand, face outwards, about half
its length protruding above the left forefinger, as you begin by
saying, “These are specially prepared cards. I confess it. They
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have rubber in their composition so that by pulling or squeezing
them they can be made any size required. You see that they are
just the usual size at present.” Fan the cards swiftly and display
them (Fig. 119). Then close the fan smartly, bringing the pack
back to its original position.

2. Seize the upper end of the deck with the right hand, and
with assumed effort pull it upwards, making the cards protrude
half an inch more above the left forefinger. Spread the cards
again and display the enlarged fan, saying, “You see the cards
are somewhat larger.” Close the fan as before.

3. Again with pretended effort pull on the upper end of the
deck until its lower end is almost flush with the upper side of
the left forefinger. Spread the cards and at the same time push
outwards with the left thumb on the inner ends, making them
project from the tips of the left fingers to almost their full
length (Fig. 120). They will appear to have almost doubled in
size.

4. “If T want them to be smaller I have simply to tap them,
s0.” Close the fan, squaring the pack, and with the right hand
pat the upper end smartly, pushing the cards down in the left
hand to their original position. Fan them again as you say,
“You see they are back to their original size” (Fig. 119).

5. Close the fan once more. The cards should now project
about two inches above the left forefinger. “With considerable
pressure I can make them smaller still.” Bring your right hand
over the top of the pack and press downwards, pushing the cards
down until they protrude an inch only. Spread them again swiftly
as you remove the right hand.
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6. Repeat the same action of squeezing the cards, and push
them downwards so that only the extreme ends show. Spread
them as in Fig. 121 so that they appear to be tiny cards. The
indexes will help this illusion.

7. Close the fan and again bring the right hand over to squeeze
the pack, but this time press on the outer end, move the left
thumb aside momentarily, and lever the pack up into the right
hand, palming it. Press the left thumb tightly against the tips
of the left index and middle fingers, as if holding the compressed
cards with considerable effort, and move the right hand away,
its forefinger pointing to the left hand.

8. Raise the left hand, keeping your whole attention fixed
upon it, and with your right hand tug lightly at your left sleeve
near the elbow. “When the cards are this size I can snap them
up my sleeve with the greatest of ease.” Snap your left middle
finger against the tip of the thumb, and open the fingers widely.
The cards have vanished.

Pause a moment, then thrust your right hand under your coat
toward the arm pit, and produce the palmed cards in as large a
fan as possible, saying, “The moment the pressure is released
the cards spring back to their original size.”

THREE CARDS ACROSS

This trick is one of the finest in all card magic. When neatly
presented it never fails to entertain and mystify an audience.
It was a favorite with the great English magician, David Devant,
and with countless card conjurers since.

The plot is simple. A spectator counts off a number of cards
and puts them in his pocket or holds them in his hands. A second
spectator chooses a card, the value of which is used to indicate
how many cards shall be caused to fly invisibly to the cards held
by the first assistant. The magician takes the pack, snaps it
sharply, and when the spectator again counts his cards he finds
that the required number of cards have been added to those he
holds!

This is one of the oldest plots in magic and, like all the old
tricks which have survived the passage of time, it is a truly
great classic.
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Preparation. Beforehand place two of the three-spots on the
top of the pack, the other two at the bottom.

Procedure. The steps are as follows:

1. If you are performing for an intimate group, seat yourself
at a table and request one of those present to sit opposite you.
If you have a larger audience, use a small table and stand your
assistant on your left, with the table between you. In selecting
a spectator to assist you, choose if you can a person who has
shown that he enjoys your tricks, for he will be less likely to
attempt to embarrass you and will follow your instructions im-
plicitly.

Place the pack before your assistant and instruct him to cut
it into three packets fairly equal in size. When he has done this,
request him to select any one of the three and take it in his
hands. Note which he takes, and in picking up the other two
assemble them so that you will have two three-spots either on
the top or on the bottom.

If you have two three-spots at the top of the pack, well and
good. If not, shuffle one of those at the bottom to the top. Ap-
proach another spectator and force the three-spot on him, prefer-
ably using the classic force. Have him place the forced card in
his pocket without looking at it.

2. Return to the table and address your assistant somewhat
as follows: “I shall ask you, sir, to count your cards, but I want
you to do so in a manner which will prove to all that you have
counted them correctly. Kindly hold them about eighteen inches
above the table and drop them one by one, thus.” Illustrate by
dropping three cards singly from those you hold. “We shall all
be able then to count with you and you will be sure that none
of the cards cling together.”

The reasons given for counting the cards in this manner are
logical, and you have a private purpose too. Thus counted, the
cards will spread and not be dealt in a neat pile—an essential
point as you will see in a moment.

Pick up the three cards you have dropped, replace them on
the top of the cards you hold, and keep them separate by in-
serting the tip of your left little finger under them.

3. Count with the spectator as he drops the cards, and at the
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same time palm the three cards at the top of the pack in your
right hand. There is no risk of detection, for all eyes will be
watching the spectator deal the cards. When the count is com-
pleted, let us say sixteen cards, glance at the spectator and say,
“You counted sixteen cards. That is correct?” Whatever the
number may be, he will agree.

Reach forward with your right hand and with a careless off-
hand gesture push the cards toward him, releasing the three
palmed cards on them. Your hand must rest on the cards for
only a moment, and you must not look at them. The entire
action should seem to be a gesture toward the cards to indicate
what you want done. This is the crux of the trick, and when it
is done properly no one later remembers that your hand was
anywhere near the cards. It would seem that everyone should
see what you do, but you must remember that you have not
said what you are going to do and for this reason the spectators
do not grasp the significance of your gesture.

At the moment you push the cards toward your assistant,
catch his eye and say, “Kindly pick up the cards and place them
in your pocket” If he is seated, have him hold them tightly
between his hands.

4. Address the audience, saying, “My trick is this, ladies and
gentlemen. My friend here has taken a given number of cards
determined by himself. He counted them in such a manner that
we are all assured that the count was correct.” Turn to the
assistant and say, “How many cards do you hold?” *“Sixteen,”
he replies. Again address the audience, “I call your attention
particularly to the fact that never once have 1 touched the
cards.”

This is not true—you did touch the cards and secretly added
three more to them—but, if you have done this naturally and
easily, no one will question the statement. The gesture will have
passed wunnoticed. Indeed, the authors many times have heard
spectators  afterwards affirm that not once had the performer
touched the cards.

5. Turn to the second spectator, upon whom you forced the
three-spot. “Will you, sir, now for the first time show the card
you chose? The three of diamonds. Very well, I shall use the
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value of that card for my trick. I shall cause three cards to
pass from the cards I hold in my hand to the packet of sixteen
cards which are being held tightly by my friend at the table.
Are you ready, sir? Ah, you needn’t look so worried. The impact
of the cards will be negligible, hardly more than a slight tickling
sensation.”

Hold the cards in your left hand, as for dealing, with the
thumb pressing firmly on the back of the packet, and as you
count “One!” bend the outer ends of the cards upwards with the
right middle finger and riffle them sharply.

Repeat the riffle, counting “Two!”—and once again, count-
ing “Three!” This time, palm the top card, reach over and pre-
tend to pull the card out of his sleeve, as you say, “Sorry, that
one went only halfway. I'll try again.” Replace the card on top
of your packet, being careful that no one sees its face, riffle again,
and call, “Go!”

6. Address the assistant, “A moment ago you had sixteen
cards. You now hold nineteen. Please count them in the same
way that you did before, so that we may all see the result of
this truly inexplicable feat.”

Count aloud with the spectator, and when he reaches “six-
teen” raise your hand and your voice emphasizing the last three
numbers with crescendo effect.

This is the feat in its best form. The student cannot appre-
ciate how fine a trick it is until he has himself witnessed the
utter amazement it induces 1n an audience.

EVERYBODY’S CARD, |

Card tricks may come and card tricks may go, but the really
great card classics go on forever. This feat has been performed
by countless magicians for almost a century and no doubt will
be charming audiences a hundred years hence. Robert-Houdin,
who included it in his programs under the title the metamorpho-
ses, writes of it, “I may once more remark that this trick, skill-
fully executed, is one of the most surprising that can well be
performed.” The authors can only urge their readers to master
this delightful bit of hanky-panky.
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The plot is simple. Four cards are drawn by as many persons.
One of them is shown to each in turn, and it changes successively,
the one card becoming everybody’s card.

1. Advance with the pack in hand and make a short intro-
ductory statement. “Ladies and gentlemen, I should like to show
you one of the great card tricks.” As you say this, fan the cards
and hold them with their faces toward the audience. Square the
pack smartly in the left hand, with the card faces toward the
audience, and say, “A pack of playing cards.”

Glance at the face card, appear to notice something unusual,
and brush the card with the right finger tips. “The four of
spades.” Cover the pack for a moment with the right hand, make
the color change and show that the face card has changed to
another card. Gesture with the right hand toward the pack, but
do not say anything and, during the laughter which the color
change provokes, do not move. Shrug a little, helplessly. “An
unusual pack of cards!”

2. Approach someone well on your right, holding the pack
as for the Charlier cut, and ask the spectator to cut the cards.
At the moment his hand is about to close on the pack, make the
Charlier cut, saying, “Thank you.” This will usually amuse an
audience if you are careful not to give the impression that you
are a wiseacre.

3. Spread the cards widely between your hands, and invite
the spectator, whom we shall call A, to take a card. Let it be
amply clear that he has a free choice, but do not mention this
fact, because you should never lead an audience to believe that
there is such a thing as a forced choice. “Remember your card,
please.” Extend your right hand for the card, saying, “I will
place your card on the table for a few moments.” Turn to your
left, making the top change, and drop an indifferent card on
the table.

4. Approach a second spectator, whom we shall call B and who
is seated somewhat to the right of the center of the audience.
Shuffle A’s card to the middle of the pack in preparation for a
force as you do this. Square the cards, holding a break over A’s
card, and say to B: “You, too. Will you take a card?” Break
off, glance back at A, saying, “No, no! Stay for a while and
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enjoy the show!” Revert to B and force A’s card upon him.
Take it from him, and in turning to your table again make the
top change, placing an indifferent card upon the first card.

5. Prepare in the same manner to force A’s card upon a third
person, C, who is seated to the left of center. A moment before
you make the force, glance back toward spectator A worriedly,
apparently note that he is still in his seat, smile broadly at him
as if you have a little joke between you, and invite C to take a
card. This incidental “business” helps to make the spectator’s
choice of a card seem unimportant, since you are more interested
in spectator A than in what you are doing. It also helps to en-
liven the slow part of the trick, which is the time spent in having
cards selected.

6. Take C’s card, turn back to your table, and actually drop
this card upon the other two. Care must be taken that only those
close to A, B, and C see the cards they take. It is for this reason
that you choose spectators in widely separated parts of the
audience. You must also handle the card so that its face is not
seen after the top change.

7. Now move on to spectator D, who i1s at the extreme left.
Extend your left hand with the cards in position for the Charlier
cut, saying, “Will you cut the cards?” Glance back at spectator
A, laughing, and say, “Remember?” Before D can move to cut
the cards (it is unlikely that he will fall into the trap you set
for A), you say, “I'll shuffle them myself.” Spring the cards from
the right into the left hand, saying, “A Chinese shuffle I learned
in Canton . . . Ohio.”

8. Place the pack face downwards on the extreme finger tips
of the left hand. Hold the hand well away from the body. “And
a cut!” Remove the upper half with the right hand and place
it beside the lower portion. Pick up the lower portion, leapfrog
it over the upper half, and place it to the left of the latter
portion. Finally, pick up the upper half and place it on top of
the other. Clearly the pack has not been cut at all, and your
swindle will cause some amusement. You must make this cut
neatly in about three seconds, so that it will not slow your
presentation.

9. “The cards have been shuffled and cut,” you say blandly to
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spectator D. “Kindly take one of the fifty-two cards.” Riffle
the pack close to your ear, as though counting the cards, and
say in a surprised tone, “Hmm. Only forty-nine!” Then note
the three on the table. “Oh yes, three on the table, forty-nine
here.”

Spread the cards before D. Abruptly glance at him in mild
indignation. “Sir, do you think I cheat?” Pause and say, as if
the thought had just struck you, “Why, I de! Here, take the
cards in your own hands and remove one.”

10. As he removes a card, walk to your table, and pick up
the three cards there—two of which are indifferent cards and
the third the cards taken by A, B, and C. Move to A, show him
the three cards, and say, “You see your card?” He affirms that
you hold it. Next move to B, showing him the three cards. “You
also see your card?” Finally show the three cards to C, asking
him the same question. You will have received three affirmative
answers, and the audience, seeing that you hold three cards,
assumes that each of these is a card drawn by one of the spec-
tators !

11. Now you return to the last spectator, D, saying, “You
have found a card to your liking? Good. May I have the pack?”
Take it in your left hand, drop the three cards you hold in your
right hand on top of it; the top card of the pack will then be
the one taken by A, B, and C. Take D’s card with your right
hand.

Glance toward A, at the other side of the audience, bow
formally, and say in a satiric tone, “I hope you’re having a' good
time.” Again smile as though you had some pleasant and private
understanding with him. Move toward him and make the top
change, taking his card in your right hand but holding it hori-
zontally so that its face cannot be seen by anyone.

Stand before him, with the card extended. “Will you breathe
on the card?” At the moment he blows, make the ruffle with a
single card. Glance toward spectator D, saying, “Your card
has metamorphosed into this gentleman’s card.” Tip up the card
so that A, and only a few others near him, can see it. “It is your
card, sir?” A will admit that it is. Immediately move away from
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him, effectually silencing him and thus preventing any possible
remark which might reveal the name of his card.

12. Hold the card well away from your body, with its outer
end sloping downwards so that its face cannot be seen. Let it
be clear to all that the card is not exchanged for another.
Approach B, extend the card, have him blow on it, and again
ruffle the card. Tip it up so that he can see it, and say, “And
now it is your card, too.”

13. When he has agreed, move on to C, again holding the
card so that its face cannot be seen. Request C to blow on the
card, and when he does so say, “Oh, come now, sir! What a
feeble attempt! Surely you can do better?” The spectator, enter-
ing into the spirit of the occasion, rewards you with a full-blown
zephyr, and you ruffle the card, at the same time tilting it so
that he can see its face. “Unbelievable as it may seem, the
card is also your card!”

14. Glance back at A, saying, “Aren’t you glad you stayed?”
At the same time move on to spectator D. “And now, last but
not least, let us see if we can transform the card into your card.
Kindly blow upon it.” When he has done so, tilt it up so that
he can see it, and say, “You see—it’s your card, too.”

Turn to your left a little, and top change the card you hold
for that at the top of the pack, which is D’s card. D will deny
that the card you showed him is his card; but if he does not
you say, “It is your card, isn’t it?” in which case he will state
that it is not. “Of course,” you exclaim. “The ruffle was missing.
Kindly blow again.” Ruffle the card as he blows upon it, then
tip it upwards so that he can see it. Finally hold it up so that
all can note that it is the same card they saw at the start.
“You see, ladies and gentlemen,” you exclaim, “this card is
everybody’s card!”

Although there are two forces and four top changes in the
trick, these sleights are made when there is no reason for the
audience to anticipate trickery; for this reason they are easy
to perform without detection. The trick is entirely delightful
and will charm any audience when done easily and naturally.
We have outlined a possible presentation in an attempt to con-
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vey the informality which is so important in making the feat
entertaining. The tone set here may not be suitable to everyone,
but the plot adopts itself to any style of presentation which the
student may wish to evolve for himself.

Note particularly the use of the glance toward a spectator
away from you in order to offer misdirection during the execu-
tion of a sleight or in preparation for it. This device is extremely
useful, for it capitalizes upon the universal human urge to see
that which another looks at.

When performing this trick for small groups, it is advisable
to follow it immediately with another trick; this will prevent the
four spectators from mentioning the names of their cards, which
would reveal the modus operandi of the trick.

EVERYBODY’S CARD, II

This version of the preceding trick is more suitable for per-
formance before a drawing-room audience or some other small
group, where seating conditions would make the four-card pres-
entation impracticable. We shall give only the barest outline
of the procedure:

1. Spectator A takes a card, which you control to the top of
the pack.

2. Force the same card on B.

3. Let C remove any other card. Control this to the top, above
A-B’s card, by means of the Hindu shuffle.

4. Shuffle the cards, retaining C’s card at the top, with A-B’s
card under it.

5. Approach C, riffle the pack, and request him to stop the
riffle. This done, backslip C’s card to the top of the lower packet
in removing the upper half. Remove C’s card, and reassemble
the pack with A-B’s card on the top.

6. Show C his card and ask him if you have found the proper
card. He acknowledges that you have.

7. Move toward A, top changing the card you hold forthe
one on the top of the pack. Have A blow on this card. Ruffle
it, and show that it is his card.

8. Move to B, have him blow on the card. Ruffle it andtip

it up so that he can see that it is also his card.



PLATFORM TRICKS 287

9. Move to C, have him blow on the card. Show it to him
and he denies that it is his card.

10. Top change the card you hold for the one at the top of
the pack. Have C blow on this card. Ruffle it at the same time,
then show that it is his card.
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