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Imagine this.
You're a magic dealer and you've just taken a fiscal bath by overstocking the Doug Henning
autobiography, 1Am The Magical Goat of Wonder (Let Me Make You One Too). You can't give
the damn thing away.
So now you're very cautious and then along comes this Peter Duffie book promising new
methods for effortless card magic. But you're more interested in methods for effortless sellingif Duffie had a method for that, you know you could sell tons of his book.
That night Doug Henning comes to you in a dream. He's dressed in a lot of pastel blues and
seems to be hopping even though he claims he's levitating. You don't argue with him because
you notice his overbite is really vicious-maybe he's rabid. Anyway, Doug is holding a copy of
Duffie's book and he's got it open to one trick and he's pointing to the title. He stops hopping for
a minute and you read what it says, "Vanished or Gone." And that's exactly what happens next
to Doug as he says, "This is the secret of effortless selling."
Next day you get out Duffie's Effortless Card Magic and turn to "Vanished or Gone" in chapter
12. It's a great trick. You hand a spectator a deck of cards. He thinks of a card. He tells you
nothing. You tell him. "Your card is gone!" He deals through the deck and his card IS gone!
No sleights, just a great trick deck you can make yourself in five minutes.
So you make up a deck. Two minutes after that you've mastered the method. A guy comes into
your shop, you hand him the deck, he thinks of a card, it's gone.
He'd pay twenty bucks just for the trick, but you've got a surprise for him: you hold up Effortless
Card Magic. It's in here, you tell him. No sleights, one deck. A miracle and, you add, there's
thousands more (at this point you exaggerate slightly). He can't get out his money fast enough.
Sensing an additional sale, you reach under the counter to a box overflowing with books and
grab one as you say, "Have you seen the thrilling new bio of Doug Henning?"
Bob Farmer
Canada, 1977

Welcome to Effortless Card Magic. As the title suggests, there is not one difficult trick in this
book. There are some that are entirely automatic in their handling, while others use a few basic
moves. The title, "Self-Working," is a misleading one, and I threw that out before I had even
started work on the book. For example, does that mean that we can put the deck on the table,
leave and have a cup of coffee, while the deck entertains the audience? The audience cannot
be entertained unless we present the effect to them. So, even the most automatic of card tricks,
requires you to work on its presentation. As my friend Gordon Bruce once told me, "There is no
such thing as a self-working card trick." I think he was right.
In my introduction to DufieJs Card Compulsions, I said, "During the planning of this book, I
avoided any segmentation of the tricks into chapters...I personally find it rather arduous plowing
through a whole chapter of four ace tricks, followed by a chapter of sandwich tricks." However, I
found it difficult to apply that approach to this book. Therefore, I slotted each effect loosely into
a category. I think most chapters contain a fairly wide variety of effects and methods.
I have added a small chapter at the beginning describing some fundamental moves. This may
help readers who are not familiar with full dekk retention shuffles and cuts. Any other simple
moves are explained within the trick. Most of the routines are appearing here for the first time,
with only a few having been in print before. So, I hope you are able to find something of
interest. At least you will not break your fingers as you work your way through!
In conclusion, I would like to offer a few words of gratitude:
To Richard Kaufman for his continuing support and for his confidence in publishing this book.
To Roy Walton, who is a constant source of inspiration and encouragement as well as a good
friend.
To Gene Maze for a suggestion regarding the title.
And finally, once again to that amazing man, Joseph Schmidt, for his superb drawings.
Peter Duffie

Here is a very easy triple action cut that retains the order of a rotational stack such as, Si
Stebbins or RedIBlack Alternation. I have outlined two versions. I am not presenting these as
original moves, however, they are easy, deceptive, and quite efficient.

To make the description easy to follow, visualize the deck in three approximately equal
sections. Section A is the top third, Section B is the middle third, and Section C is the bottom
third (figure I).

a) Start with the deck face down in dealing position in your left hand.
b) Bring your right hand over and grasp Section A at the inner corners between your middle
finger and thumb. Your right first finger rests on the back of the top card (figure 2). Pull Section
A inward and then slap it onto the table.

c) Immediately return your right hand to the deck and grasp it at the inner corners once again.
Remember to rest your first finger on the back of the top card as before. This time, however,
you pull the bottom third, (Section C) inward (figure 3) and slap it on top of Section A (figure 4).
Your right first finger creates the illusion of the top section being removed as it glides over it and
onto the lower section.
d) Come back and pick up the last third (Section B) and drop it on top of all.
At the completion, the order of the three packets is: B, C, and A. The effect on the deck is the
same as a single complete cut, where Section A has been cut to the bottom.

a) Start with the deck face down in dealing position in your left hand.
b) Bring your right hand over and grasp the middle ,third of the deck (Section B) at the inner
corners between your middle finger and thumb. Your right first finger rests on the back of the
top card. Pull Section B inward, your right first finger riding with it (figure 5),then slap it onto the
table. Your left thumb retains the break at the left side (figure 6).

c) Immediately return your right hand to the deck, grasp the packet above the break(Section A),
pull it inward and slap it on top of Section B on the table.
d) Finally, come back and pick up the last third (Section C) and drop it on top of all.
At the completion, the order of the three packets is: C, A, and B. The effect on the deck is again
the same as a single complete cut, with Section C having been cut to the top.

This is a series of casual cuts that leave a rotational stack intact. By rotational stack, I mean
any stack that runs in a continuous loop, such as Si Stebbins, or an alternating redlblack stack.
You can use it in place of a false shuffle in any of the effects using such set-ups. With one
simple adjustment, full deck retention is achieved, and I have appended that at the end. This is
particularly effective when done with a face-up deck. Do not attempt to make this look neat. It
should appear quite sloppy, but the movements should be fluent.

a) Hold the deck face up in dealing position in your left hand. With your left thumb push over
about twelve cards and take them into your palm-up right hand with the thumb on top and
fingers below (figure 1). Drop this packet onto the table.
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b) As your right hand is dropping ,the first packet onto the table, your left thumb goes below the
deck and levers it face down (figure 2). Immediately push off approximately twelve more cards.
This time your right hand takes hold of the packet palm down, with the fingers on top, and the
thumb below (figure 3). Turn your right hand palm up and drop the packet on top of the first
(figure 4).

c) As your right hand is dropping its packet, your left thumb once again goes below its section
and levers it face up. Without pause push off about half of the remaining cards with your left
thumb, then toss this packet, single handed, face up onto the table to the left of the other faceup cards (figure 5).

d) As the left hand is tossing its packet, your right hand picks up the face-up section at its right
edge, fingers below and thumb on top (figure 6).
e) Finally, your left hand tosses the remaining cards on top of all.
After all that, the effect on the deck has been that of a single cut. To retain full deck order, when
you drop the second packet onto the first, step it inward for about half an inch (figure 7). At ,the
end, you pick up the deck, cut all the cards above the step onto the table and slap the
remainder on top. The deck is back as it was.

This is a commonly used Jog Control, but one that is often done incorrectly. The best method is
that of Jerry Andrus, "The Drop Jog" (p.79, Andrus Deals You In, 1956). 1 use it in conjunction
with the Erdnase Triple Cut to the table and that is the way I will describe it.
Let us assume that a card has been selected. You now want the selection returned and then
controlled to the top of the deck.
a) Lift off about half of the deck from above with your right hand, fingers at the front and thumb
at the inner end. Extend your left hand toward the spectator and have the card returned to the
top of the left hand portion.
b) Bring your left hand back again so that the right-hand section is directly over it (figure 1).

c) Lower the front end of the right hand section slightly (figure 2). Now release the packet
directly on top of the selected card. Due to the downward tilt, you will find that an automatic Jog
forms at the inner end above the selected card (figures 3 and 4). This Jog might be one card or
it could be more than one.
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d) At this point, you can square the deck and obtain a little finger break above the selection by
lifting up on the injogged card with your right thumb. However, I do not do that unless the Jog
created is overly large, and is obvious from the front. Instead, I move straight into the Erdnase
cut sequence.
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Bring your right hand down on top of the deck and lift off about half the cards above the injog
(figure 5). Drop ,this packet onto the table. Without any pause, bring your right hand back and lift
off all the cards above the selection (figure 6). Drop this packet on top of the first.
Finally pick up the remaining cards and drop them on top of all. The selected card is on top.
Never throw the upper half forward onto the selected card. This is the common fault. A forward
throw guarantees an injog, but it is obvious to any observer. Try it in front of a mirror both ways
and you will see the difference. You actually have more control if you drop it straight down. After
a while you will be able to lessen the degree of tilt until it is minimal.
If you have had more than one card selected, control the first card to the top as already
explained. Now Swing Cut the upper half of the deck into the left hand, and have the next card
replaced on top of this section. You now proceed from Step b onward as above. Repeat as
required to bring any number of selected cards to the top.

This false shuffle belongs to G.W. Hunter, and is perhaps the easiest of the Overhand methods
for full deck retention. The substitute for the Injog, the Upjog, belongs'to Albert Verity and can
be found in Edward Victor's The Magic of the Hands. The use of the Upjog in this shuffle is my
own small addition. Where an lnjog needs to be created, an Upjog creates itself, rather like the
principle of the previous "Effortless Card Control." If the Upjog does not appeal to you, simply
substitute an Injog. Either way, this is a very effective False Shuffle.
..
a) Hold the deck in readiness for an Overhand Shuffle with the faces toward your right.

b) With your right hand, lift off half the deck from the face. This section is gripped between your
right thumb and second finger. Your right first finger rests on top of the packet (figure 1). Bring
the packet over and run five cards singly onto the left-hand section. Without pause, gent!y throw
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the remaining cards from your right hand straight down on top. You will find that this will cause
the face card, sometimes more than one, to upjog slightly (figure 2).

c) Without removing your right hand from the deck, move the tip of your right first finger in front
of the upjogged card and push forward. This causes the deck to part at this point (figure 3).
Immediately grip the front section between your thumb and second finger and lift the front
section upward (figure 4). Run five cards singly onto the other section and finish by throwing the
remaining cards on top.
The deck is back as it was at the start.
The above shuffle should be carried out two or three times in succession as you are talking.
Once your fingers become accustomed to the actions, you will not need to look at your hands
during the shuffle. The number of cards run during the shuffle is up to the individual. I think five
is about right.

A spectator cuts the deck several times. You rapidly produce a Royal Flush in Spades.
This simple but effective Ace production is a direct descendant of Phil Goldstein's "Cruz
Control," published in The Linking Ring (one man parade, 1995).
Start with the Royal Flush on top of the deck in the order: Queen, King, Jack, Ten and Ace. The
Queen is the top card of the deck.
1. Shuffle the deck retaining the top five cards, then Double Undercut one card (Queen) from
top to bottom. There are now four important Spades on top and one on the bottom.
2. Hold the deck face down in dealing position and extend your hand toward a spectator and
ask him to cut less than half the cards. When he does, tell him to turn that portion face up and
to drop it back on top. Now ask him to cut more than half, saying, "Cut deeper down this time."
Again you tell him to turn this section completely over and drop it back on top. This is the Ed
Balducci Cut Deeper Force.

3. Spread the cards from hand to hand and stop when you reach the first face-down card,
saying, "This card is a result of the two cuts you made. 11' 1 leave it on the table for the moment."
Take all the face-up cards away with your right hand. Thumb-off the top card of the lower
section onto the table. As you do this, push over the next face-down card sufficiently to obtain a
little finger break below it (figure 1).
4. The right hand now flips the face-up section face down onto the lower portion (figure 2).
When it lands, lift it off again with the right hand, taking the card above the break below the
packet (figure 3). If the pick-up is instantaneous, it should appear as if the packets never really
came together. The right hand places its packet face down on the table. We will call this Section A.
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5. Extend your left hand toward the spectator and ask him to cut off a packet (Section B). Tell
him to place this packet face down on the table to the left of Section A.
6. Finally, place the remaining cards (Section C) face down on the table to the left of all. The
selected card should lie face down in front of Section B on the audience side. The layout thus
represents a "T" formation (figure 4).
7. Pick up the selection, tap the three packets with it, and replace it face down at its position on
the table.
Produce the Royal Flush as follows:
a) Turn over the top card of Section B (Ten of Spades). Place the Ten onto the table in front of
the packet, that is, on your side of the table. The layout now forms a cross (figure 5).

b) Flip over the two outer packets simultaneously to reveal the Jack and Queen of Spades.
c) Turn over the selected card to display the King of Spades. The current display is a cross with
the Ten, Jack, Queen, and King of Spades forming the four tips and a face-down packet at the
middle (figure 6).

d) Look at the situation, then say, "Not bad cards to have in a game of Poker. Perhaps this will
make them the best!" At this, turn over the top card of the central face-down pile to produce the
Ace of Spades. This gives a final, four-prong design with the Ace in the middle.
To produce the four Aces, start with all four on top. Carry out the routine as described above
and finish at the end of Step 7, part c.

A spectator selects a point in the deck from where you remove two random cards. You leave
these lying on the table. A second spectator freely cuts the deck into four piles. The top card of
each pile gives four more random cards. You take the two random cards from the table then
you lift off the top card of one of the piles and place it between the two cards. When you
remove the card, it is an Ace. You repeat this with the other three cards, finishing with all four
Aces.
1. During a previous effect, secretly get the four Aces to the top of the deck. Shuffle the deck
retaining the Aces on top.
2. You now carry out the Balducci Cut Deeper Force. With the deck face down in dealing
position extend your hand toward a spectator and ask him to lift off a small portion of cards, turn
them face up, then place them back on top. Ask him to further randomize things by cutting
deeper so that he lifts off a larger portion. He turns this section over, then replaces it.
Spread through all of the face-up cards and stop when you reach the face-down section. Turn
all the face-up cards face down then place them to the bottom. The audience is unaware that
the four Aces are back on top. Push over the top two cards, saying, "By two random cuts of the
deck, we have arrived at these two random cards. I'll leave them on the table for the moment,
because there are still more choices to be made."
As you push over the top two cards, your thumb engages the next card and pushes it over
slightly. This allows you to catch a left little finger break below the card. Now when you now
square the two cards it is an easy matter to lift off all three cards together. Place them face
down to one side of the table. Keep the packet squared so that the audience cannot see that
there are three cards.
3. Shuffle the deck again retaining the top card (Ace) in place. Place the deck face down onto
the table. Invite a second spectator to cut the deck into tvo halves but make sure that you keep
track of which half contains the Ace. These two halves sit side by side (figure 1). You now ask
him to cut each portion in half again (figure 2). This results in four piles. The Ace is on top of
one of the end sections.
4. Reach over and pick up the two random cards (really three Aces), and hold them face down
in dealing position in the left hand. Say, "We have an interesting situation. These two cards
were arrived at as a result of you cutting the deck twice. Yes?" Here you are directing the

question toward the first spectator. You now redirect your attention toward the second
spectator, as you continue saying, "And you then cut the deck into four piles. You had total
freedom and I did not interfere in any way. Is that correct? Good. Well now we come to the
interesting part. What happens when so many random cards are present?"

5. Here is the transformation sequence that will be used with the top card of each packet.
a) With your left thumb push over the top card of the packet in your hand, keeping the lower two
squared as one (figure 3).
b) With your right hand pick up the top card of the end pile that does not have the Ace on top.
The pile with the Ace is the last one you deal with. Place the card you have just picked up on
top of the uppermost card in your hand, but jogged forward for about one inch (figure 4).

indifferent card

c) Grip the outjogged card along with the single card below it between your right thumb and
fingers (figure 5), then use your left hand to transfer the double card from the bottom to the top.
Leave the outjogged card protruding for a moment (figure 6), then push the card flush and
square the packet.

f
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d) Spread over the top two cards, keeping the bottom two squared as one, then slowly slide out
the middle card and turn it face up. Drop the card on top of the other cards in your hand. The
card is an Ace. Lift off the Ace with your right hand from above and drop it face up on top of its
pile on the table.

6. Repeat Step 5 in its entirety with the next pile to produce a second Ace.
7. Repeat Step 5 again with the third pile, but with this difference. When you turn the middle
card over and place it face up on top of the packet, obtain a break below the top two cards.
Now lift off the face-up Ace and the card below it, then drop both on top of the pile. You are now
clean.

8. Repeat the same actions that you have been doing, however, this time everything is genuine.
You finish with a face-up Ace on top of each pile (figure 7). As a final gesture, casually turn the
two random cards over and toss them face up onto the table, saying, "I told you that you would
see something interesting! Now would you like to see a trick with the four Aces?"

You remove two random cards from the deck. A spectator inserts the two cards at two random
positions in the pack. When the cards on either side of each locator card are turned over, they
are the four Aces.
This effect uses an effective Plunger Switch of Harry Lorayne's. This switch is practically selfworking.
Start with the four Aces on top of the deck.
1. Hold the deck in your hands and give i f a complete cut. Retain a break between the two
sections as they come together, as you say, "I need a couple of random cards to act as
locators." Spread through the cards and stop at the break. Push over one more card and
separate the spread at this point. Thumb off the top two cards of the lower section onto the
table, saying, "These seem random enough." Place the right- hand portion of the deck below
the left portion and square the cards. There is now an Ace on top of the deck and one on the
bottom.
2. Place the deck face down on the table in front of a spectator. Ask him to cut off a section
from the top and place it on the table. Pick up one of the random (?) cards and place it face
down on top of this packet with it jogged forward for about one inch (figure 1).

Ask the spectator to cut off a second small portion and to place it on top of the first. This leaves
the outjogged card protruding from the tabled packet (figure 2). Pick up the other random (?)
card and place it on top of the packet. Again, this card is outjogged like the first (figure 3).

Tell him to place the remaining cards on top of all. The deck is now reassembled and there are
two cards outjogged at two separate places (figure 4).
3. Spread the deck across the table. With your left hand remove the lower outjogged card along
with the card above and below it. Simultaneously your right hand removes the upper outjogged
card plus the cards above and below it (figure 5).

Place the right-hand set of cards on top of the left-hand set. The two outjogged cards should
still be in place.
Position Check: You are holding a face-down packet of six cards in your left hand. The order
from the top down is: Ace, outjogged Ace, random card, random card, outjogged Ace, and Ace.
The audience believes the two outjogged cards are random and that the other cards are there
purely by the spectator's chance cuts.
4. You now switch the two outjogged Aces for the two random cards, leaving them outjogged in
place of the Aces. To do this we use the Lorayne Plunger Switch. This move is illogical, but a
trial will prove that the discrepancy flies past an audience unnoticed. You also execute the
move while looking at and talking to the audience. The move takes just under two seconds to
perform.
a) Place your left first finger on the outer end of the outjogged cards and your left thumb on the
back of the top card (figure 6). The thumb exerts a light downward pressure.
b) Start to turn the hand inward at the wrist. At the same time, push the two outjogged cards
inward. Due to the thumb pressure on the packet, this will cause the two random cards between

the outjogged Aces to emerge at the other end (figure 7). This is the plunger principle. Continue
to turn your hand over until the backside is uppermost (figure 8).

At this point your right hand comes over and takes the face-up packet at the end where the two
random cards are now outjogged. Your right thumb is on top and the fingers are below. The left
hand releases its grip and turns palm-up, then the packet is replaced in the left hand.
It is best to make the move mid-sentence, so I make it as I am saying, "You won't believe what
(start the move) four cards you placed (move complete) these random cards next to."

Pull out the two outjogged cards from the packet and drop them side-by-side face up on the
table. Finally, spread the four remaining cards revealing the four Aces. Take the upper two
Aces with your right hand, leaving the lower two in your left hand. Drop each pair in a spread in
front of each random card (figure 9). This final display says it all--each random card has found
two Aces.

You show the two Jokers, then from between them you produce a Red Ace, which you place on
the table. You tap the Jokers and produce the other Red Ace, which you place on the table
beside the first. However, your luck seems to have run out as the Black Aces seem to have
eluded you. This is not a problem. You rub the Jokers together whereupon they visibly change
into the two Black Aces.

My original version of this effect appeared in Imagine under the title "Harlequinesque." I knew
that the plot was not a new one but had no idea whom to credit. Later, I found out from my
friend Roy Walton that Karl Fulves devised the plot, and published it in The Pallbearers Review
(December 1965). He called his effect "The St. Nicholas Aces." Shortly after the publication of
"Harlequinesque" in Imagine, another friend, lain Girdwood improved the handling. With lain's
permission, I have also included that version next in this book.
Remove the four Aces and set them on top of the deck as follows (reading from the top down):
Red Ace (face down)-Red Ace (face up)-Black Ace (face down)-Black Ace (face up)-Rest of
deck.
I use two Jokers for this but the two Black Jacks or Kings can be used instead. I will describe
the effect using the Jokers. The sequence used to produce the first Ace is from Larry Jennings'
"The Visitor."
1. Spread through the deck carefully, so as to conceal the reversed cards, and toss out the two
Jokers. Turn the pack face down into left-hand dealing position, and obtain a little finger break
below the top two cards.
2. Pick up the Jokers, saying, "Any time I want to perform my favorite four Ace trick I use the
Jokers. I know that might sound strange but these Jokers save me a lot of work. They save me
from having to look for the Aces. Watch, 11' 1 show you what I mean."
As you are speaking, place the Jokers face up on top of the deck with the upper one spread
over to the right to display both Jokers (figure 1). Square the Jokers up on top of the deck then
flip over all four cards above the break, turning them sideways (figure 2). Immediately spread
over the top three to reveal a face-up Red Ace between the two face-down cards. Outjog the
Ace for about half its length (figure 3).

Square the upper face-down card with the lower one, then lift off the three cards with the right
hand, placing the thumb on top of the cards and the fingers below them (figure 4). Turn the
hand at the wrist to show the face of the lower Joker (figure 5), then turn your hand palm-up
again. As you are doing this, obtain a little finger break below the top card of the deck.
Allow the face-up Ace to slide out from between the two cards onto the table. Now square the
two cards over the deck picking up the card from above the break. Flip over all three cards as a
unit, leaving them stepped to the right (figure 6).
3. Bring your right hand over and take hold of the packet in a Biddle Grip (figure 7). Place your
left thumb on the uppermost Joker and drag it onto the deck (figure 8). Pick this card up again

below the other two cards. This sandwiches the other Red Ace between the Jokers. This time
the Ace faces the same way as the Jokers.

Tap the Jokers against the deck, then spread the three cards to reveal the appearance of the
other Red Ace. Allow the Ace to slide out from between the Jokers and onto the table beside
the first Ace.

4. You now cause both Jokers to change into the Black Aces using the Jack Merlin Paintbrush
Change. Obtain a break below the top two cards of the deck. This is fairly easy because these
two cards are face to face causing a natural break to form.

Place both Jokers face up on top of the deck. Bring the right hand over and take hold of all four
cards above the break in a Biddle Grip (Figure 7, again). Place the left thumb on the uppermost
Joker and drag it onto the deck (figure 8, again). The right hand is holding a block of three
cards, which it immediately turns face down on top of the face-up Joker, leaving the block
injogged for about half of its length (figure 9). Push the three cards forward with your right

thumb and fingers at the inner end (figure 10). Immediately pull back the top card alone to
reveal that the face-up Joker has changed into a Black Ace (figure 11). Wait a beat, then snap
over the face-down card to show that it has changed into the other Black Ace. Drop these two
Aces onto the table beside the Red Aces and move into your favorite four Ace trick that you
promised your audience earlier.
A face-up Joker remains second from the top of the deck with the other Joker face down on top.
If you ask the audience to examine the Aces, this will give you some cover under which to ditch
the two Jokers into your lap or a convenient pocket.

I thank my friend lain Girdwood for this improvement to the previous routine. While the basic
effect is the same, there are no unwanted reversed cards when you finish. Ian has also added
further refinements that will become apparent as you read on. The set-up and the handling are
different, with only the first production remaining the same.
Remove the four Aces from the deck and arrange them in the following order on top of the deck
(reading from the top down): Black Ace(face down)-Red Ace(face up)-Black Ace(face down)Red Ace(face up)-rest of deck.
Again, I will describe this effect using the two Jokers, but any two prominent cards, such as the
Black Jacks, will do.
1. Remove the two Jokers and then take the deck face down into left-hand dealing position.
Obtain a little finger break under the top two cards.
2. Pick up the Jokers from above with your right hand and, as you square them, momentarily
place them face up on top of the deck. During this moment, pick up the two cards from above
the break below the Jokers. Immediately flip over all four cards onto the deck and spread over
the top three cards to reveal that a Black Ace has appeared between the Jokers (figure 1). As
you are doing this, push the next card (the fourth card) over just enough to obtain a little finger
break below it. Remove the face-up Ace and place it onto the table.
3. Square the two remaining face-down cards, picking up the card above the break below them.
Flip over all three cards but retain a break below them. A Joker shows on top. Push over the
uppermost Joker to display both Jokers (figure 2) then square them up again. You are still
holding a break below the top three cards. With your right hand still over the deck, secretly lift
up the next two cards with the right thumb, forming a new break and dropping the old one.
These two cards are the other set of face-to-face Aces and form a natural bridge to assist you

here. Immediately flip over all five cards onto the deck. Next, spread over the top three cards to
reveal the other Black Ace face up between the face-down Jokers (?).

Remove the Black Ace and place it on the table beside the other Ace.
4. Take the two remaining face-down cards with your right hand and wave them over the deck.
Look at them with disappointment when a Red Ace fails to appear. Do not place these two
cards too near the deck. After a pause, change your tactics and wave the two cards over the
two tabled Aces, saying, "Perhaps these will wield more power."
After a pause, turn the two cards face up to reveal that they have changed into the two Red
Aces.

You divide the deck into two face down halves on the table. You hold a Joker in your hand. You
pick up one of the halves. A spectator decides where the Joker is to be inserted and he then
notes the card at that position in the packet. You place the packet face down in front of him.
The same procedure is carried out with a second spectator who notes a card in the other half
deck. You now tap both packets with the Joker and then spread each packet face up on the
table. One packet consists of all the red cards with one odd black card in the middle. The other
half contains all the black cards with one red card in the middle. These odd cards are the two
selections.
This effect uses a simple but useful move, which is essentially a Block Mexican Turnover. Lin
Searles appears to have been among the first to use the Mexican Turnover with a single card
turning over a packet of cards. Phil Goldstein has also employed this technique. The
application, as used here, was published by David Britland in his book, Equinox. The move is
very easy to do. I must thank my friend lain Girdwood for his suggestion to use the Joker.
Previously I used an unknown card. For me, the addition of the Joker is the icing on the cake.
There should be one Joker in your deck. Failing that, use the Ace of Spades.
1. Spread through the deck and upjog all the red cards. Strip them out and place them in a
face-down pile on the table to your left. As I am separating the colors, I do not tell the audience
precisely what I am doing. I simply say that I am making a special arrangement that they might
find rather interesting in a moment.
Shift the Joker to the second position from the rear, then turn the black packet face down. The
Joker is second from the top. Execute a Double Lift to show the Joker, saying, "This is my
favorite magic trick because I don't do anything. The Joker does it all." Turn the double face

down and remove the top card as you place the rest of the packet face down to the right of the
first packet.
2. Pick up the left hand packet and hold it face down in dealing position in the left hand. The
Joker (?) is held face down in the right hand. In fact, this card is a random black card.

Hold the packet pointed toward the first spectator, slowly riffle downward at the outer left corner
with the left thumb (figure I),
and ask the spectator to call "Stop" at any point. When he does,
insert the Joker (?) into the deck at that point (figure 2). Take care not to expose the face of this
card. Once the card is partially inserted, swivel it clockwise until it is sidejogged for about one
inch to the right (figure 3).

You now apparently use the sidejogged card to flip all of the cards above it face up, however,
you make a switch as follows:
Place your right thumb on top of the Joker (?), and your first finger below it. Hold the card at the
middle of the right edge (figure 4). Move the thumb and first finger inward until the thumb tip
touches the side of the deck (figure 5).
At this moment, the right hand starts to raise the card which, in turn, lifts the upper section. As
the right fingers push the card square with the face of the upper portion, the right thumb moves
onto the top card of the packet (figure 6).
Immediately pull the top card to the right with your thumb and lever the packet face up using the
right fingers (figure 7). The top card of the packet is taken in place of the original card. The
packet lands face up on the left thumb which stops it from falling flush on top of the lower
portion (figure 8). This pose looks somewhat like the beginning of a Charlier Cut.

The right hand deposits the card it is holding, apparently the Joker, on the table for a moment.
As far as the audience is concerned, the card at the face of the upper section is the one that
was above the Joker.

Ask the spectator to remember the card now showing, then turn the upper section face down
onto the lower section. Place the packet on the table in front of the spectator.
3. Pick up the other half and place it into left hand dealing position. Pick up the Joker (?) and
repeat the same selection process as outlined above with a second spectator. At the end of
this, place the packet face down in front of the second spectator. The single card remaining is
now the Joker.
Wave the Joker over both packets allowing its face to be seen. Turn both packets face up.
Spread the first spectator's packet to reveal all red cards with one exception-his black
selection. Finally, spread the other half to reveal the second spectator's selection is the only red
card among the blacks.

You ask spectator A to remove any five red cards from the deck and you then ask spectator B
to remove five black cards. The rest of the deck is discarded. Each spectator sets one card
aside. These, you say, will act as Master Cards. Each spectator now notes one of the cards in
his packet. You replace the Master Cards and combine the two packets. One of the spectators
deals the packet into two hands-five to himself and five to the other spectator. When the two
hands are revealed, each contains four cards of one color and one card of the opposite color.
The odd cards are the two selections.

This uses the "PallaD Principle" that I published in my manuscript, Cards in Principle. The trick
works itself and is not easily reconstructed by your peers.

1. Invite two spectators to assist you. We will refer to spectator A as the one on your left and
spectator B as the one on your right. Give the deck to spectator A and ask him to remove any
five red cards. Once he has done that, ask spectator B to take the deck and remove any five
black cards. Discard the remainder of the deck.
2. Ask each spectator to give you any card from his packet. Hold out your hand and take A's
card face down and then take B's card face down on top. Place both cards on the table in front
of you, saying, "These will act as Master Cards in a moment."
3. Take the packet of cards from spectator A and fan them face down. Ask him to remove a
card and remember it. Have the card replaced among the other three and control it to second
from the top. This should be an easy task. All you do is shift the cards around, keeping an eye
on the selection, and stop when it is in the desired position. Give the packet back to the
spectator and ask him to hold it face down.
Take the packet from spectator B and ask him to select a card. This time control the card to
third from the top. Give the packet back to B and ask him to hold it face down.
4. Now, draw attention to the two Master Cards on the table, saying, "These cards have the
unique ability of being able to find selected cards. Let me show you what I mean. "
Ask spectator A to spread his four cards in a fan. Pick up the top Master Card of the tabled pair
and insert it second from the bottom of the packet (figure 1). Instruct the spectator to close the
spread again. Turn to spectator B and ask him to spread his four cards in a face-down fan. Pick
up the remaining Master Card and insert it second from the top of the packet (figure 2). Instruct
the spectator to close the spread.

Ask spectator A to place his packet on the table and then ask spectator B to place his packet
on top.
5. Explain, saying, "The Master Cards have now gone to work. At the moment they are
arranging the cards in a particular order according to their color. However, they will make two
exceptions."
Ask spectator B to pick up the packet from the table and to deal it into two hands of five cards in
each. He deals according to the rules of card play, by dealing the first card to spectator A, the
second to himself, and so on.
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one red c a r d

one black c a r d

6. Ask each spectator to announce the name of his card. Turn over the five cards in front of A
and spread the packet revealing four black cards with one red card among them (figure 3). The
red card is his selection. Turn over B's five cards revealing four red cards with one black card
among them. This card is spectator B's selection (figure 3, again).

From a row of face-up cards two spectators each think of one,. You now turn the cards over to
reveal that one card has an odd colored back. This proves to be the first spectator's mental
selection. You place this card on the table. The second spectator now names his mental choice,
and when he turns over the odd backer it has now changed into his card!
This uses an old number force, not or~lyto force an odd-backed card, but to control the position
of another thought-of card. The final change is reminiscent of Frank Everhardt's "Chicago
Opener."
For this effect you require a deck of cards and one odd-backed card. Make sure that the
duplicate of this card is not in the bottom section of the deck. Position the odd-backed card 13th
from the face of the deck.
1. Shuffle the deck without disturbing the bottom quarter and place it face up on the table. Invite
two spectators to assist and then turn your back.
2. Ask one of the spectators to think of any hour of the day from one o'clock through to twelve
o'clock. Ask him to pick up the deck and transfer that number of cards from the face to the
back. Instruct the other spectator to observe as well, so that he, too, knows the number.
3. Turn back to face the spectators. Ask the spectator to deal off 12 cards into a face-up
overlapping row on the table, so that all 12 cards are visible (figure 1). Tell him to place the rest
of the deck to one side. Position each spectator at opposite ends of the row and then turn away
again. Ask each spectator to count from his end of the row and to remember the card that lies
at his secret number.
4. Gather up the spread of cards and hold them face up in dealing position. Explain that
although both are thinking of different cards, it is possible that the two cards have something in

common. As you are speaking, carry out a Klondike Shuffle. Briefly, take the packet in righthand Biddle Grip (figure 2). Your left fingers and thumb pull off the top and bottom cards
together (figure 3) and drop them on the table. Pull off the top and bottom cards again and drop
them on top of the first pair. Continue doing this until all the cards are in one pile on the table.
Try to keep the pairs of cards as neatly together as you can while pulling them off the packet
because at one point both selections will come off together. However, you do it while looking at
and talking to the audience.

12 c a r d s

5. Turn the packet face down and leave it on the table. Reach into your pocket and mime
removing an invisible card. Show this card to the audience and pretend to push it into the
packet, saying that it can take on the appearance of any card at will. Pick up the packet and
spread the cards to reveal the odd-backed card (figure 4). Cut the spread at this point to bring
the odd-backer to the top. Execute a Double Lift and turn over to display the face. Have this
verified by the appropriate spectator as his mental selection. Turn the double face down and
deal the odd-backer onto the table.

odd back
I

Now ask the other spectator to name his card and then to turn over the odd-backer to reveal
that it has now changed into his selection.

You openly separate the deck into red cards and black cards, then give each half to a spectator
for shuffling. One of the red cards is noted by spectator A and one of the black cards is noted
by spectator B. Both cards are inserted into the opposite halves. A snap of the fingers and both
halves are spread face up revealing that there is now one face-down card in each. A second
snap of the fingers and then you turn over both reversed cards. Not only are they the two
selections, but they have both mysteriously flown back into their correct color group.

1. Openly divide the deck into reds and blacks, however, secretly leave one black at the rear of
the reds and one red at the rear of the blacks. Both halves are placed face up on the table.
2. Pick up the red half and fan it to show all red cards. The last card, a black card, remains
hidden at the rear of the fan. Close up the fan and hand the packet face down to spectator A for
shuffling. Pick up the black half and make a fan to show all blacks. Again, the rear red card
remains hidden when you make the fan. Close up the fan and give this half face down to
spectator B for shuffling. Both halves are then placed face down on the table. Pick up the red
half and hold the cards with the faces toward yourself, saying, "Each color is dominated by a
single card. Here's the all powerful red card." As you are speaking, spread through the packet
and cut the odd-colored card to second from the face. Lower your hand to show the red card
now at the face. Whatever this red card is, pretend that this card, and no other, is the dominant
card.

black
card

red
card
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Ask spectator A to remember ,the card as you prepare for a Double Lift. Flip the top two cards
face down as one. With the right fingers and thumb, pick off the top card only, while at the same
time the left hand makes a gentle wrist turn (figure 1). There is no need to make a sharp and
suspicious wrist action here, as such a movement will only draw unwanted attention. A slow
and casual turning action is all that's required. The angle of concealment is less than you might
imagine. Place the right-hand card face down onto ,the table and then place the packet face
down in front of the card.

3. Pick up the black half and repeat the previous Step 2 with spectator B.
Position Check: There are two face-down piles on the table, each with a face-down card in front
of it. The spectators believe that the face-down cards are the ones they are remembering and
that each card is the same color as the packet it sits in front of. The fact is, the noted cards are
face up on the bottom of the piles and each face-down card is from the opposite color group
(figure 2).
4. Say, "I will now show you just how powerful these two card are. 11
' 1 exchange them and cut
them into the middle of the opposite colors." Match your words by picking up the two cards, one
in each hand, and then crossing your hands (figure 3). Now drop the cards on top of the
opposite piles. Finally, give each packet a complete cut.

(all red cards)

( a l l black cards)
5. Snap your fingers over both piles, "It would be easy to spot each card because it is the
opposite color, unless you happened to be color blind. However, color doesn't matter in this
case because the impossible has happened." Turn each packet face up and spread one packet
below the other on the table to show that both selections have apparently reversed themselves
(figure 4). Allow a few moments for the impact of this to register.
Finally, snap your fingers one more time, saying, "But these special cards get home sick and
always return home in the end." At this point, slowly turn both cards face up to reveal that they
have returned to their correct color group.

You have two spectators each select a card and you then cut both selections back into the
deck. You now give the deck a Riffle Shuffle, which you immediately regret, saying that the
shuffle was a mistake and you are now in difficulty. You ask the first spectator to help you by
telling you the suit of his card (e.g. Clubs). You spread through the deck and remove all the
cards of that suit and place them into your pocket. Using your sensitive fingertips, you reach
into your pocket, extract one card, then reassemble the deck. However, when you turn this card
over, it is not a Club-it is the other spectator's card! To rectify the situation, you resort to
extraordinary measures and magically extract all the ink from the deck. To prove this, you turn

the deck face up and spread it revealing that every card is now completely blank except for one
card in the middle. This is the first spectator's card. Everything is left for examination.
I based this routine on a trick marketed by REPRO Magic during the 1970s called "Paleface
Cards," by Horace Bennett with further routining by Alan Alan. You cannot perform this routine
surrounded by the audience, so if that is a problem, turn the page now.
You require one Blank-Faced Deck of cards, thirteen cards of one suit from a deck with
matching backs and any other red contrasting card from the same deck. We will assume that
this card is the Ace of Hearts.
Remove 13 cards from the Blank Deck and place them into your outer left jacket pocket. The
packet should lie on its side with the backs facing outward.
Place the thirteen Club cards on top of the Blank Deck to replenish it. Place the Ace of Hearts
on top of the Clubs and then place one of the blank cards on top of all.
1. You must keep the faces of the cards hidden from the audience at all times, unless otherwise
stated. With that in mind, give the deck a Jog Shuffle retaining the top stock. Hold the deck face
down in your left hand in dealing position. You will now force any Club on the first spectator,
whom we will refer to as A. You will then force the Ace of Hearts on a second spectator, B. The
force used is an old one but an effective one.
Ask spectator A to name any small number, adding, "Any hour of the day would be perfect." As
you are speaking, obtain a little finger break below the top two cards.
Let us assume that he decides on the number seven. Push over the top two cards together with
your left thumb and count them into your right hand as number one. This is easy due to the
break. If you find this problematic, you can move the two cards over as you are speaking so
that they are side-stepped for about one inch prior to counting (figure 1). It is then an easy
matter to count this double into your right hand. Continue counting cards on top of the double
and stop after you have counted to six. Push over the top card of the deck and give it to the
spectator. Replace the right-hand cards and turn to spectator B, saying "I want you to have a
card as well. We'll use the same number." This time, count off six cards fairly and give him the
seventh. This will be the Ace of Hearts. Replace the right-hand cards on top of the pack and
square the deck.
2. Have spectator A replace his card face down on top of the deck. Give the deck any False Cut
or a short Overhand Jog Shuffle retaining the top stock. Have spectator B replace his card face
down on top of the deck and then carry out another False Cut or Jog Shuffle. Now, cut off ,the
top half of the deck and Riffle Shuffle it into the lower half.
3. Appear as if you are about to proceed with confidence and then suddenly look at the
audience and say, sheepishly, "Damn! 1 should not have shuffled the cards. I thought I was
doing another trick. This is a problem." Turn to spectator A, and continue, saying, "1'11 tell you
what, if you give me a clue, 11' 1 try to continue. What was the suit of your card? Clubs? Okay, 11' 1
remove all the Clubs from the deck." Hold the deck with the faces toward you and spread
through the cards. Upjog all the Clubs except the last one (the selection). Instead of the last
Club, you upjog the Ace of Hearts. These two cards will always come after the first twelve
Clubs. Strip out the upjogged cards and place the rest of the deck face down on the table.
4. Hold the Club packet face up and spread the cards to give a brief display, keeping the Ace of
Hearts hidden at the back. Close the spread and place the packet into your left jacket pocket on

top of the blank packet with the backs facing outward. Stand this packet on its end so that both
packets form an inverted "T" in your pocket (figure 2).

(inside pocket)
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5. Say, "I will need to resort to my sensitive fingertips to locate your card. These fingertips never
fail me." Reach into your pocket and pretend to search. Pull out the top card of the Club packet
and place it face down onto the table. Keep this card as level to the table top as possible to
prevent its face 'from flashing to the audience. Casually reach back into your pocket and bring
out the blank packet and drop it on top of the deck, as you ask, "What was the card that you
selected?" He will name one of the Club cards. Reach forward and turn over the card revealing
the Ace of Hearts. Appear puzzled and apologize (I like to apologize in a sucker effect), saying,
"How that got among the Clubs I don't know." At this point the other spectator will inform you
that this is his card. To which you reply, "Well, at least I found one of your cards."

6. Pause for a moment as if you are considering what to do next, then say, "It seems that I will
need to resort to extraordinary measures. It's time to extract all the ink from this deck." Make an
upward squeezing gesture with your hands as if pulling something out of the deck. Now turn the
deck face up and spread the cards widely across the table revealing that all the cards are now
completely blank with one exception (figure 3). Push this card out of the spread and give it to
spectator A, saying, "Your card I believe."
That's the way I present the routine. If you do not want the twist at the end, you can remove all
thirteen Clubs and put them into your pocket. Now remove spectator A's card from your pocket.
Conclude by revealing spectator 6's card among the blanks. I think that the twist in the plot
further distances the minds of the audience from the moment of the packet switch.

You place two packets of cards on the table. A spectator places a coin on top of one as a
marker. He picks up the other pile and gives it several mixes and then he lays out the cards in
pairs of face-up and face-down cards. He selects any pair. He places his coin on top of the
face-down card. This is the unknown entity. The spectator takes the first pile and counts down
the same number as the value of the face-up card. The card at that number is a perfect match
for the unknown entity.
Remove all the red spot cards from ,the deck. Form two packets in identical order, as follows;
Packet 1 = Ten, Nine, Eight, Seven, Six, Five, Four, Three, Two, and Ace.
Packet 2 = Ten, Nine, Eight, Seven, Six, Five, Four, Three, Two, and Ace.
Place one packet on top of the other and place all on top of the deck. Before doing that, give
the lower portion of the deck an upward bridge so that you can cut the twenty cards off without
counting.
1. Give the deck a Jog Shuffle retaining the top stock, then set the deck face down onto the
table. Cut off the top twenty cards, cutting at the bridge, and push the bottom section to one
side.
Push off ten cards and set them in a face-down pile on the table. Place the remaining ten cards
face down beside this packet.
2. Ask a spectator to remove a coin from his pocket and to place it on top of one of the piles
(figure I),
saying, "That pile will remain untouched until the end."
3. Hold the packet face down in dealing position. You now demonstrate for the spectator what
you want him to do. Deal the packet into two piles, dealing alternately left then right. Pick up

either pile and drop it on top of the other one. Pick up the complete packet and repeat this
sequence. Once you are sure that the spectator understands what you require, give the cards
to him and let him carry on mixing in this manner.

4. Once he has satisfied himself that the cards are in a random order, tell him to deal the top
five cards into a face-down row. Now tell him to turn over his remaining cards and to deal them
face up on top of the first five cards. He must deal in the same direction as he did the first time.
A sweeping gesture with your hand in that direction, as you are talking, will clarify this without
having to say it.
Position Check: There are five pairs of cards in a row on the table. The bottom card in each pair
is face down and the top cards are face up (figure 2). If you examine each pair, you will notice
that both values, when added together, come to a total of eleven. This has happened because
of the Rusduck Stay-Stack principle. For another example of this particular handling, check
"Eleven Plus" in Duffie's Card Compulsions.
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5. Give the spectator the option of turning over
any of the pairs to further randomize them. Now
ask the spectator to eliminate four of the pairs. As
each pair is eliminated, pick up the cards, turn
them both face down, then drop them on top of
the deck. One pair remains on the table. Let us
10-card pide
assume that the face-up card is a Three spot.
This means that the face-down card must be an
Eight spot. Because of the Rusduck principle, it
cannot be anything else. Tell him to separate the
two cards and to lift his coin from the top of the packet, Have him place it on top of the facedown card (figure 3), saying, "This card is an unknown entity."
6. Ask the spectator to pick up the other packet from the table and hold it for dealing, as you
say, "These cards have been lying untouched from the beginning. Your coin saw to that." Draw
attention to the value of the face-up card on the table. Ask him to slowly deal down to the card

at that number from the top of the packet. Tell him to place the card face down onto the table
below the unknown entity (figure 4).
All that remains is to build up the presentation, lift the coin off the card and turn over both facedown cards to show that they match in both value and color. In this case, both cards are red
Eights.

You give a spectator a packet of cards. After mixing the cards, he looks at one and buries it into
the packet. He now deals the cards into two piles. You turn over the top cards of each pile
showing that the cards have nothing in common. You continue doing this but at one point you
lay one pair aside face down. In the end, the only pair that matches in both value and color is
the pair you placed aside. Not only that, this pair consists of the selected card and its partner.
The selection process here offers a certain freedom to the assisting spectator. The principle
used is the Rusduck Stay-Stack. If you like this sort of thing, you may find the multiple selection
option of particular interest. I originally published this in Obsession.
I use eighteen cards for this. You can use any quantity, as long as if you divide the total number
by two, the result is an odd number. Two examples are fourteen and twenty-two, which when
halved give seven and eleven, respectively. I would not exceed twenty-two cards.
We require nine pairs of cards which match in both color and value arranged in a Stay-Stack or
Mirror Stack. Here is an example:
<-> 5-J-3-8-A-2-10-Q-4
6-Q-10-2-A-8-3-J-5
1. Give the packet a few false cuts and select a spectator to assist you. Ask him to watch what
you are about to do, because you will ask him to perform the same actions in a moment. Hold
the cards face down in dealing position and deal two piles of nine cards. Deal the cards,
alternating left and right, as you would in a two-handed game of cards. Pick up one of the piles
and drop it on top of the other. Do this once more so that the spectator becomes familiar with
the actions and give him the packet. He now carries out the dealing procedure as many times
as he wants, until he agrees that the cards are in a random order. Thanks to Rusduck, after
every deallmix, the packet remains in a Mirror Stack. The spectator concludes the mixing
process with the cards dealt into two piles.
2. He will now look at a card. You present him with four choices, saying, "You can look at the
top card of the left-hand pile. You can look at the top card of the right-hand pile. You can look at
the bottom card of the left-hand pile or you might prefer the bottom card of the right-hand pile.
The choice is yours and I will look away as you make your choice." You turn away as the
spectator makes his choice.
Now tell him to place both piles together so that his card will finish in the middle. To ensure that
the spectator fully understands what you are saying, it is advisable to give some further

instructions. He could, otherwise, quite easily make a mistake. Say, "If you looked at a top card,
pick up the other pile and drop it squarely on top of your card. If you looked at a bottom card,
pick up that pile and drop it on top of the other pile. Either way your card is buried."
3. Pick up the packet, give it a couple of false cuts and deal it into two face-down piles on the
table.

Using both hands, lift off the top card of each pile and hold them face down as you apparently
concentrate (figure 1). Now turn both cards face up and drop them in front of their respective
piles (figure 2). As you drop the cards, say, "I felt nothing unusual there."
Repeat this with the next three pairs of cards.
The next pair, the fifth, will be the only matching pair and one of them is the selection. Lift the
cards from atop the piles and again hold them as if concentrating. Place them still face down to
one side, saying, "I felt a surge of power go through me there."
Continue lifting, turning, and discarding the remaining four pairs of cards.
Finally, ask the spectator to name his card. When he does, say, "The reason I felt the power in
these cards is because one of them is your card and it has found its mate!" Turn the two cards
face up to show that this is, indeed, the case.

You cut a deck into two equal halves. You lay one half face down onto the table, giving the
other to a spectator. The spectator thinks of any value from Ace to King. He transfers that
number of cards from the top to the bottom of his packet. He then places the packet face down
onto the table beside the other one. You now turn over the top cards of both piles
simultaneously and continue until all the cards are face up. During this time there are only two
occasions when both cards turned are of the same value. What's more, both pairs are the same
value-making four of a kind! There is one more detail. These four cards are the same value
that the spectator thought of!
This effect, and the one that follows, are variations on the theme of Paul Curry's "Power of
Thought." Both effects appeared in a limited distribution manuscript of mine called Powerth
(1993). Both routines work on the Mirror Stack principle. After publishing, I realized that the

underlying principle behind the automatic match-up of values bore a close relationship to Roy
Walton's "Money Power," which first appeared in Epilogue, issue number 6.
The deck is set-up in a Mirror Stack. The stack is one that is easy to remember but must be setup in advance. Here is the order of the top and bottom halves of the deck:
Top Half
A-3-5-7-9-J-K-2-4-6-8-10-Q-A-3-5-7-9-J-K-2-4-6-8-lO-Q
Bottom Half
Q-I 0-8-6-4-2-K-J-9-7-5-3-A-Q-10-8-6-4-2-K-J-9-7-5-3-A
With ,the deck assembled as outlined above, there should be an Ace on both the top and the
bottom of the deck.
1. Give the deck a few false cuts. Hold the deck with the faces tilted toward yourself and cut at
the exact midpoint, that is, between the two Queens at the middle. Hand the top half to a
spectator and set the bottom half face down onto the table, as you say, "I want to draw attention
to the fact that this half of the deck is on the table before I have asked you to do anything. It will
remain there and I will not touch it."
2. Ask the spectator to think of any value from Ace through to King. Once he has a number in
his mind, point out to him the values of the Jacks, Queens and Kings. It is also worth
mentioning that Aces count as one.
3. Ask the spectator to transfer that number of cards from the top of his packet to the bottom.
He does this one at a time and stops when he has transferred the final card. You could look
away as he does this, however, if you remind the audience of your promise that you will not
touch any cards, then that should suffice. When he has done this, ask him to place his half face
down onto the table beside the other half.

4. You now instruct him to use both hands to lift off the top cards of each pile (figure 1). He then
turns them face up and places each card back onto the table in front of its respective pile (figure
2). Draw attention to the two values. If they are ,the same, tell him to place them to one side of
the table. He then continues turning over pairs of cards. He keeps turning over pairs of cards
until there are no more to turn. Both piles are face up on the table, except for the two matching
pairs. All four cards will be the same value that the spectator thought of.

You cut the deck into two equal halves. You place one half face down onto the table and divide
the other half between two spectators, so that each holds about a quarter of the deck. Both of
them now think of any value from Ace through King. They each then transfer that number of
cards from the top of their packet to the bottom. The spectators combine their two packets and
place the combined packet face down onto the table beside the other half. One of the
spectators turns over the top card of each pile simultaneously and continues until there are no
more face-down cards. There will be only two occasions when two values will match. The first
pair to match will be the same value that the first spectator is thinking of and the second pair will
match the value of the other spectator's secret number.
The stack for this version is the same Mirror Stack that was used in the previous effect.

1. Cut the deck at the midpoint and place the bottom half face down onto the table. Again,
remember that you will be cutting between the two Queens at the center, so this makes the cut
easy to gauge.
2. Cut the half deck that you are holding exactly in half and hand a section to each of two
spectators. Your gauge for the cut here is that there should be a Queen at the face of the upper
portion when you cut.
3. Ask each spectator to think of any value from Ace through King. Again, remember to point
out the numerical values of the court cards and that an Ace is a one.
4. Ask both spectators to think of their numbers and to transfer that number of cards from the
top of their packets to the bottom. When they have done that, ask one of them to take the
other's packet and place one packet on top of the other. Tell him to place the assembled half
deck face down onto the table beside the other half.
5. A spectator turns over the top cards of both
pile simultaneously and places each card face
up in front of its respective pile (figure 1). He
continues doing this until he exhausts the cards.
When he hits a matching pair he places them to
one side. There will be only two occasions when
the values of two cards match. The value of one
pair will be the same as one of the spectators'
secret numbers. The value of the second pair
will be the same as the other spectator's secret
I
number.

You take a random card from the deck, say the Two of Hearts, and secretly write something on
its face. This prediction card is lost into the deck. You shuffle the deck and slowly riffle the cards
in front of a spectator, asking him to think of any card. This is not a Riffle Force because he
really does think of any of the cards. After further shuffling, you deal the deck into two piles.
One pile is face down and the other is face up. You ask him if his thought-of card is in the faceup pile. If it is, you proceed. If it is not, you turn both piles over and proceed. You now remove
cards simultaneously from each pile and ask the spectator to call "StopJJif he sees the card he
is thinking of. He stops you. You take both cards into your hands. One card is face down and
the other is his thought-of card (e.g. the Queen of Spades). You now turn over the face-down
card. It is the Two of Hearts bearing your message. That in itself is a good trick. The spectator
now reads the message aloud, which says, "You will think of the Queen of Spades."
For this you need a Svengali Deck and fifteen minutes with a marker pen. After that, you never
need to prepare anything again as no cards need ever be replaced. You will see why shortly. I
devised this effect at the same time as another that I published in my one-man parade in The
Linking Ring (August 1995). In that effect, no card was predicted, nor was one thought of. It did
appeal to me, however, and you might want to check it out. (Actually, it appealed to me a lot or I
wouldn't have published it.)
Let us assume that the Force Card in the deck is the Two of Hearts. The Force Card must be a
spot card with plenty of white space on which to write your message.
To prepare, place your Svengali Deck face down in front of you. Lift off the top pair and put
them to one side for the moment. Lift off the next pair and, on the face of the short force card,
." You fill in the blanks
of
write this message: "YOU WILL THINK OF THE
with the name of the lower card of the pair. Place the Force Card back on top of the other card
and set the pair into a separate pile next to the deck. Do this with every pair in the deck. Finally,
place the unmarked pair on top of all.
The deck now consists of pairs of long and short cards with each short card bearing the same
message which includes the name of the other card that forms that pair. The top pair remains
unmarked.
There are two ways to shuffle a Svengali Deck. Here briefly are both techniques:
Svengali Riffle Shuffle. Split the deck into two halves and hold both halves by their ends,
between the thumbs and fingers. Your thumbs should almost touch together (figure 1). Riffle
the cards together and square the deck. Ensure that the top pair falls last. Cards can become
displaced with this shuffle so you should use it with caution. If one card moves from its position,
the trick will not work.

Svengali Overhand Shuffle. This, in my opinion, is the safest shuffle. Hold the deck in readiness
for an Overhand Shuffle, with the faces toward your left. The difference between this and a
regular Overhand Shuffle is that your right first finger curls inward and presses against the back
of the top card at the middle (figure 2).

Your left thumb does not pull off cards as it would in a regular shuffle. Instead, your right thumb
releases small groups that spring off the deck into your left hand. You make it appear normal
like this:
Press with your right first finger on the back of the deck and pull inward with your right thumb
and middle finger (figure 3). Raise your left thumb, as if to pull off a portion of cards, and at the
same time allow a few cards to spring off the face of the deck. You do this by relaxing your right
thumb (figure 4). Raise your right hand as your left thumb pulls the packet into your left hand
(figure 5).

Repeat these actions until most of the cards are in your left hand. When only a few remain,
throw these back below the cards in the left hand. You must do this to retain the unmarked pair
on top.
I have never lost a card with this shuffle because of the strict control by the right hand. if
anything does go astray, you will know immediately because you will see a message card
appear during the shuffle. I can offer no "out" if this happens but at least you will know to put the
deck away and do something else!

1. Bring out the deck and shuffle it, using one or both of the above shuffles. Hold the deck face
down in your left hand.
2. Turn over the top card showing the Two of Hearts. Take a pen and hold the deck up so that
the face of the Two remains hidden from the audience, and say, "I will write a prediction on the
Two of Hearts. I don't want you to see what I have written. All I will say is that it is the name of a
playing card."

Pretend to write a message (fig.6A) but, in fact, you write nothing at all. Now turn the card face
down by lifting the outer end and turning it inward and onto the deck (figure 66). This way the
face remains hidden from view. Give the deck a false cut and another Svengali Shuffle keeping
the unmarked pair on top.

3. Reposition the deck at your left fingertips as if for a Fingertip Peek. With the faces toward the
audience, you grip the deck at the lower left corner with your thumb on the back and your
fingers at .the front (figure 7). Approach a spectator and ask him to think of any card he might
see as you slowly show him the cards. Place your right first finger on the upper right corner and
slowly riffle inward from the face to the back (figure 8). Ask him if he saw a card and offer to
give another look if he wants to change his mind.

4. Carry out one more Svengali Shuffle, then hold the deck face down in readiness to deal. Deal
the top card face down to your left, then deal the next card face up to your right. Continue
dealing in this manner until there are two equal piles on the table. Before you deal, say, "I will
deal half the cards one way and half the other way. Watch for the card that you thinking of. Do
not react if you see it. Just note if it is there."
You now ask the spectator a question to which you will always receive the same reply, and that
is, "Did you see the card that is in your mind? If not, we'll turn the piles over as your card will be
in the other half." He will say that he did see his card. You must ask this question because his
card could be anywhere.
5. Continue, saying, "Since the prediction card bearing my message didn't appear, it must be in
the other half." Tell the spectator to call stop when you come to his card. Using both hands,
simultaneously deal cards, without turning them over, from each pile forming two more piles in
front of the existing halves (figure 9). Keep dealing in this manner until the spectator tells you to
stop. At this point, lift his selection with your left hand and lift the corresponding face-down card
with your right hand.

Place the two cards face to face, turn them over, and lay them onto the table. At this point, clear
the working area by gathering up the rest of the deck. Place the Force Cards on top of the
random cards, turn the deck face up, and spread only the front half, saying, "You could have
thought of any card." Place the deck aside.
6. Point to the pair of cards on the table, saying, "It would be a remarkable coincidence if the
card that you were merely thinking of appeared at the same position as my prediction card, the
Two of Hearts. And so it.is remarkable." At this, place your first finger on the back of the top
card and push it over just enough to show the index of the face-up Two spot (figure 10).

Continue, saying, "That may have been remarkable, but I think this is a miracle." Lift the facedown card revealing the written message. Have it read aloud by the spectator as you hold the
selected card aloft for all to see.

From two packets, two spectators each select a card and each is returned. Using the cards as
a Lie Detector, you ask each of them the same two questions to which they can either lie or tell
the truth. No matter how they respond, you produce both cards using their answers. There is a
final kicker that proves you could never have failed under any circumstances.
This, along with the other effects in this chapter, is based on the classic Martin Gardner "Lie
Speller" plot. I based this routine partly on "Divisory Capacity" which appeared in my book,
Duft7e1sCard Compulsions. It uses the HamiltonIFinnell "Free-Cut Principle."
1. Remove nine red cards and give them to spectator A without showing the faces. Ask him to
mix the packet. Remove nine black cards and give them to spectator B also without showing
the faces. Ask him to mix his packet. Discard the rest of the deck.
2. Ask both spectators to cut off a portion of their packets and to look at the card at the bottom
of that portion. Spectator A replaces his cut-off portion on top of spectator B's balance and B
replaces his cut-off portion on top of A's balance. Therefore, the two portions are exchanged.
Finally, they place one packet on top of the other and give the combined packet a few straight
cuts.
3. Take the packet and spread it from your left hand to your right with the faces toward you,
saying, "This is difficult. I should not have let you cut the cards so much." As you speak, look for
a division point where the colors meet and push over the first card of the next color. This card is
one of the selections so make a mental note of its color. That is all you need to remember.
Separate the spread at this point taking the upper section of the spread into your right hand.
Square both packets, then lower both hands. Each hand holds a face-up packet. Look at the
two cards showing and ask, ('Have I been successful?" Both spectators will tell you that you
have not, to which you say, "I do hope you are both telling me the truth, because I rarely fail!"

Place the right-hand packet below the left hand-packet and turn the assembled packet face
down. Hold it in left-hand dealing position.
Position Check: The packet is face down. A selection is on top and you know its color. The next
eight cards are the opposite color. The next card is the other selection, and this is followed by
eight cards of the opposite color.
4. Let us assume that the top card is a red card. This, therefore, is spectator A's card. All you
need to know is to which spectator the top card belongs.
Push off the top nine cards without changing their order and place them face down in front of
spectator A. If the top card was black, you would place this packet in front of spectator B. Place
the remaining cards in front of the other spectator.
5. Start with spectator A. Pick up the packet and spread the cards face down between your
hands, as you comment, "I have a strong feeling that your card is among these cards. I am
going to put you through a lie detector test. In order that see that I am serious, I will ask you two
questions about your card. When you answer, you can either tell me the truth or you can lie. In
response, I will spell your answers using the cards" As you close the spread, retain a little finger
break below the top three cards.
You now proceed as follows:
a) Ask, "Is your card a red card or a black card?
If he says "Red", transfer the top three cards as one to the bottom, then two more singly,
as you spell, R-E-D.
If he says "Black", drop the break and transfer five cards fairly to the bottom as you spell,
B-L-A-C-K.
b) Ask. "Is your card a face card or a spot card?
Both words spell with the four letters. Spell his answer by transferring one card from top to
bottom for each letter. Remind him of his two answers then turn over the top card of the packet.
This is his selected card. You can now make further comments about his truthfulness and so
on. Place the card face up onto the table, then place the rest of the packet face down in front of
it.
Turn to spectator B and repeat the previous actions using the packet in front him. At the end,
his selection, too, is placed face up onto the table with the rest of the packet face down in front
of it. At this stage, each selection is face up in front of a face-down packet (figure 1).

6. The effect appears to be over. Wait a few moments, then say, "I could have saved a lot of
time and dispensed with all that lie detector business." At this, turn over each packet and place
it fanned in front of the selection to show that the cards are all a different color than the
selection (figure 2). Finally, add, "I really couldn't have missed!"

You spread the deck and have a spectator take a card. He then returns the card to the deck.
You ask the spectator three questions about his card. He can reply by answering truthfully or by
lying. For each answer he gives, you deal cards onto the table to form three piles. When you
turn over the top cards of the piles, the first two reveal the truth about the color and suit of the
card. The final card is the selected card.
My inspiration for this effect was Ed Ward's "Forces Favourite" that appeared in Abacus Vol. 3
No. 11. Ed's idea was, in turn, a version of Jack Jansen's "Favourite Force" that appeared in an
earlier issue of the same magazine.
Remove the ten spot cards of any one suit. We will assume these to be the ten Club cards.
Place them on top of the deck. The order of these cards is immaterial. Add any two red spot
cards to the top and any three (X) cards on top of all.
The set-up from the top down reads as follows:
X-X-X-two red spot cards-ten Club spot cards-rest of deck.
1. Shuffle the cards retaining the top stock. You then need to force any one of the ten Club
cards. This is a fairly easy task as you have a leeway of ten cards. If you spread the cards
slowly as you ask someone to pull out a card, it should be easy to force one of the vital ten.
Once the card has been noted, spread the cards again and separate them near the middle.
Have the card returned to the top of the lower section and retain a break above it, as you
replace the upper section.
2. Looking directly at the audience, say, "You have all heard about a lie detector or polygraph
machine. Well, what's not so well known is that a deck of playing cards can do exactly the same
job. You don't seem too sure about that. Let me show you by way of a demonstration." As you
are speaking, you will have ample opportunity to secretly reverse all the cards below the break.
This puts the selection face up at the bottom.
You now ask the spectator two questions to which he can either lie or tell the truth:
1) "Is your card a spot card or a court card?"
When he answers, spell his reply dealing one card for each letter into a face-down pile on the
table.
2) Now ask, "What suit is your card?" Whichever one he names, spell it in the same manner
forming a second pile of cards to the left of the first. You can spell the singular or the plural as it
doesn't affect the outcome.
Now look directly at the spectator, and boldly say, "Now, we will discover if you have been lying
or not!" As you confront the spectator with this, casually lay the deck onto the table to the left of

the two piles to form a row of three piles. As you do so, you secretly reverse the deck by simply
turning the hand palm down as you table the deck (figure 1).

Starting with the right-hand pile, ask the spectator to repeat his answer to the first question
regarding Spot or Court. Turn over the top card of the pile to reveal a spot card. His card was a
spot card.
Next, ask him to repeat his answer to the second question regarding the suit. Turn over the top
card of the middle pile to reveal a Club. His card was a Club.
Finally, ask him to name his card (truthfully this time or it might kill the finish) then turn over the
top card of the left-hand pile to reveal his selection.

A spectator cuts the deck and removes a random card. This card remains face down on the
table. You take off a small group of cards that you say will act as a lie detector. You now ask
the spectator three questions about his card to which he can answer truthfully or he can lie.
Each time he answers, you eliminate some cards until there are three random piles of cards on
the table-one for each of his answers. You turn each packet face up in turn. The face card of
each packet reveals the truth each time. The card at the face of the first pile reveals the true
color, say red. The second pile reveals the correct suit, perhaps Hearts. The final pile reveals
the value, possibly a Three. From this, you immediately tell the spectator to turn over the Three
of Hearts. He does and your lie detector has proven itself infallible.
This is the basic lie detector I devised while studying the Si Stebbins arrangement. The next
effect, "Lie Stebbins Plus!", takes the concept a stage further and offers a rather startling double
revelation. First, we will look at the basic concept that just works without the need to remember
anything.
SE-~-U?

You arrange the deck in the Si Stebbins order, which is:
AC4H-7s-1
OD-KC-3H-GS-9D-QC-2H-5S-8D-JCAH4S-7D-I
OC-KH-3S--6D-9C-QH-2S-5D-8C-JHAS4D-7C-1
OH-KS-3D-4C-9H-QS-2D-5C-8H-JSAD4C-7H-I
OS-KD-3C--6H-9S-QD-2C-5H-8S4D-

The Eight Kings set-up or any similar rotational stack is also suitable.
1. Normally you would false shuffle, if you can, or simply carry out a few straight cuts then place
the deck face down onto the table in front of a spectator. You tell him to give the deck one or
two straight cuts, remove either the top or the bottom card, ,then lay it face down in front of him.
For this example, we will assume that the deck remains in its original order with the Ace of
Clubs on top. Remove this Ace and leave it on the table in front of you.
2. Pick up the deck and push over the top thirteen cards without reversing their order, saying, "I
could use the whole deck but it would make this a very long trick. So, 11' 1 only use a few cards."
Place the deck to one side and retain the thirteen cards in your hand.
3. You now explain that the cards can behave like a lie detector. You offer to prove this. Say
that you will ask ,the spectator three questions about his card and he can either tell you the truth
or he can lie through his teeth. Ask the following questions accompanied by the action as
outlined. You will be pleased to know that you carry out the same actions no matter what the
answers are. Here are the questions to ask:
a) "Is your card a red card or a black card?" Remember his answer for later and carry out a
Twin Reverse Faro, as follows:

Spread the top two cards over together and outjog them (figure 1). Push over the next pair
leaving them injogged below the first pair. Push over another pair and outjog them (figure 2).
Push over the next pair injogging them. Push over one more pair, outjogging them. Leave the
final three cards injogged. The first, third and fifth pairs of cards are outjogged (figure 3). This is
simply a Reverse Faro carried out with pairs of cards rather than single cards.

5 cards
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Strip out the outjogged cards and place them face down onto the table.
b) "You now have three chances to lie and one to tell the truth. What suit is your card?"

This time you push over the top two cards, ouljog the second pair, and leave %thefinal three
cards injogged (figure 4). Strip out the outjogged pair and drop them face down to the right of
the first packet.
c) "You now have many chances to be deceitful. What value is your card?"
Flick the remaining cards, saying, "I think that they already know the truth," then drop the
packet as it is face down to the right of the other two packets (figure 5).
4. All that's left to do is to recap each of the spectator's answers.
Start with the color. Turn the left-hand packet face up to reveal the true color. The face card will
be a black card but never the same suit as the selection. In this case it is the Five of Spades
(figure 6).
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Turn over the middle pile to reveal the true suit. In this instance the face card will be the Queen
of Clubs (figure 6, again).
Turn over the third pile to reveal the true value, an Ace. In this case the card showing will be the
Ace of Hearts (figure 6, again).
Finally, name the selected card according to the results of the lie detector, saying, "Please turn
over the Ace of Clubs you deceitful person (or words to that effect!)."
The rest of the deck is still in Si Stebbins order, therefore, you can now repeat the effect for
another spectator. This section of the deck cannot be cut because thirteen cards are missing
from the sequence. You, therefore, simply spread the cards and have him select a card from
the upper half of the section. There must be at least thirteen cards left below the selection. After
the card has been withdrawn, split the spread taking all the cards above the selection point with
your right hand (figure 7). Place these cards below the lower section and square the deck. Push
off thirteen cards and repeat the trick.

The effect here is the same as the previous one except that there are two selected cards. The
spectator selects either one to be the subject and puts the other into his pocket. At the end, the
three piles reveal the true color, suit and value of the chosen card. As an afterthought, you
remember that the spectator put a second card into his pocket. You turn the three piles over
then you turn over the top card of each. The color, suit and value of the three new cards
together identify a possible second card. When the spectator brings the other card from his
pocket, it proves to that very card.
Set the deck in the Si Stebbins arrangement. The spectator would, again, cut the deck but this
time he would remove the top two cards as the selections. As in the previous effect, we will
assume the top two cards of the deck to be the first two cards of the original Si Stebbins
arrangement.

1. Have the spectator deal the top card face down onto the table. Mentally remember this first
card as top. Have him deal the next card onto the table to the right of the first. Remember this
card as bottom. The spectator will be doing the dealing so the two cards might finish in the
opposite order. It is important that you practice the memory bit because you will need to
remember either top or bottom until the end. I use a simple mnemonic device for top and that is,
iiMarlo's wig!" For bottom, I simply imagine Marlo's wig falling off! I am serious when I say that
these are the images I use. Try them. You cannot fail to remember the correct word.
In this example, the card on your left is the Ace of Clubs and the other card is the Four of
Hearts.
2. At this point, the spectator puts either one of the cards into his pocket. Let us assume that
the Four of Hearts goes into the pocket. This leaves the Ace of Clubs as the subject of the
experiment. Remember top.
3. Push off the top thirteen cards of the deck without reversing their order, and place the
balance to one side.
4. Carry out Step 4 exactly as outlined in the previous effect with one small change. After
having deposited the first two piles onto the table, you will be holding five cards. In the previous
effect, we simply dropped these cards onto the table as the last pile. In this case, however, we
need to transfer the card that is second from the bottom to the top while leaving the bottom card
in place. Here's all I do to achieve this. After asking the last question regarding the value of the
card, I simply count the cards from hand to hand, reversing their order, but leaving the last card
where it is. I then replace the four cards on top of the single card and drop the packet onto the
table at position three.
5. Here's where the need to remember top or bottom comes to play. If you are remembering the
card on the table as top, this means that you will turn over the top card of each pile to reveal the

correct answers. If you are remembering the card as bottom, you will turn each pile face up to
reveal the correct answers.
In the present example, we are remembering top, therefore, we turn over the top card of each
pile moving from left to right. These disclose the true color, suit, and value of the card on the
table. The cards you will turn in this example will be, from left to right: the Seven of Spades, the
Queen of Clubs and the Ace of Hearts (figure 1).

6. You now draw attention to the card not used in the experiment. I usually, say, "Oh yes, there
was another card which you didn't want. I wonder if the cards can tell us what that card might
be?" Turn the three indicator cards face down again onto their respective piles. You will now
turn over the three piles, one by one, to disclose the details of the second card which in this
case is the Four of Hearts.
Turn over the first pile and draw attention to the color of the face card, in this case the Eight of
Diamonds, saying, "The card might be a red card."
Turn over the middle pile and draw attention to the suit, in this case the Two of Hearts, saying,
"And perhaps it is a Heart?"
Turn over the last pile and draw attention to the value, in this case the Four of Spades, saying,
('Andjust maybe it is a Four?"
Pause here for a moment with the three face-up piles displaying their information (figure 2),
then look at the spectator and say, "I actually believe everything the cards tell me. Please bring
the Four of Hearts out of your pocket!" He does so to find the Four of Hearts staring him in the
face.
So ,the simple rule is, if you are remembering top, you turn over the top card of each pile to
disclose the details of the first card. If you are remembering bottom, then you turn over the
packets and use the bottom card of each pile for the disclosure. It's that easy.

You cut the four Kings into the deck, one at a time. The spectator now deals out four small
packets of cards. You state that the piles are numbered one to four. To prove that this is the
case you turn over the top card of each pile revealing an Ace, Two, Three, and Four. Taking
each pile in turn, the spectator counts one card from pile one, two cards from pile two, three
cards from pile three, and four cards from pile four. Turning over the cards thus arrived at, he
discovers the four Kings.
This is a near self-working method for Lin Searles "Countdown Aces" which appeared in the
Autumn 1973 issue of The Pallbearers Review. Although the original Searles version was not
particularly difficult to do, what follows is easier. There is also the added advantage that the
spectator can form the four piles.
During a previous effect, secretly cull an Ace, Two, Three, and Four, in order, to the top of the
deck. The Ace should be the top card. Add seven cards above the Ace placing your four card
set-up at positions eight, nine, ten, and eleven. Ensure there are no Kings among the top seven
cards. If time permits, you can make the Ace to Four all of one suit.
1. Spread through the deck and toss out the four Kings, saying, "I'm going to demonstrate how
easy it is for a magician to control cards in a trained deck. Contrary to popular belief, no skill is
required (How true in this case!) because, when a deck is properly trained, the cards do all the
controlling."
2. Hold the deck face up in dealing position in the left hand. Ask a spectator to give you one of
the Kings. As he picks up the card, obtain a little finger break below the two face cards of the
deck. Place the King on the face of the deck then Double Undercut the top three cards to the
rear.

Ask the spectator to give you another King, while you, again, obtain a little finger break below
the two face cards. Place the King on the face of the deck then Double Undercut the top three
cards to the rear. Repeat this once again with a third King.
At this point, Back-Spread the two rear cards of the deck (figure I),
and say, "Just to make sure
there are no Kings near the top." Square the deck then spread over the face three cards,
saying, "And no Kings near the face." This time, as you square the deck, your little finger retains
a break below the three cards at the face of the deck. Ask the spectator to give you the final
King. Place it on the face and Double Undercut the top four cards to the rear. Turn the deck
face down.
Position Check: The four Kings are positioned fourth, seventh, tenth, and thirteenth from the top
of the deck. The Ace to Four stack is eight cards further down in the deck.

3. Give the deck to a spectator and ask him to deal four piles of cards. He should deal
consistently from left to right each time. Stop him after he has dealt six cards into each pile,
saying, "That should be quite adequate for this demonstration."
4. Point to each pile, moving along in the same direction in which he dealt, saying, "We will
number these piles One, Two, Three, and Four."
Pause for a moment, then say, "In fact, it might help us if we turned over the top cards. These
might prove rather revealing." Turn over the top card of each pile to reveal the Ace, Two, Three,
and Four, placing each card face up in front of its respective pile (figure 2).

5. Now instruct the spectator, saying, "Pick up pile One and transfer one card from the top to
the bottom. Put the pile back in its place on the table. Now pick up pile Two and transfer two
cards from the top to the bottom. Put that pile back in its place. Do the same with pile Three,
transferring three cards from the top to the bottom. Put it back in its place. Finally, do the
necessary actions with pile Four, transferring four cards from top to bottom, and put it back in
its place. "

Pause for a moment to recap the events thus far, saying, "Remember, the Kings were lost into
the deck. You then formed the four piles. The piles then magically numbered themselves. You
now have four random cards which you arrived at by counting down to each number."
Conclude by asking the spectator to turn over the top card of each pile to reveal the four Kings
(figure 3).

You dribble the cards from hand to hand and two spectators each select a card. After noting
them, they return their cards to the deck. A spectator now mysteriously finds the two Red Aces.
The Red Aces command the Black Aces to magically reverse in the deck, which they do. Not
only that, but they have somehow trapped both selections!
Set the top few cards of the deck, reading from the top down: Two Black Aces (face down)X-X-X
(all face up)-two Red Aces (face up)-rest of deck face down. The " X cards can be
any random cards and, although the trick will work with only one such card in the set-up, I use
three to ensure a degree of leeway after the Christ Force.
1. Give the deck a Jog Shuffle retaining the top stock. Double Undercut the top card to the
bottom. Hold the deck from above with your right hand and slowly dribble the cards into your left
hand (figure 1). Ask someone to call "Stop." When he does, thumb off the top card of the lefthand portion and ask him to look at it. Repeat this selection process with a second spectator.
Have the first selection placed face down on top of the deck then carry out a false cut to
apparently bury it. I use the same actions as a Reverse Double Undercut without transferring
any cards. You will now fully execute one with the second selection. Have the second selection
placed on top of the deck then carry out a Reverse Double Undercut to bring the bottom card to
the top.

2. Take hold of the deck from above with the right hand and dribble the cards once again into
the left hand. While dribbling the cards, ask a third party to call "Stop". When they do, turn all

the remaining cards in your right hand face up and drop them squarely on top of the lower
section, saying, "I'll mark the point where you stopped me."
3. Say, "Actually it's quite easy for me to locate chosen cards, because I have spies in the deck.
These spies are, in fact, the Aces." Spread through all the face-up cards and stop when you
reach the face-down section. Separate the spread at this point taking the face-up portion into
the right hand (figure 2). Thumb off the top two cards of the left-hand section onto the table. Flip
the face-up section face down onto the lower section and place the deck onto the table.
Ask the spectator if there was any reason why he stopped you at these two particular cards.
Regardless of his reply, turn both cards face up to reveal the two Red Aces.

4. Give the Red Aces to the spectator and ask him to wave them over the deck. As he is doing
this, say, "The Red Aces will now command the Black Aces to make an even more startling
appearance but they will have a further surprise in store for all of us." Directing your gaze
toward the first two spectators, continue, "What were the cards that you selected?" Once they
both name their cards spread the deck across the table to reveal the two Black Aces face up in
the middle with the two named selections caught between them (figure 3).

You remove the four Aces from the deck and lay them face up onto the table. You place the two
Red Aces beside the Black Aces. A spectator cuts off a section of the deck and you offer him a
choice of Aces. He might choose the Red Aces. You pick these up and insert the card he cut to
face down between them. You place these cards onto the table. You place the two Black Aces
face up on top of the face-down deck. The spectator gives the deck a complete cut to bury
them. You now pick up the deck and wave it over the tabled sandwich three times. When you
spread the deck, three face-down cards appear between the Black Aces. You turn over the
selected card. This might be the King of Diamonds. The three mystery cards turn out to be the
other three Kings.
Before you start, cull the four Kings to the top of the deck.
1. Spread through the deck and ,transfer the four Aces to the rear of the spread as you come to
them. Turn each Ace face down as you transfer it. Close .the spread and turn the deck face
down. The four Aces will be face up on top.

2. Arrange the Aces so that the reds are on top of the blacks. As you do this, obtain a little
finger break below the first face-down card, which is the fifth card down. Square up the Aces
and lift off all fivecards above the break with the right hand in Biddle Grip. Peel off the upper
Red Ace with your left thumb (figure 1) and lever it face down onto the deck (figure 2). Repeat
this with the other Red Ace then place the remainder of the packet squarely on top of the deck.
The Braue Addition leaves the two Black Aces face up on top with a face-down King directly
below them. (see End Notes).

3. Push over the two Black Aces to display them, saying, "I'm going to give you a choice in a
moment between these two Black Aces.." In displaying the Aces, you push over the first facedown card and obtain a little finger break below it. Square the Aces, lift off all three cards above
the break, and set the packet tightly squared onto the table. Make sure these cards are
perfectly squared.
You now continue, saying, "...or these two Red Aces." Push over the top two cards and flip
them face up onto the deck, catching a little finger break below the face-down card directly
beneath them. Lift off all three cards above the break and place them tightly squared onto the
table beside the first packet.
Position Check: Two packets are on the table. One consists of the two face-up Red Aces with a
face-down King beneath. The other consists of two face-up Black Aces with a face-down King
beneath. The other two Kings are on top of the deck you are holding.

4. Extend your hand toward a spectator and ask him to cut off a portion of the deck. Once he
has done this, say, "I'm going to sandwich the card you have cut to between two of the Aces.
Which should I use-the reds or the blacks?" Pick up the set of his choice from above with the
right hand and place them momentarily on top of the cards in your hand. Without any pause,
push off the two Aces into the right hand. Immediately, push over the top face-down card (figure
3) and insert it between the Aces (figure 4).
Raise your right hand, show the face of the selected card to the spectator, then drop the
sandwich onto the table with the Aces face up.
5. Have the upper portion of the deck replaced onto the lower portion and obtain a little finger
break below the top two cards. Pick up the other set of Aces from above in a Biddle Grip,

saying, "These are the ones you didn't want." As you are speaking, place the packet squarely
on top of the deck and immediately lift it off again, carrying the two cards above the break along
with it. In the same fluent action the left thumb peels the upper Ace onto the deck (figure 5) and
the right hand places the remainder of the packet squarely on top (figure 6). The foregoing
should look like a simple count of the two Aces onto the deck. This standard procedure has
loaded three Kings between the Aces.
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Give the deck one complete cut to bury the Aces. You can ask the spectator to do this or you
can do it yourself.
6. Pick up the deck and wave it three times over the spectator's Ace sandwich, saying, "Idon't
know what your card is but, if I wave the deck over it three times, something rather interesting
happens to the two Aces in the deck."

Spread the deck revealing the appearance of three face-down cards between the Aces. Flip
over the spectator's three cards to reveal his selection, a King. Now flip over your five card
sandwich to reveal the other three Kings. By turning the two sandwiches over, the only face-up
cards on the table are the four Kings (figure 7). This creates a more immediate impact as there
are no other face-up cards to distract the audience.
I like the initial choice offered to the spectator as to which set of Aces he wants you to use.
However, if you want to eliminate some of the work in Step 2, you can leave the Aces on top of
the deck but omit the Braue Addition. You still obtain a little finger break below the fifth card
from the top. Push off the top two Aces, square them, and ,then place them face up onto the
table. Now pick off the three cards above the break and place them squared onto the table
beside the first set of Aces. You now continue as described except you don't offer any choice of
Aces. Instead, you pick up the set with the extra card and go on from there.

You hand the deck to a spectator and ask him to remove the four Aces plus any ten cards. You
place the rest of the deck aside. Taking the cards from the spectator, you lay the four Aces in a
face-down row on the table, saying, "The four Aces; one, two, three, and four." To compound
this, you place one card on top of the first Ace, two cards on top of the second Ace, three cards
on the third Ace, and the final four cards on top of the fourth Ace. A wave of the hand and then
you turn over the top card of each pile to reveal that each Ace has magically risen to the top of
its respective pile.
Being of a generous nature, you offer to repeat the trick. Again you lay the Aces in a face-down
row, and again you place one, two, three, and four cards onto each Ace as you did before. You
wave your hand over the four piles stating that the magic has occurred once again. To prove
that the Aces really have traveled from the bottom of each pile, you remove and show the
bottom cards. However, as you didn't really want to break the golden rule of "never repeating a
trick," you've caused something more sensational to happen. You turn over the first three piles
to show that there are no Aces at all. You turn over pile four to reveal all four Aces!
This routine was inspired by another sent to me by my friend, Gene Maze, in August, 1995.
Gene's fine effect, "Defying Gravity," used some clever card switches to achieve a very clean
and direct effect of four Aces rising to the top of four quarters of the deck. The following takes a
different route and is very easy to do.
Phase One
1. Hand the deck to a spectator and ask him to take out the four Aces plus any other ten cards.
Take the cards from him and ask him to place the deck to one side. Hold the packet face up
with the four Aces on the face. Spread the cards to show the situation, saying, "You took out
the cards, so everything is fair and above board. If I had taken them out, you might have been a
As you close the spread, take a break below the eighth card from the face,
little suspi~ious.'~
that is, the fourth card below the Aces. Lift off the eight cards as a block from above with your
right hand (figure 1).

Use the left edge of this block to lever the rest of the cards face down (figure 2). Finally, place
,the eight cards face up on top of the packet and retain a little finger break below them.

Push over the top three Aces to display all four, saying, "You might want to try and remember
the order of the Aces, but it doesn't matter if you don't." So said, close the spread and flip all
eight cards face down onto the packet.
Deal the top four cards into a face-down row on the table. Deal from left to right. As you deal,
say, "Okay, the Aces go down here; one, two, three, and lastly number four." The foregoing
simple switch belongs to Alex Elmsley.
2. Turn the packet face-up and obtain a little finger break above the lowermost two cards. You
will now casually show the cards and make a few position changes. It should appear as if you
are merely showing a few cards as you talk about them.
Bring the right hand over the packet in a Biddle Grip and hold the section above the break
between the thumb at the inner end and the fingers at the outer end. The left hand holds the
lower two cards (figure 3). Your left thurr~bpeels off the face card of the packet onto the two
cards below the break (figure 4). You then repeat this action by pulling off a second card on top
of the first. Place the balance of the packet in the right hand on top. You now pull off the top
and bottom cards together. then place the rest of the packet on top of them. Finally, push over
the uppermost two cards to casually display three more random cards, then square the packet.

Be careful not to expose the Aces as you perform the above actions. As you are doing them,
say, "In addition to the Aces, you also gave me these ten random cards." If you say this
sentence to yourself right now, that is how long the above displacement process should take.
3. Turn the packet face down and deal one card onto the Ace (?) at the far left (position one),saying, "We mark Ace number one with one card." Deal the next two cards singly, and drop
them on top of the card at position two, saying, "And we mark Ace number two with two cards."
Deal the next three cards singly on top of the third card, saying, "And Ace number three gets
three cards." Fan the remaining four cards, saying, "And, because you gave me ten cards, that
leaves me with four to go with Ace number four. "Drop these on top of the last card without
reversing their order.
4. Tap each packet with your finger then turn over the top card of each, saying, "Number one
comes to the top, number two comes to the top, here's number three, and lastly number four."
Phase Two
5. Gather up the ten random cards, one group at a time, face down into left-hand dealing grip.
Pick up the group of three last and retain a little finger break below them. Pick up the four Aces
and place them face up on top. As you square the packet, lift off all seven cards above the
break from above with the right hand in a Biddle Grip.
You now perform a standard Braue Addition. With your left thumb peel off the upper Ace onto
the left-hand cards (figure 5), then flip it face down using the left edge of the packet (figure 6).
Peel off the second Ace and flip it face down on top of the first. Repeat with the third Ace. This
leaves you holding a block of four cards. Place them on top of the deck. Immediately push off
the final face-up Ace and flip it face down on top of all.

Deal the top four cards into a face-down row on the table, dealing from right to left. This places
the Ace at the far right and the three random cards to the left of it. Number these cards one to
four from left to right.

6. Turn the packet face up and retain it in dealing position. Use the same covering patter as you
did in Step 3. Push over the face card, drawing attention to it, then flip the card face down onto
the packet. Immediately deal it onto the card at position one. Push over the next two cards, flip
them face down onto the packet, then deal them onto the card at position two. Push over the
next three cards, flip them face down, then deal them onto the card at position three. You now
hold four cards, three Aces with a random card at the face. Simply flip these remaining cards
face down and drop them on top of the final card at position four.
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7. Pick up packet one and hold it face down in the right hand in position for the Glide (figure 7).
The Glide will not be used until you reach packet four, however, one must be consistent. With
your right hand slide out the bottom card and snap it face up, saying, "Once again the Ace
travels from the bottom." Place this card face up onto the table at its position ,then drop the
remaining face-down card on top of it so that the cards overlap.
Pick up packet number two and take it into Glide position. Slide out the bottom card and snap it
face up, saying "And this Ace also leaves the bottom." Place this card face up at position two,
then drop the two face-down cards on top so that they overlap the face-up card by half a card
length.
Pick up packet three and repeat this procedure, saying, "And of course Ace number three also
travels from its place on the bottom."
Pick up packet four and hold it in Glide position. This time you glide back the bottom card and
remove the card above it. Snap the card face up to reveal a random card, saying, "And no
surprise, the last Ace has also traveled from the bottom." Place the card face up in position on
the table, then place the remaining four cards face down on top and overlapping (figure 8).
8. At this stage the audience fully expects the Aces to once again be on top of each packet.
Snap your fingers over each packet, look at the audience, then reach toward pile number four.
Pause for effect ,then turn over the four face-down cards, one by one, to reveal that all four

Aces have inexplicably traveled to the fourth pile. As a casual afterthought, turn over all the
other face-down piles to reveal that they consist of only random cards.

A spectator removes four court cards from the deck. He then removes the four Aces. The rest
of the deck is discarded. You lay the four Aces out onto the table in the familiar "T" formation.
You now cause the four Aces, one by one, to join the leader Ace.
This routine was inspired by the minimalist approach often adopted by my good friend, Gene
Maze, to the classic Four Ace trick. This may fall short of the virtual reality that Gene creates
with his sleight of hand, however, it is still quite effective.

1. Give the deck to a spectator and ask him to remove any four court cards. As you take these
four cards into face-down dealing position in your left hand, ask the spectator to now remove
the four Aces.
While he is doing this, tilt the left hand up slightly and bring the right hand over to the front of
the packet. The thumb rests on the front end of the top card (figure 1). Casually turn the top
card face up, end for end, onto ,the other three face-down cards (figure 2). As the card turns
face up onto the packet, lower the left hand again to its previous position (figure 3). This simple
action has plenty of cover because you make the move when the spectator starts to search for
the Aces. If you look at the spectator as you make the move, everyone else will look there.
Having done that, place the packet onto the table in front of you. To the audience it appears
that the four court cards are face up.

2. Take the four Aces from the spectator and tell him to place the remainder of the deck to one
side. Show the Aces to the audience, then drop them in a face-down packet onto the table. Pick
up the otheq- packet and drop it squarely on top of the face-down Aces. It appears that both
packets are back to back.
3. Pick up the combined packet, turn it over a few times to show the contrasting Ace and court
card, and finish with the court card uppermost. Accompany your actions by saying, "It is often
believed that the four Aces are the magic cards. That may be true most times but tonight it is, in
fact, these four court cards which will make the magic happen."

Flip the packet over one more time bringing the Aces uppermost. Spread over the top three
cards to display all four Aces then close the spread. Now buckle the bottom card with ,the left
fingers and flip over all seven cards above the break as a block. This appears to the audience
as having only turned the four Aces.
Deal the top three cards into a row on the table, then deal the fourth card below the row to form
the standard Vernon "T" formation. In order to make this explanation easier to follow, we will
number the outer three cards 1,2, and 3 from left to right. (Figure 4).

4. You now hold only four cards. The upper three of these are Aces and the face card is a court
card. The audience believes that you hold the four court cards. Count these cards from hand to
hand reversing their order as you say, "Remember, the court cards are the special cards."
5. Deal the top card face down onto card number 1, then deal the next card face down onto the
leader Ace. Snap your fingers over both pairs of cards, then turn over the two cards at position
1 to reveal two court cards. After a pause, turn over the two cards in the leader pile to reveal
two Aces.
Pick up the two court cards and place them face down on top of the two cards in your hand.
Turn the two leader cards face down leaving them where they are.
6. Apparently count off the top two court cards into your right hand. Here you execute the first
two steps of a standard Elmsley Count. This leaves you holding one Ace and one court card in
each hand. This Ghost Count Switch is a Roy Walton concept which first appeared in Fred
Robinson's Pabular.
Now move your right hand over to the card at position 2 and deposit the top card from the pair
on top of the tabled card (figure 5). Drop the remaining card onto the leader pile. Snap the
fingers again, then turn over the two cards at position 2 to reveal two court cards. Turn over the
leader pile to reveal three Aces. Pick up the two court cards at position 2, place them below the
two cards in your left hand, and maintain a little finger break above them.
7. The three Aces in the leader pile remain face up. Say, "Watch the last one carefully." As you
say this, flip over the two cards above the break as one to show a court card. Draw attention to
this card then flip the double face down again. Deal the top card face down onto the three Aces.
Flash the faces of the remaining three court cards and drop them face down on top of the card
at position 3.
Build up the final phase then flip over the four face-down cards at position 3 to show four court
cards. Turn the final face-down card on the leader pile face up to reveal four Aces to finish.

You remove twenty-five cards from the deck, spread the cards, and invite a spectator to reverse
any one card. The card remains in its position. You now give the gathered cards to the
spectator and ask him to spell "Out Of Order" using the cards. He then gives the packet a few
cuts and deals the cards into five hands of five cards. Each hand contains a random assortment
of values, except the one with his reversed card. That hand contains Four of a Kind. It seems
that his reversed card protected its hand, while the other four hands were thrown-Out Of
Order!
I based this routine on a Karl Fulves effect called "Draw Test," that appeared in his magazine,
Rigmarole. I published a version of this routine using an ESP deck in The Budget.
Remove five sets of Four of a Kind from the deck. Set them in a rotational stack which consists
of a series of five cards repeated four times. Here is an example of ,the arrangement using
Aces, Twos, Threes, Fours, and Fives. In performance, the values should not be in a numerical
run. The stack reads, from top down:
Ace-Two-Three-Four-Five-Ace-Two-Three-Four-FiveAce-Two-Three-Four-Five-Ace-Two-Three-Four-Five.
Set the packet on top of the deck.

1. Give the deck a Jog Shuffle retaining the top order, then push off the top twenty-five cards
into your right hand. Place the remainder of the deck to one side. Give the packet to a spectator
and ask him to give it a few straight cuts. Take the packet back and spread the cards from hand
to hand face down. Invite the spectator to turn any card face up but leave it in its original
position in the spread. Close the spread and obtain a little finger break two cards below the
reversed card. Double Undercut to the break to bring the reversed card to third from the bottom.
2. Give the packet to the spectator and say, "It is a little known fact that playing cards have a
built-in intelligence. They can understand certain commands. Let's try an experiment along
those lines. I want you to input a command to the cards. You do this by spelling the words of
the command. The words are: 0-u-t 0-f 0-r-d-e-r. You deal one card for each letter in the
command." Spell the words slowly as he deals so that he deals the correct number. It doesn't
matter if he is dyslexic, as long as he deals ten cards! Once he has done that, tell him to drop
the remaining cards on top and to give the deck a few more straight cuts.
3. Now, tell him to deal the cards into five hands, just like in a game of Poker. He deals five
cards rotationally in the same direction five ,times. His face-up card will appear in one of the
hands (figure 1). Once the five hands are dealt, say, "One hand contains your randomly
reversed card. By reversing that card, you told the deck to ignore your "Out Of Order"
command for that hand only."

Turn over all of the other hands and spread them showing that they contain mixed values,
saying, "You see that each of these hands is out of order." Finally, turn over the four face-down
cards around his reversed card revealing Four of a Kind, saying, "That's what I call perfect
order!" The card he reversed will either be one of the foursome or it will be the odd card. Either
way, this hand is the only one of its kind.

A deck is thoroughly shuffled by a spectator. You give your pocket diary to a second spectator
who examines it and retains it in his possession. A second spectator cuts the deck and turns
over the cut-off portion. The value of the card at the face indicates a month in the year. If he cut
to the Six of Clubs, the other spectator opens the diary at the month of June. The value of a
second card cut to is added to the first. This might be the Ten of Diamonds which would give a
total of sixteen. The total indicates the sixteenth day in the month. The two free selections now
make up a composite card-a Six and Diamond-the Six of Diamonds. You ask the spectator
to read out what you wrote against the sixteenth of June. It is the Six of Diamonds. Everything
can be examined.
Arthur Carter seems to have been the first to introduce a diary trick featuring playing cards for a
magical effect in 1953. Tom Sellers does manage to predate this with "A Memory Feat (Magic
Wand, June 1935) but his effect was of the giant memory test and not a magical one. The most
famous version is Ted Danson's "It's a Date" which appeared in The New Pentagram (March
1970). The Danson version alone popularized the genre.
Any deck is used.
The preparation of the diary is simple. Enter the following cards against the shown dates. I add
the word "The" at the beginning of every card. It sounds more dramatic when read aloud by the
spectator at the end.
IIth January = The Ace of Diamonds
12th February = The Two of Diamonds
13th March = The Three of Diamonds
14th April = The Four of Diamonds

15th March = The Five of Diamonds
16th June = The Six of Diamonds
17th July = The Seven of Diamonds
18th August = The Eight of Diamonds
19th September = The Nine of Diamonds
20th October = The Ten of Diamonds
21st November = The Jack of Diamonds
22nd December = The Queen of Diamonds
Fill in all the other blank dates with random cards. Do not repeat any of the Diamond cards.
Before commencing, remove the Ten of Diamonds from the deck and place it face down
beneath the diary. Keep the diary in your breast pocket with the card on the inside and facing
you. You will find that you can bring out the diary along with the card easily. Alternatively, leave
the Ten in the deck and crimp it, edge mark it, or shorten its corner. In this case, you omit the
add-on from below the diary and the Lin Searles move.
1. Give the deck to a spectator and ask him to shuffle it. Introduce the effect, saying, "Through
the ages, playing cards have been used to predict the future. Card reading is still very popular
today. So is astrology, the study of birth signs and their astrological meaning. I am going to
conduct an experiment in this area." As you are speaking, take the diary out of your pocket
along with the concealed Ten of Diamonds. Hold the
diary by its right long edge. Your thumb is on top,
and your fingers are below supporting the card
(figure 1).
Hold out your left hand and take back the deck face
down into dealing position, as you continue, saying,
"We all have dates that have a special meaning to
us, the day we were born being the most obvious. I
would, however, like to conduct this experiment
using a random date. One that has absolutely no
meaning to anyone at this moment in time, because
at this moment we don't know what that date will be."
During the foregoing patter, casually place the diary
on top of the deck, gesture with the empty right hand, then pick the diary up again. During this,
you leave the Ten of Diamonds on top of the deck.
2. Hand the diary to a spectator, saying, "This is my diary of delusion. It contains only the
names of playing cards. These are randomly entered throughout. Have a look through it and
see that this is the case."
3. Go back to the spectator who shuffled the deck, and say, "You will now use the playing cards
to determine a month, a day, and finally, a name of a card."
Extend your left hand toward the spectator and ask him to cut off about half the deck, saying,
"The value of the card you cut to will indicate the month. Aces, counting as a one, will represent
January through to Tens which will represent October. As Jacks are eleven and Queens are
twelve, these cards will represent November and December, respectively. If you cut to a King,
you will need to change it for another card."

When he makes the cut, tell him to ,turn the packet face up and lay it back on top of the deck.
Draw attention to the card that is face up on top of the deck. Let us assume that this is the Six
of Clubs. Say, "Are you quite happy about the cut? You can do it again if you are not. Okay, you
have cut to a Six and that corresponds to the sixth month which is June."
Turn to the spectator with the diary, and say, "Please open the diary to the month of June."

face-down

face-up

4. You now carry out the Lin Searles Turnover Force which is based on the Christ Force. Push
over the Six and take hold of it at its right edge between your right fingers and thumb (figure 2).
The right hand remains static as the left hand moves away with the deck. The left hand moves
toward the table and, as it does, it turns palm down (figure 3). When the left hand reaches the
table, it immediately spreads the deck (figure 4). The upper half of the deck is face up and the
lower half is face down. Done correctly, the audience will be oblivious to the fact that you have
just reversed the deck.
Your right hand places the Six face up onto the table in front of the spread of cards.

5. Continue, saying, "Now we need a day in that month. For this we will use the first face-down
card that you marked with your cut. We will add the value of that card to the value of your first
card. That surely will give us a completely random number."
Push out the first face-down card from the spread and turn it over. This card is the Ten of
Diamonds. Add this to the Six to give a total of sixteen. Turn to the spectator with the diary and
say, "Please find the sixteenth day in the month of June."
6. Continue, saying, "Finally, we need a random playing card. The two cards you cut to are a
Six (Point to the Six spot on the table) and a Diamond (Point to the Ten of Diamonds).
Combining the value and the suit gives us the Six of Diamonds."
Continue, saying, "We started this experiment with no knowledge. We had no month. We had
no date. And, we had no playing card. You shuffled the deck. You cut the deck. You alone
controlled the destiny of the cards-or did the cards control you? Let's see." Turn to the
spectator with the diary and say, "We arrived at the Six of Diamonds. What have I written
against the sixteenth of June." He reads aloud, "The Six of Diamonds." Applause!

You give a spectator a small packet of cards for safe keeping. These, you state, are a
prediction. You place a deck of cards onto the table and cut off about one third. You give this .
packet to a second spectator. The second spectator now eliminates all but two of his cards. He
has complete freedom and there is absolutely no equivocation. You now ask the first spectator
to count the prediction packet. There are four cards. The second spectator adds together the
values of his two remaining cards. They give a total of five. Has the trick gone wrong, the
audience wonders? The first spectator turns over the four cards in the prediction packet
revealing four Fives!
This is a variation on a trick I originally published in Abracadabra, number 2590. 1 would like to
thank my friend, George McBride, for pointing out to me that the packet can be given unlimited
straight cuts at any time during ,the elimination.
The set-up for this is so simple that it is impossible to forget. Just say "21, 34," to yourself and
you have it. Remove all the Aces, Twos, Threes, and Fours from the deck and place them on
top of the deck in the following order, reading from the top down:
The four Twos-the four Aces-the four Threes-the four Fours-the rest of the deck.
Put a bridge in the packet so that you can lift it off the deck without counting (figure 1).
1. Spread through the deck and remove the four Fives. Give these as a face-down packet to a
spectator, saying, "This little packet of cards is my infallible prediction. Please keep it safe
between your hands until I ask for it."
2. Hold the deck face down and cut off the top 16 cards, cutting at the bridge. If you don't like
crimps and bridges, you can casually push over four groups of four. This disguises the count.

Place the rest of the deck face down onto the table and ask a spectator to keep a close watch
on it.
3. Give the packet of sixteen cards to another spectator. Explain to him that he is to eliminate
cards. He does this as follows:
a) He can give the packet a few straight cuts. He now deals the
packet into two piles with eight cards in each. He deals alternately
left then right, as he would in a two-handed game of cards. Once he
has done this, tell him to discard either of the piles.
b) Again he can cut the packet a few times. He now deals the packet
into two piles with four cards in each. Again he can discard either of
the piles.
c) After cutting, he deals the cards one more time into two piles with
two cards in each. Once more he discards either of the piles.
I
5. Tell the second spectator to keep his finger on the two remaining
cards. Turn to the first spectator, the guardian of your prediction, and say, "Before we began, I
gave you a small packet of cards. These were my infallible prediction. Infallible, because it
never fails. Please count these cards one at a time face down onto the table." As he deals the
cards, count aloud, "One, Two, Three, Four. Four cards. No more, no less."
Turn back to the second spectator. Ask him to turn over the two cards that remain and to add
together their values. The total will always be five. Because of the importance you seemed to
place upon the quantity of cards in your prediction packet, the announcement of, "Five," from
*thesecond spectator gets a laugh. The audience expect it to be four. The trick appears to have
gone wrong, as you say, "So much for my infallible prediction."
Milk this situation for a bit then suddenly look at the first spectator, saying, "I believe you arrived
at the number five? Turn over the four cards." When he does, say, "Well, four Fives seem pretty
infallible to me!"

Taking the deck, you remove four cards. These, you state, will predict the location of a card not
yet selected. You place this prediction packet face up on the bottom of the face-down deck,
where it remains till the end. A spectator cuts off a portion of any size from the deck. He
shuffles the packet of cards then looks at and remembers the card at the face. He places the
packet back on top of the deck. You cleanly remove the four prediction cards from their place at
the bottom of the deck. Ask a spectator to add together the values of the four cards and
announce the total. The total might be twenty. The card at the twehtieth position from the top is
the selected card.
This uses a stack which I first published in Ellison Poland's Wonderful Routines of Magic-The
Second Addendum (1994). The effect I called "The Future Packet" based on Roy Walton's "A
Palmist's Prophecy." Here the stack achieves a different effect.

Although this is a full deck stack, if you decide to use this effect regularly, the stack is
impossible to forget. The random cards in the arrangement consist of eleven court cards and
one Ace. Here is the arrangement reading from top to bottom:
Five random cards-A-2-A-A-2-3-2-2-3-4-3-3-4-5-4-4-5-6-5-5-67-6-6-7-8-7-7-8-9-8-8-9-10-9-9-10-J-10-I O-seven random cards
With this stack you will discover that any number of cards cut from the top of the deck will
always equal the total of the values of the next four cards. The only stipulation is that the packet
you cut off must contain more than four cards but no more than forty-one. That is a very big
leeway. So, let us proceed with the effect at hand.
1. If you can false shuffle, do so, otherwise, simply give the deck a couple of false cuts. Turn
the deck so that the faces are toward you and push off the four face cards, saying, "These four
cards will predict the location of a card which you have not yet selected." Hold the four cards in
your right hand and lower your left hand to bring the deck face up. Place the four cards face
down onto the deck then turn the deck over, saying, "I'll leave the four cards face up at the
bottom and we shall return to them later."
2. Extend your hand toward a spectator and invite him to cut off a section of the cards. Ask him
to shuffle the packet then to look at and remember the bottom card. He might want to show the
card to a few other spectators. As .this is happening, casually place the balance of the deck that
you are still holding onto the table, but turn your hand over as you do it so that the pack gets
secretly reversed.
3. Ask the spectator to replace his portion of cards on top of the cards on the table. Reach
forward and pick up the deck, holding it from above with the right hand in a Biddle Grip. Using
your left fingers slide out the bottom four cards, one by one (figure I ) , and lay them on the table
in a row. These cards will emerge face up and will be taken for the same four cards that you
placed there a few moments ago.

4. Place the deck onto the table (see End Notes). Ask the spectator to add together the four
values of ,the cards. Leave the deck on the table and start to turn cards over, one by one. Count
aloud and stop when you reach the card that occupies the same position as the total of the
prediction. Hold this card face down and ask the spectator to name his card. Conclude by
slowly turning over the card you are holding to reveal the named card.

Prior to tabling the deck in Step 4, there is ample misdirection to reverse all ,the face-up cards
remaining at the bottom of the deck as the audience totals the four card values. A natural
bridge will be present at the point where the two sections meet face to face. A simple Half Pass
will fly past the audience without detection. You can now hand the deck to the spectator and
allow him to count down to his card.

You give a spectator three cards to put into his pocket, stating that they will help locate a card
yet to be thought of. You give the deck to a second spectator and ask him to thoroughly shuffle
it. He then notes a card that he could only have arrived at by chance. The first spectator now
removes the three cards from his pocket and discards any one of them. Using the two
remaining cards, the other spectator amazingly finds the card he is thinking of!
I based this effect on Mike Skinner's "Carlyle's Ghost" that appeared in Epilogue, number 24. A
more recent development is Jon Racherbaumer's "Eddie Marlo Lives" that appeared in his
magazine MO IV. Both of these effects used Faro Shuffles. This one is self-working.
1. Spread through the deck and remove any Ten spot, Five spot, and Four spot. Give these
three cards to a spectator and tell him to put them into his pocket, adding, "These three cards
represent the future. They will discover a card that has yet to be thought of."
2. Give the deck to another spectator and ask him to shuffle it. When he has done that, ask him
to place the deck face down onto the table and to cut off, "Roughly half the cards." You want
him to cut off between twenty and thirty cards. Once you have confirmed this to be ,the case,
turn your back on the proceedings. In order that you may follow the working of the effect,
assume the packet contains twenty-one cards.
3. Ask him to shuffle the packet he is holding, then to count the number of cards he has. He
should do this quietly, so as to offer you no clues as to the quantity. Now say, "You have
probably heard of Numerology. It's similar to astrology except in numerology your fate is
determined by numbers. Any number with more than one digit is reduced to a single digit by
simple addition. At this moment you have a secret number that you have only just arrived at by
a chance cut of the cards. For example, if your number is nineteen (which it will not be), you
would add the two digits, nine and one, to give you ten. Please do that with your number."
Once he has arrived at the new number, tell him to hold the cards so that he can see the faces.
Tell him to note the card that lies at that number from the face of the packet and to leave it at its
position. In this example our number is twenty-one, so we would get a total of three. The third
card from the face would then be the card to remember. Finally, tell him to drop the packet back
on top of the rest of the deck and to square the cards.
Position Check: The selected card is now nineteenth from the top of the deck.

4. Turn to the first spectator, saying, "Before the trick started I gave you three cards. These, I
said, represented the future. Well, that was then, but this is now. Please bring out those cards
and we will use the values to locate the exact whereabouts of a card merely being thought of."
Ask the spectator to look at the three cards and discard any one onto the top of the deck.
Emphasize the free choice he has in doing this. By adding one card to the top of the deck, the
selected card moves to the twentieth position from the top.
Ask the spectator to place the two remaining cards face up onto the table. You now use the
values of both cards to locate the selection. Despite the freedom of the one from three discard,
there are only two possible endings. It all hinges on whether or not he discards the Ten spot.
Here are the details:
a) If he discards the Ten spot, the Five and Four remain face up on the table. You then say,
"The two values you have opted for are a Five and a Four. Five times four equals?" Pause for
the answer, which is of course twenty. Turn to the other spectator and tell him to pick up the
deck and count down to the twentieth card. When he arrives at this card, tell him to hold it face
down for a moment, adding, "Would you now name the card that you are thinking of." When he
does, tell him to turn over the card in his hand revealing his selection.
b) If he does not discard the Ten spot, it remains along with the Four or the Five. Here we use
the Henry Christ Sum and Difference principle, which always ends on the twentieth card. Ask
the spectator to add the two values together and to then count off that number of cards from the
top of the deck. Now tell him to subtract the smaller value from the larger and to count off that
number of cards. When he arrives at the final card of the count, tell him to hold it face down and
name the card he is thinking of. Finally, he turns over the card to find his selection.

The name of a card freely cut to by a spectator mysteriously appears in bold letters on the back
of another card. This card had no such markings at the outset.
I based this item on J.K. Hartman's "Mentalias II" that appeared in his excellent book Card Craft
and which encompasses the Henry Christ Force. The effect that follows is a no-gaff method for
Paul Curry's "Houdini's Legacy" that appeared in Paul Curry Presents.
Before commencing, take any easily remembered card, say the Ace of Spades, and write the
name of any other card in bold lettering across the back. Let us assume that you write "King of
Hearts" on the back of the Ace (Figure 1). Place the Ace face down on top of the deck then
place the King of Hearts face down on top of all.
1. Shuffle the deck retaining the top two cards in place then hold the deck face down in dealing
position. Extend your hand toward a spectator, saying, "Please focus your attention on the back
of the top card of the deck in order that the card becomes "Psychically Active." Wait a few
seconds then say, "Good, that should do it. The card is now highly sensitive." Execute a Double

Lift turning over the top two cards as one onto the deck. This shows the Ace of Spades. Leave
this card face up on top.
2. Give the deck to the spectator and ask him to take the deck behind his back. Tell him that
before going any further he is to transfer the top card, the face-up Ace, to the bottom of the
deck. Now ask him to lift off a section, cutting at any point he wishes, and to turn this section
face up and replace it on top of the lower section. He now brings the deck to the front again.

face-down

face

back

face-up

first'face down card (KH)

3. Ask him to place the deck onto the table, then spread it widely. You may prefer to do this
yourself. The situation is that the upper section is face up, followed by the face-down section,
and on the bottom is the face-up Ace of Spades. Everything appears exactly as it should
(Figure 2).
4. Ask the spectator to slide out the first face-down card, apparently the one that he freely cut
to. This card is the King of Hearts. Now reach forward and slide out the face-up Ace of Spades,
saying, "This is the card which we hope you sensitized earlier when you stared at its back."
Pick up the Ace and rub it across the face of the King. Slowly turn the Ace face down to reveal
the mysterious appearance of the writing on its back boldly stating, "King of Hearts."

Here we take a basic idea belonging to Tom Sellers and add a transposition to the plot. The
result is a very simple card trick that will play well with your audience.
SET-U?

Before commencing, get any Jack to the top of the deck. For this description, we will assume
this to be the Jack of Spades.

J b e ~ d ,
1. Shuffle the deck retaining the Jack on top. Spread the cards and ask a spectator to remove a
card. As the spectator is looking at his card, pick up the deck with your right hand in a Biddle
Grip. Lift up about half the deck with your right first finger and Swing Cut this section over to the
left (figure 1). Take this section into dealing position in the left hand (figure 2).

Ask the spectator to place his card on top of this section. It thus goes directly on top of the Jack
of Spades. Drop the other half on top and square the deck. If you don't want to use the Swing

Cut, simply have the card replaced on top of the deck and have the spectator give the deck a
straight cut to bury his card.
2. Start to spread through the cards with the faces toward yourself, and inquire, "You didn't
select the Jack of Spades by any chance, did you?" The spectator will reply in the negative, to
which you say, "Good, because there's something rather interesting I would like to show you
with that card."
When you arrive at the Jack of Spades, push over one more card. Cut the deck at that point
and complete the cut. Turn the deck face down. The Jack is now second from the top and the
selection is the top card. Prepare for a Double Lift.
3. Flip over the top two cards as one onto the deck to show the Jack, saying, "Here's the Jack.
Before I show that rather interesting thing with it, I want to test your knowledge. 11
' 1 leave the
Jack here for a moment." Flip the double face down again and deal the top card face down onto
the table.
4. Add one card to the top of the deck, either by a Double Undercut or a short Overhand Shuffle
(see End Notes). Now ask the spectator the following questions while performing the
corresponding actions as outlined:
a) "How many weeks in a year?" He will reply, "Fifty-two."
Deal five cards one at a time into a face-down pile on the table, saying, "Five." Now deal two
more cards on top, saying, "And two, makes fifty-two." Pick up the dealt cards and place them
on top of the deck.
b) "How many months in a year?" He will reply, "Twelve."
Deal twelve cards into a face-down pile on the table, saying, "That's twelve, and that's the
correct answer." Replace the dealt cards on top of the deck.
c) "How many days in a week?" He will reply, "Seven."
Deal seven cards into a face-down pile on the table, saying, "Seven, and you're correct once
again!" Replace the dealt cards on top of the deck.
Look at the spectator, saying, "Now here's a difficult one. How many extra days in a leap year?"
He will reply, "One." To which you deal off one card onto ,the table, saying, "You're right again!
One is the correct answer. And now this is where that interesting thing is about to happen."
"What was the name of your card?" The spectator names his card. Look at the card you just
dealt from the deck, then look at him and say, "Remember the Jack that 1 placed in front of you
at the beginning? Well, it's a jumping Jack and it's jumped right over here." Turn the card over
to reveal the Jack of Spades.
Finally, ask the spectator to turn over the card that has been lying in front of him to reveal that it
is now his selected card.
To avoid having to add an extra card to the top of the deck at the beginning of Step 4, you can
set the Jack second from the top to begin. Now when you come to cut the Jack apparently to
the top, you really cut it third from top. This again places the selection on top, an indifferent card
second from the top, and the Jack third from the top. You now carry out a Triple Lift instead of a
Double Lift, then proceed exactly as outlined from there on in. I prefer doubles to triples and,
therefore, prefer to perform the routine as outlined.

This is an elaboration on the previous effect. Here something interesting occurs each time you
deal the cards. A simple set-up of six cards does it all for you. If the routine sounds confusing
as you read it, a trial before an audience will prove that it is not. It is quite straightforward, and it
is also humorous.
Set-up the top six cards of the deck without regard to suits as follows, reading from the top
down: Four-Ace-Two-Two-Seven-Five-restof deck.
1. Spread the deck and have a card chosen and noted. As the card is being noted, raise the
inner end of the top card in readiness for the Vernon Depth Illusion (Tilt). Take back the card
and apparently insert it into the middle of the deck at the inner end. In reality the card goes into
the break below the top card (figure 1). Close the break as you square the deck.

2. Explain, saying, "Most of us carry a diary with us. I only need a deck of cards Unfortunately,
my deck works backwards, but that's not a problem. Let me show you." You now carry out the
following sequence complete with patter that will eventually reveal the selected card.
a) "How many weeks are there in a year? Fifty-two is the correct answer. Let's see if the deck
agrees. Fifty-two, that's five and two. If I deal five cards I get a Two. If I deal two cards I get a
Five. See what I mean. Either way, we still get fifty-two.
Accompany the above by dealing five cards into a face-down pile and turn over the top card to
reveal a Two spot. Then deal two cards into a separate pile and turn over the last card to reveal
a Five spot. Turn the face-up cards face down onto their respective packets, then place the
larger pile on top of the smaller one. Drop the combined packet on top of the deck.
b) "How many months are in a year? Twelve is the correct answer. That is a one and a two.
Again this works backwards. If I deal one card I get a Two, and if I deal two cards I get a One."
Deal one card face down onto the table then turn it face up to reveal a Two spot. Now deal two
cards face down into a separate pile and turn over the top card to reveal an Ace (one). Turn the

face-up cards face down, then drop the larger pile on top of the single card. Now lift off the top
card and use it to scoop up the other two (figure 2). Drop all three cards on top of the deck.
c) "Here's a difficult one, how many days are in a week? Seven? You're right again! One digit is
easy."
Deal seven cards into a pile and turn over the top card to reveal a Seven spot. Lift off the
Seven, turn it face down and use it to scoop up the rest of the packet. Drop the complete
packet on top of the deck.
d) "Okay, this will really test you. How many hours in a day? Twenty four? Well 11' 1 be. You guys
are too smart for me. So that's a two and a four. Here we go again. If we deal two cards we get
a Four, and if we deal four cards we get a Two."
This done, place the larger pile on top of the smaller pile. Hand the combined packet of six
cards to the spectator who selected the card, saying, "That's enough education for one day. I
was going to find your card. Better still, you find it!" Instruct him to toss away the top card, then
to place the next card on the bottom. He continues doing this downlunder process until only one
card remains. Ask him to name his card, then have him turn over the card he is holding. It is his
selection.

You cut the deck into two halves. A spectator shuffles both sections. The spectator takes one of
the halves, while you take the other. The spectator selects a card by freely cutting to it. You do
the same. Both cards are lost as the spectator reassembles the deck. The value of your card
locates the spectator's card.
This impossible location uses the HamiltonIFinnell Free Cut principle. I based the routine on a
previously published Richard Vollmer effect shown to me by Stephen Hobbs. The only
requirement is a full deck of cards.
1. Push off twenty-six cards and place both halves onto the table. Invite a spectator to shuffle
each half then to select one half for himself. You take the other half.
2. Explain that both he and you will look at a card. Tell the spectator to lift off a section and look
at the face card of this section. You will do the same. Lift off about five or six cards and note the
face card of this group. Remember this card as your key card. Next drop your packet on top of
the bottom section of his half, and tell him to drop his packet on top of your bottom section. In
other words, the two upper sections are exchanged (figure 1). Finally, ask him to pick up one of
the halves (here you casually indicate the section which contains your card) and tell him to drop
it on top of the other half to reassemble the deck.
3. Pick up the deck and give it any False Shuffle or Cut, then place it back onto the table.
Reach forward and lift off as close to half the deck as possible. Do not linger over the cut, just
make a visual judgment, then go for it. This is not as crucial as it may sound, so don't worry
about it.

4. Hold the packet with the faces toward you and start to spread the cards, saying, "1'11 see if my
card is in this half. My highly trained intuition tells me that it is." All you do is silently count the
cards, starting from the face card, and finish your count on the
card before your key card. Subtract this number from twenty-six
and remember this number. For example, if you counted twentyone cards prior to your key card, the equation will be 26-21 = 5.
So five is the number you remember. Quickly look for any Five
spot and toss it face up onto the table, saying, "Here it is. My
intuition rarely lets me down."
Note: Because you originally lifted only a small packet of cards
when noting your card, the subsequent cut near the middle of
the deck always positions the spectator's card within the limits of
I
any spot card's value.
5. Ask the spectator to pick up the other half, saying, "And my phenomenal intuition tells me
that your card is in that half. But it tells me even more than that. It tells me that my card is
somehow linked to your card. My card is a five spot. That means that your card is fifth down
from the top of your half. Go ahead and turn over the fifth card." When he counts to the fifth
card he discovers his selected card.

Although it is highly improbable, there might come a time when the value you require is not
within the half deck you cut off. If this occurs, remove a card that has a value of one less than
the requisite number. The spectator deals off that number of cards then turns over the next card
to discover his selection. There are also spelling options, but I have never needed to use any
"outs" so far.

You hand the spectator a deck of cards and ask him to cut it into two halves. He turns one half
over and riffle shuffles both halves together. He makes a cut and you impose no restrictions. To
determine whether fate is controllable, he now removes the fateful number of thirteen cards. He
looks at a card in this packet, shuffles the packet, and turns cards over, if he pleases, so as to
totally randomize the cards. Despite the stringent conditions, you take the packet and remove
the selected card.
This effect uses the Gilbreath Principle. It will cause fellow cardmen some hardship when they
try to reconstruct the method. What no one knows is that there are four cards missing from the
deck. These can be any four of a kind. The remainder runs in a rotational stack, where every
card of like value is twelve cards apart. To achieve this, remove any four of a kind and lay them
in a row on the table. Now remove any other four of a kind and place these on top of the first

four cards. Continue doing this until all forty-eight cards are in four piles of twelve cards. All four
piles are in identical value order with mixed suits. Place the four piles together and the deck is
set.

1. Place the deck face down onto the table and invite a spectator to give it a few straight cuts.
Talk about fate and how many people consider the number thirteen to be an unlucky number.
2. Once the spectator has finished cutting the deck,
ask him to cut it into two halves. Now ask him to
turn the bottom section face up (figure 1). He must
not turn the top section over.
3. Turn away as you tell the spectator to Riffle
Shuffle the two halves together. Do not concern
yourself with the shuffle, because, regardless of
how awful the shuffle is, the trick will always work.
4. Tell the spectator to deal off thirteen cards, one
at a time, into a pile on the table. Having done that,
tell him to place the rest of the deck to one side or
into his pocket. Ask him to look at and remember
I
the top card of the tabled pile, which is the
thirteenth and last card that he dealt. Tell him to
replace the card and to thoroughly mix the packet. He can also turn cards over at random, if he
so wishes. He can even straighten all the cards out so that they all face the same way.
5. Turn to face the front and take the packet. You can immediately discover the value because
although there are thirteen cards, only one value will appear twice. Simply scan both sides of
the packet and note which value appears twice. If these two cards are a red and a black, you
state that the card is red. Depending on the spectator's response, you immediately pull out the
correct card. If they are the same color, make the same statement but this time name one of
the suits. Again, pull out the correct card depending on his response.
If you can add the missing cards to the deck, any knowledgeable cardmen trying to work out
the method will hit problems.

You lay six pairs of cards face down onto the table. A spectator now selects a card by using a
secret number. This card remains in the deck. He now selects any one of the six pairs. The
values of these two cards are added together to give a number. This total might be eleven. You
show that the other five pairs consist of various possible totals. None add up to eleven. Finally,
the spectator counts down to that position in the deck and finds his card.
I based this simple effect on a Nick Trost ESP effect that appeared in one of his early booklets.
The Trost idea creates an automatic displacement and allows you to show a series of pairs of

cards as random, when in fact they are anything but. The selection process is the standard
Nine Principle.
1. Spread through the deck and remove five pairs of cards that each total eleven (11). Each
pair, however, should consist of a different set of cards, as follows:
Acemen, TwoINine, ThreeIEight, FourISeven, FiveISix.
The sixth pair you remove is really three cards (we'll call this set the Threesome) and these
should be high cards like court cards. Arrange the pairs in two rows of three with the
Threesome at the right of the inner row (figure 1).
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2. Give the rest of the deck to a spectator and ask him to shuffle it. As he is shuffling, ask him
to think of any number between ten and twenty, saying, "The number that you decide upon will,
in turn, decide the fate of this experiment." You turn your back at this point.
Tell him to deal that number of cards from the top of the deck, one by one, into a face-down pile
on the table. Continue, saying, "There will be two digits in your number, so I want you to make a
calculation known as a random number reduction. Simply add the two digits together to arrive at
a smaller number." Instruct him to now take back that number of cards, one by one, from the
dealt pile and place them back on top of the deck. Tell him to look at and remember the card
that now lies on top of the deck. He then concludes this stage by picking up the remainder of
the cards on the table and by placing them on top of the deck, thus burying his card. Point out
to the spectator that this is the only card that he need remember from here onward.
3. Draw attention to the six pairs of cards lying on the table. Invite the spectator to point to any
one of the pairs. At this point in the explanation, we will presume that he indicates any pair
except the Threesome. We will deal with that option in a moment. Turn the selected pair face
up (figure 2).
You now gather up the other five sets of cards by picking up the Threesome first, holding it in a
Biddle grip (figure 3). Place this packet squarely on top of any one of the pairs (figure 4), then
lift the combined packet. Gather the remaining three pairs below the packet in this manner.
Finally, drop the reassembled packet on top of the deck. Draw attention to the selected pair and
ask the spectator to add together the two values. He will, of course, arrive at eleven.
If the spectator points to the Threesome, slide it toward yourself then pick it up, saying, "That's
eliminated. Now point to another. We want all but one pair eliminated." As each pair is
eliminated, you pick it up beneath the Threesome as explained above. Finally, drop the
combined packet on top of the deck, then turn over the pair remaining on the table. Openly add
their values together to give you the number eleven.

4. As an apparent afterthought, say, "Of course you could have selected any other pair." At this,
lift off the top two cards and turn them face up, saying, "As you can see, these total twenty, the
next pair would have given Fifteen (or whatever)." You continue lifting off pairs and showing
them to total anything but eleven. Leave these ten cards lying on the table.
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Ask the spectator to pick up the deck and to count down to the eleventh card from the top. He
should be surprised to find his card.

Taking a deck that a spectator has just shuffled, you run through it and turn one card face up.
This, you say, will later act as a locator. It could be any value, but we'll say that in this case it is
a Nine spot. You now have a card freely selected, noted, and cut back into the deck. The
spectator makes the final cut. You then count off some cards from the top into a second pile on
the table. Turning one pile face up, you remove cards from the top of both piles simultaneously
and stop when you come to your locator. As it is a Nine, the spectator then counts down nine
more cards and amazingly finds his selection at that position.
To do this you must have a complete deck of fifty-two cards. The basis of the method is the
classic Twenty-sixth Card Locator.
1. Give the deck to a spectator and ask him to shuffle it. Take the deck back from the spectator
and hold it face down. Explain that you will reverse one card near the middle that will later act
as a Magic Locator Card. Spread through the cards by pushing over groups of three cards at a
time until you have pushed over nine groups in all, for a total of twenty-seven cards. Flip over
the next card, the twenty-eighth, leaving it in place, then draw casual attention to it by making a
comment about it. You then close the spread. If it is a court card, your comment is that court
cards will count as the value ten. Whatever the card, remember its value. We will assume that
the reversed card is a Nine spot.

2. Spread the upper section of the deck and have a spectator remove any card. The card must
come from above the reversed card to avoid having to make any adjustments. Once the
spectator has noted his card, tell him to replace it face down on top of the deck. Cut off one
third of the deck, place it face down onto the table, then drop the balance squarely on top. Now
cut off half the deck and complete the cut. This looks very fair, probably because it is very fair!
You must, however, cut close to a third of the deck on the first cut and close to a half on the
second cut.
You now ask the spectator to cut the deck near the middle and complete the cut.
3. Ask him to pick up the deck, saying, "I was born on the seventeenth. That was a very good
day for mankind. To celebrate that event, would you deal seventeen cards, one at a time, into a
face-down pile on the table." Note ,that the face-up locator card will always be among the cards
dealt.
The number that you say is your birth date depends on the value of the locator card you
reversed at the start. All you need to do is subtract that number from twenty-six. In this case our
locator is a Nine, so we take nine away from twenty-six to give us seventeen. That is the date I
say my birthday fell on. If you perform this for relatives, you will need to change that patter line
or deal the card yourself without mentioning ,the number.
Once the spectator has dealt the requisite number of cards, tell him to place the balance of the
deck face down beside the dealt pile.
4. Say, "The Magic Locator Card is in this pile, so 11
' 1 turn these cards face up." Turn the pile
over, which sets everything for the finale (figure 1).
Explain what is about to happen in these simple terms, saying, "I will take cards off each pile
until I come to the Magic Locator. When we see that card, I will stop. We will then use the value
of the card, because that is the magical element. And, believe it or not, your card will be the
same number down in that pile. Let's go for it. "
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Using both hands, remove the top cards of both piles simultaneously. Place them directly in
front of their respective piles forming two discard heaps (figure 2). Continue doing this until your
face-down locator appears on top of the face-up pile. Stop when it is on top.
5. Remind the audience about the purpose of the Magic Locator Card, turn it face up, then
replace it onto its pile. It is a Nine, so ask the spectator to pick up the balance of the other pile
and count down to the ninth card from the top. Ask him to first name his card then turn over the
ninth card to reveal his selection.

A spectator chooses a card which is then returned to the deck. You remove the four Kings for
yourself, and discard the rest of the deck. You now remove four jumbo cards from your pocket
and give these to the spectator. You show your four cards one at a time. They are what you say
they are, the four Kings. You place the Kings face down onto the table in a pile. The spectator
now counts his four jumbo cards. He also has four Kings. "These," you say, "are a giant
apparition of your four Kings. What happens to my set, will invariably happen to your set." You
slowly unfold your packet, card by card, like the petals of a flower. Once all four Kings are face
up, a face-up card has materialized on the table where the packet was. This is the previously
selected card. The spectator now unfolds his packet in the same manner as you did. It doesn't
matter in which order he turns the cards. To his surprise, a jumbo card has materialized on the
table in front of him. This is a replica of the selected card!

You require four jumbo Kings and one jumbo Double-Faced card. The Double-Faced card has a
King of Clubs on one side and any spot card on the other. We will assume that the spot card is
the Seven of Diamonds.
Arrange the four Kings in the order: Clubs, Hearts, Spades, and Diamonds. The Diamond is the
bottom card when the packet is face down. Place the Double-Faced card on the bottom with the
King side uppermost. Put this packet in your inside jacket pocket so that you can bring it out
with the back showing.
Your regular deck is unprepared.

dmw--dc,
1. During the course of a previous trick, cull the Seven of Diamonds to the top of the deck.
Alternatively, you can do this while removing any Jokers from the deck.
2. Shuffle the deck retaining the Seven on top, then set the deck face down onto the table. Ask
a spectator to cut the deck into two halves. Pick up the bottom half and set it on top of the top
half at an angle of about forty-five degrees (figure 1). You are leading
into the Cross Cut Force. I prefer not to set the packets at right
top card
angles, as I think the lesser angle is more casual. This is, however, a
of
matter of personal preference.
bottom
Bring out the jumbo packet from your pocket and lay it face down onto
half
the table, saying, "Have you ever seen an apparition? No? Well you
is 7D
I
have now. This packet of cards is an apparition.
Return to the deck, lift off the upper half, and instruct the spectator to
look at the card that is on top of the remaining pile. This is ostensibly the card he cut to. As he
is looking at the card, reassemble the deck. Have the card replaced and control it to the top.
3. Turn the deck face up, spread through it, and remove the four Kings. When you come to a
King, transfer it to the rear turning it face down as you do so. Once you have located the Kings,
turn the deck face down into left hand dealing position. The four Kings are face up on top.

Spread the four Kings to show them and in doing so, push over the first face-down card (the
selection) and catch a little finger break below it. Close up the Kings and flip them face down
onto the deck (figure 2). Without any delay, pick all five cards off with your right hand from
above (figure 3), while your left hand discards the deck. Place the four Kings, with the selected
card now at the bottom, onto the table in front of you, saying, "You, too, have four Kings, but
they are of a much grander size. Apart from that, they appear to be the same. The only other
difference is that your cards are apparitions."

4. You now instruct him to count the cards. This is an inverted version of a Marlo Concealment
Count. Pick up the jumbo packet and give it to the spectator. Tell him to remove the top card
and to turn it over, showing the King of Clubs. Name the card. Tell him to leave the card face up
and place it on the bottom of the packet. He repeats ,this with the three remaining Kings; Hearts,
Spades, and Diamonds, respectively. The Double-Faced card is now the one on top showing as
the King of Clubs. This inverted version of the Concealment Count is very effective.
Take his packet and set it face down onto the table in front of him.

5. Say, "Being apparitions of my cards, your giant cards will behave exactly as mine do. Watch."
This said, you unfold the cards in your packet in the following manner:

Lift up the top card by its outer end and turn it over toward you, so that it finishes face up in
front of the packet on your side.
Lift up the next card by its right edge and turn it over, so that it finishes face up on the table to
the left of the packet.
Lift the next card by its inner end and turn this card face up away from you, so that it finishes
face up on ,the far side of the packet.
Finally, lift the fourth King by its left edge and turn it face up, so that it finishes face up to the
right of the packet.
A fifth card has mysteriously appeared in the middle of the display, where the packet was. The
four face-up Kings form a cross and the face-down card is in the middle (figure 4). Draw
attention to this, saying, "As you can see, a mysterious card has appeared in the middle of my
four Kings. That card is real. It is not an apparition. Remember what I told you. What happens
to my cards must happen to your cards."
6. Ask the spectator to name the card that he previously selected. He will name the Seven of
Diamonds. Assist the spectator in unfolding his packet of cards to form a face-up cross like
yours. His cards will start from face down and finish face up. In the end, a replica of his card,
The Seven of Diamonds, will appear in the middle (figure 5).
Finally, turn over the face-down card in the middle of your display revealing his card, the Seven
of Diamonds.

Two spectators each select a card, then both cards are returned to the deck. The deck is cut
into two halves that are placed before a third spectator. You give this spectator a die and tell
him that he will now find the other two spectator's cards using random numbers on the die. He
mixes the cards back and forth using four random numbers on the die, and he successfully
finds the two cards.
In addition to your deck of cards, you require a single die. Although this uses the Seven
Principle, it is not too obvious to the audience because of the procedure involved.
1. Spread the deck and invite two spectators to each select a card. Once the cards have been
noted, have them returned and control them to the top. It does not matter which selection is on
top.

2. Bring out the die and hand it to a third spectator for examination. As he is doing this, cut the
deck into two halves using a Slip Cut, as follows:

Hold the deck in dealing position in your left hand. Your thumb rests on the back of the top card
(figure 1). Bring your right hand over from above and lift up about half the deck at the inner end
with your thumb (figure 2). Now cut the upper half to the right, but retain the top card with your
left thumb so that it remains on top of the lower section (figure 3). Continue the motion with the
right-hand packet and place it onto the table.
Push both halves in front of the third spectator so that they are about six inches apart. There is
a selection on top of each half.
3. Tell him to place the die onto the table in front of the two piles. Tell him to turn the die over a
few times until he is content that the numbers are random. He should finish with one side of the
die directly facing him. This is the starting position. In order that you may follow this, place the
die onto the table with the number Four facing you, and the number One on top (figure 4).
Proceed as follows:
a) Look at the number facing you. It is the number Four. Pick up the left-hand pile and count off
four cards, one by one, onto the right-hand pile. Replace the left-hand pile onto the table.
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b) Give the die a quarter turn to bring a new number to the front. If you turn the die clockwise,
then you will continue to turn the die in that direction. If you turn the die anti-clockwise, the all
future turns must be in that direction. The top number stays as it is throughout. So that you may
continue to follow this, give the die a quarter turn clockwise, bringing the Two to the front (figure
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5). Pick up the right-hand pile and count off two cards, one by one, onto the left-hand pile.
Replace the right-hand pile onto the table.
c) Give the die one more quarter turn, bringing the Three to the front (figure 6). Pick up the lefthand pile and count off three cards one by one onto the right-hand pile. Replace the left-hand
pile onto the table.
d) Finally, give the die one more quarter turn, bringing the Five to the front (figure 7). Pick up
the right-hand pile and count off five cards, one by one, onto the left-hand pile. Replace the
right-hand pile onto the table.
The above series of instructions are for the actions that you have the spectator carry out.
4. Finally, ask #theother two spectators to announce the names of their cards, then ask the third
spectator to turn over the top card of each pile revealing that he did indeed find both cards.

While your back is turned, two spectators each look at a card in the deck. You find both cards
instantly!
This is an expansion of Dai Vernon's "Super Count-Down" which first appeared in his famous
$20 manuscript. This first appeared in The Linking Ring in my one man Parade (August 1995).
Separate the red cards from the black cards, then alternate them.
1. Invite two spectators to assist you as you casually Overhand Shuffle the deck. In order that
the redlblack cycle be retained, the shuffle consists of running an odd number of cards singly
into the left hand, then throwing the balance on top of them. Do this a few times as you are
talking. Finally, place the deck face down onto the table.
2. Explain that you will shortly ask each spectator to count down to any number in the deck. In
order ,that they do not both think of the same number, one will think of an even number, and the
other an odd number.
We will refer to the spectators as A and B from now on.
3. Ask spectator A to give the deck a few straight complete cuts then to pick it up and hold it
face down in dealing position. At this point you should turn your back on the proceedings. The
spectator now makes his selection of a card as follows:
a) Ask him to think of any even number, say, up to twenty.
b) He deals that number of cards from the top of the deck one at a time into a face-down pile on
the table.
c) He now looks at and remembers the card on top of the tabled pile, which is the last card he
dealt (figure 1).

d) Finally he drops all the cards remaining in his hands on top of the tabled pile thus burying his
card (figure 2).

Ask spectator B to take the deck and to think of any odd number up to twenty. You now give
him exactly the same instructions as outlined in steps b), c), and d), above.
Invite one or both spectators to give the deck a few straight cuts. Face the front at this point.
4. You now take the deck and locate both selections instantly. You cannot fail, because when
you spread the deck with the faces toward you, all the cards will still be alternating except for
two pairs. One pair is red, and the other black. The first card of each pair is a selection. You
quickly remove both cards then ask each spectator in turn to name his card. Turn each card
over as they announce it.
Note: As you begin to spread the deck, have a quick glance at the top and bottom cards to see
if they are the same color. If they are, this means that a pair split during the final cut of the
deck. In this case the card at the rear of the deck is a selection.
If you now replace the two selections on top of the deck, or on ,the bottom, so that the cycle is
again complete, you can carry on with any other effect that requires this stack.

You invite two spectators to each select a card, then both cards are returned to the deck again.
You slowly dribble the cards from hand to hand and ask anyone in the audience to call "Stop."
You place the card stopped at onto the table, saying, "This will be the control card." The card
happens to be a Seven spot. You slowly and deliberately count down to the seventh card from
the top of the deck. When you get there, the seventh card is face up. Not only that, but it's the
first spectator's selected card. You toss this card face down onto the table. You shuffle the
deck, then once again count to the seventh card. This time there is no face-up card, which
puzzles you. You turn over the seventh card revealing the first spectator's selection, which
should be on the table. You now turn over the tabled card revealing the second selection!
Inspired by Ed Marlo's "Magic Seven," in this variant you get quite a lot of action for very little
effort. The Henry Christ Force does most of the work. The original version of this, "Seven
Down," appeared in Obsession.
Remove any Seven spot and place it on top of the deck. Push over the top seven cards without
changing their order and flip them face up. Place any other card face down on top and your
preparation is complete. The order, reading from the top down, is: Any card (face down)-six
random cards (face up)-Seven spot (face up)-rest of the deck (face down).
(See End Notes for setting the deck during performance.)
1. Dribble the cards slowly from hand to hand (figure 1) and ask spectator A to call "Stop."
When he does, offer him the card on top of the lower section. Repeat this selection process for
spectator 6.This method of selection eliminates the risk of exposing the set-up at the top.
2. Hold the deck squared in the left hand and raise the top card at the inner end in readiness for
the Vernon Depth Illusion, otherwise known as Tilt (figure 2). Take back the first selection and

apparently insert it into the deck at the inner end, really carrying out Tilt and pushing the card
into the break (figure 3). Retain your Tilt break under the top card and take the second selection
and repeat the move. Finally, close the break and lose the top card, either by a Slip Cut or a
Double Undercut.

3. Dribble the cards slowly once again from hand to hand and ask anyone to call out "Stop."
When they do, turn the remaining upper section face up and drop it onto the face-down lower
section. Spread through all of the face-up cards and stop when you reach the first face-down
card. Thumb this card onto the table. Turn all the face-up cards face down and place them to
the bottom.
4. Explain that this randomly (?) chosen card will act as a special control card. Turn it face up
and draw attention to its value, saying, "Okay, it's a seven, so we will use that number to try and
locate your selected cards. "
Slowly and deliberately deal six cards from the top of the deck onto the table. As you deal the
sixth card the first selection will appear face up in the seventh position. Allow the effect of this to
register because it is rather startling to an audience. At this point, the other selection is face up
underneath this card, so you will find a natural break below them. Use this to flip over both
cards as one, deal off the top card and casually toss it to one side of the table. Replace the
packet of cards back on top of the deck.
5. Give the deck a Jog Shuffle retaining the top seven cards in place, or simply give the deck a
couple of false cuts. Remind the audience of the magic number seven, then deal off the top six
cards onto the table. Appear disappointed that there is no face-up card at the seventh position
this time. The trick has apparently gone astray.
Ask spectator B to name his card, anyway. Turn over the seventh card to reveal that it is the
first spectator's card. Finally, to bring the trick to its successful conclusion, reach over and flip
over the face-down card you tossed aside a moment ago, revealing that it has changed into the
second selection.
If you want to perform the above routine without pre-setting the deck, here's how:
1. Cut any seven spot to the top of the deck during a previous effect.
2. Spread the deck face down between your hands and have two spectators each select a card.
As you close the spread, obtain a little finger break below the top seven cards.
3. Carry out a Braue Reversal as you turn the deck face up. Here is a brief description of this
simple move:

a) The deck is face down in dealing position in your left hand. You hold a break below the top
seven cards.
b) The right hand comes over and cuts off about half the cards. Your right thumb takes over the
break at the inner end (figure 4).

c) The left thumb levers its packet face up and the packet is placed on top of the face-down
right-hand section (figure 5).
d) Without pause, the right thumb releases all the cards below the break into the left hand
(figure 6). Your left thumb levers the packet face up and the packet is placed on top of all
(figure 7).
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Conclude by Double Undercutting the face card to the rear, then turn the deck face down.
4. You now proceed through the effect, beginning at Step 2, as outlined in the original text.

You spread the deck and invite two spectators to each select a card. Both cards are now cut
back into the deck. You turn over the top card, showing perhaps, the Ace of Spades. This card,
you say, can act like a magnet. You remove the Ace and very cleanly cut it reversed into the
middle of the deck, but leaving it outjogged. You explain that the Ace is now attracting the two
selected cards. The spectator pushes the Ace flush with the deck, then spreads the deck face
down across the table. The Ace shows face up in the middle as expected. There is, however,
now a face-up card on either side of it. These are the two selections.
1. Give the deck a shuffle and, as you do so, endeavor to get a prominent card to the top. We
will assume that the Ace of Spades is the top card.
2. Spread the deck between your hands, invite two spectators to each select a card and
remember it. Undercut about half the deck with your right hand and ask one of the spectators to
replace his card on top of the left-hand portion. Place the right-hand half on top, but hold a
break. Now cut off about half the cards above the break onto the table, then cut off all the cards
up to the break and place them on top of the tabled packet. Finally, drop the remainder on top
of all. The first selection is on top, above the Ace of Spades. Repeat this control sequence with
the second selection.
3. Hold the deck face down in dealing position and obtain a little finger break below the top
three cards. Ask the spectators, "Have ever seen a Magnetic Card?" As they reply, flip over the
top three cards as one onto the deck showing the Ace of Spades. Look down at the Ace and
say, "Well, this Ace of Spades just happens to be a Magnetic Card. You can all go home tonight
knowing that you have seen one."

Revolve your left hand palm down and use your left fingers to Glide back the Ace (figure 1
shows a view of the action from below). Your right fingers slide out the card positioned second
from the bottom (a selection), and place it on top of the face-up deck, but jogged over the end
for about one inch (figure 2). Place the face-up deck onto the table, with the face-down

outjogged card still on top (figure 3). Finally, cut the top half of the deck with the jogged card
onto the table and place the bottom section on top.

Position Check: The deck is face up on the table and there is a face-down card protruding from
the middle for about one inch (figure 4). The audience believe this card to be the Ace of
Spades. It is actually a selection.
4. Make a motion with your hands as you say, "The Ace is now drawing your two selected cards
toward it." After a moment, ask a spectator to push the outjogged card flush with the deck. Hold
the deck to steady it as he does this.
5. Finally, turn the deck face down. Ask the spectator to spread the cards widely across the
table. The face-up Ace shows in the middle with the two selected cards face up on either side,
to which I deliver the incredibly witty comment, "That's why it's called the Magnetic Card."
Here is one further idea using the above concept. This leaves you with the four Aces at the end.
Remove the four Aces plus one random card and set them on top of the deck;
Red Ace-Red Ace-random card-Black Ace-Black Ace-rest of deck.
Proceed as follows:
1. Shuffle the deck keeping the stack on top. Double Undercut the top three cards to the
bottom.
2. Invite a spectator to cut off half the deck and to place it onto the table. Make some comment
about his accuracy as you get a break above the bottom three cards of the remaining packet.
Double Undercut these three cards to the top and retain a break below them.
3. Turn over the top three cards as one and ask spectator A to remember the card. Carry out
the Glide and Cut sequence as outlined in Step 3 in the original text above. Pick up the other
packet and repeat the above step for spectator B.
Position Check: There are two packets, each containing approximately half the deck, face up on
the table. There is a face-down card protruding from the middle of each packet (figure 5). The
two spectators believe that these outjogged cards are the cards that you asked them to
remember.
4. Push both outjogged cards flush with their packet. Spread packet A to show that the first
spectator's card is in the middle with the two Black Aces face up on either side. Spread packet
B to show the other spectator's card is in the middle with the two Red Aces on either side.
I will leave the patter up to you, the reader!

Two spectators each perform a magical effect with a Joker, after which each spectator
manages to find his previously selected card without having a clue how he did it.
This is a modified version of "That Sinking Feeling" that originally appeared in Obsession. The
deck that you will use must have two Jokers in it. Place one Joker on top of the deck and the
other on the bottom, and you are ready.
1. Give the deck a couple of Riffle Shuffles retaining the top and bottom cards. Spread the
cards and invite two spectators to each select a card. We will refer to the spectators as A and
B. Ask spectator A to place his card face down on top of the deck. You then carry out a Double
Undercut, but without transferring any cards. In other words, you adapt the actions of a Double
Undercut for a false cut. Ask spectator B to place his card on top of the deck and repeat the
False Double Undercut. Finish this off, if you wish, with a riffle shuffle, retaining the top three
cards and the bottom card in place.
At this stage, both selections are on top of the deck with a Joker directly below them. The other
Joker is on the bottom of the deck.
2. With the deck held in left-hand dealing position, say, "If Ipull upwards, something definite
happens." Match these words by giving the deck a slow upwards riffle with your right thumb at
the inner end. During this action, secure a little finger break below the top three cards. This is
an easy task, as you simply stop the riffle when you see that only three cards remain above the
thumb. At this point, you look at that audience and continue, saying, "And what's definite is that
a Joker always rises to the top of the deck." As you speak, flip over the top three cards as one
onto the deck to show a Joker.
Now press the top card of the deck with one of your right fingers, as you say, "And if Ipush, the
other Joker sinks to the bottom." Raise the deck to show the other Joker at the face, then
remove the Joker and place it face up on top of the deck with the other Joker.
Flip all four cards face down onto the deck then deal the top two cards (apparently the Jokers,
really the two selections) onto the table. Deal one on top of the other reversing ,their order.
3. Bring your right hand over and grip the deck from above, with your fingers at the front and
thumb at the inner end. Your left thumb rests on the top card. Lift up about half the deck with
your right thumb (figure 1). As the left thumb retains the top card in place, you pull this top
section to the right (figure 2). The right hand continues to move away from the deck, and you
give this half to one of the spectators. Give the remaining half to the other spectator. This Slip
Cut action places a Joker atop each half.
4. Ask spectator A to deal cards from the top of his packet, one at a time, into a face-down pile
on the table. Tell him to stop whenever he gets the impulse to do so, adding, "All the time that
you are dealing, Iwant to you think strongly about the card that you chose." When he stops

dealing, reach down and pick up the top Joker (?) from the pair on the table and drop it face
' 1 mark the point where
down on top of the pile of cards the spectator has just dealt, saying, "11
you stopped with a Joker." Take his remaining cards and toss them to one side.

Spectator B now does exactly the same with his packet. When he stops dealing, pick up the
remaining Joker (?) from the table and place it face down on top of *thepile he just dealt, saying,
"11
' 1 mark the point where you stopped with
the other Joker." Take his remaining cards
and toss them on top of the other discards.
5. Say, "I showed you at the beginning how
the Jokers could be made to magically rise
and fall within the deck. Now I want both of
you to take this experiment a step further by
attempting this bit all on your own. As the
Jokers are on top of your piles, I want you
both to push on the top card firmly." Allow a
3
few seconds to elapse, then say, "Okay, that
should be enough." At this point, reach
forward and pick up both piles, one in each hand, from above in a Biddle-style Grip, and raise
them to display a Joker at the face of each (figure 3). Congratulate both spectators on a
marvelous feat. Lower your hands and replace the piles back onto the table in front of the
spectators.
Finally, ask each spectator to name his card. Turn over the top card of each pile to reveal both
selections. Apparently they both inexplicably stopped on their selected cards.

You invite two spectators to each select a card. Both cards are then returned to the deck and
the deck placed onto the table. You state that you have predicted both cards but, as you were
not absolutely sure, you have given yourself two chances for each selection. So said, you bring
out a packet of four jumbo playing cards. You show the face of each card one at a time, then
ask each spectator if they saw their card among the four just shown. Both say that they did.
You look pleased. You now say that you will cause each card to magically reverse. You count

the packet and sure enough, one card is now face up. The first spectator acknowledges that
this is indeed the same as his selection. You appear more pleased. Now you spread the deck to
reveal that the spectator's card has reversed itself in sympathy with the jumbo duplicate. You
square up the deck again. You now count the cards once more, but the same card is reversed
as before. No matter how many times you count the cards, the second selection fails to make
an appearance. Finally, in disgust, you remove the face-up card and notice that there is a staple
through the middle of it. Turning the card over you appear astonished when you find the
duplicate of the other spectator's card stapled to the back. As an afterthought, you spread the
deck and remove the face-up selection that is still in place to discover that it has the other
spectator's selection stapled to its back! You leave everything with the audience for inspection.
This rather offbeat effect came out of nowhere, really. I was experimenting with the Prieto
"Stapled Card" concept and it developed from there. It is ever so easy to do, and the
preparation, as small as it is, needs to be done only once. When I was in New York my friend,
Gene Maze, made a couple of good (as always) suggestions. I have incorporated them into the
presentation, and I thank Gene for his comments and observations.
You require two different regular duplicates to match your deck. These two cards should consist
of one court card and any spot card with a pip in the middle of the face. Let us assume that
these are the Ace of Spades and the King of Hearts. Staple the two duplicate cards back to
back, putting the staple through the middle of the cards (figure 1). We will call this the regular
stapled set.

stapled back-to- back

You also need four jumbo cards. Two of these match your duplicates, In this case, the
duplicates are the Ace of Spades and the King of Hearts. Staple these two cards back to back,
exactly as you did with the normal size cards. The other two jumbo cards can be any other
random cards.
Place the regular stapled set on the bottom of the deck. Transfer the two matching cards to the
top.
Place the two loose jumbo cards on top of the jumbo stapled set (figure 2), ensuring that this
and the regular stapled set have different cards uppermost. Place this jumbo packet into your
inside jacket pocket. Follow the presentation as outlined in the above description of the effect.
1. Riffle shuffle the deck retaining the top and bottom cards in place. Now ask a spectator to cut
off a small portion of the deck, turn the packet face up, and replace it on the deck. Turn to a

second spectator and ask him to cut further down into the deck and lift off a larger portion.
Again he turns this packet over and replaces it on the deck. This is the Balducci Cut Deeper
Force. Spread the deck and stop when you come to the end of the face-up section. Push off the
first two face-down cards and ask each spectator to take one.
2. Once both cards have been noted, have them both returned to the top of the deck. Now give
the deck one straight cut to bury the selections. This centralizes the stapled cards and also puts
both selections directly below the regular stapled set. Place the deck face down onto the table.
Do not square the deck too neatly. A ragged edge will nicely disguise any slight break caused
by the stapled cards.

3. You will now count the four jumbo cards and show four different cards using a Marlo concept
normally used with Double-Faced cards. Here, the stapled set is our Double Facer. Bring out
the jumbo packet and hold it face up in the left hand at the left long edge with the thumb on top
and fingers below (figure 3). Draw attention to the card at the face, naming it. Place your right
hand fingers on the face of this card and the thumb below the packet (figure 4). The right hand
now removes this card (this is the stapled set) and starts to turn it away from you and toward
the audience. At the same time, the left hand tilts its cards inward (figure 5). Bring both hands
together, and place the right-hand card face outward below the left-hand cards (figure 6). The
underside of the stapled set remains concealed throughout the foregoing display count.

stapled ca rds

Lower the left hand, remove the next card, and transfer it face down to the bottom, emulating
the same actions as you did with the first card. Repeat again with the third card. This brings the
stapled set back to the top but with the other side showing. Remove this card and transfer it to
the bottom, as you did with the first card.
You have thus shown four apparently separate jumbo cards.
Ask both spectators if they saw their card. They will both reply in the affirmative, to which you
reply, "Good!"
4. Now flick the packet and carry out a standard Elmsley Count. Although you have only three
cards, the count is really no different than usual. One face-up card will show during the count.

Ask if that is one of the selections. One spectator will respond positively. Now spread the deck
across the table to reveal that his card has also reversed in the deck.
Allow the impact of this to register then close the spread.
5. Flick the packet again and carry out another Elmsley Count. The same face-up card will
show once again, among the other three face-down cards. Appear slightly disgruntled and
repeat the Elmsley Count, with the same result, but outjogging the face-up card this time. Then
say, "Perhaps the magic has happened in the deck." Spread the deck disclosing the same card
still face up in the middle. You now appear very disgruntled.
At this point, appear to notice something wrong with the face-up card. Pull it out from the other
two and say, "There's something very peculiar here. I didn't see this staple here before. Did
you?" At this, ,turn the card over to reveal the other selection with bath cards stapled back to
back, saying to the other spectator, "Is this your card?" This will get some reaction. Pause for a
bit before doing anything else, apart from dropping the other two jumbo cards singly onto the
table.
Finally, reach toward the deck and slowly remove the face-up card from the spread. Wait a
beat, then turn it over to reveal the other selection stapled to the back of this card also.
Give both stapled sets to the audience for examination. You can use this moment to gather up
the deck, separating it at the point where you withdrew the stapled set, then cutting it to bring
the two real selections to the top. You can now ditch 'them at your leisure. You will find that the
main interest is focused on the stapled cards and not the deck.
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A spectator selects any card and signs his name across the face. You imprison this card inside
a transparent plastic envelope, and this remains in full view on the table. You now show four
identical Jokers, saying that two are Protectors and two are Dispatchers. You give the spectator
two Jokers and he keeps his hand flat on top of them. You place the plastic envelope between
the other two Jokers. You say, "You might think that these are the Protectors guarding your
signed card. In fact, these are the Dispatchers." Instantly the signed card vanishes from the
envelope. The spectator lifts his hand to find the signed card between his two Jokers.
This is a reworking of Steve Hamilton's "Clearly Vanished" that appeared in Profile. Steve
based his routine on Roy Walton's "Jefferson's Jest" from Cardboard Charades. Both of these
routines used the Breast Pocket Dodge to dispose of a card. The following is not offered as an
improvement on the aforementioned two tricks, it is, however, self contained. Once a card has
been chosen, there is nothing to add or dispose of. The plot is Alex Elmsley's "Point of
Departure."
For this, you require four identical Jokers or four Blank cards. This can be worked with the four
Kings from the deck, but you will find that the displacements required to maintain logic
throughout are not worth the bother. The effect is much clearer with four identical Jokers.
You also need a small, clear plastic, ticket envelope, just big enough to contain a card. There
should be half moon cut-outs at the opening (figure 1). You will not need to prepare such a
wallet as that is the way they come. These are obtainable at any stationery shop. We will refer
to this simply as the envelope in the description.
Place three of the Jokers in your pocket along with the plastic envelope. The fourth Joker is on
top of the deck. This can be in the deck throughout your performance, and you can bring it to
the top when you are ready to perform this routine.

1. Bring out the envelope along with the three Jokers. Place the envelope onto the table to your
left. Hold the Jokers face up at your left fingertips and carry out an Elmsley Count showing the
three Jokers as four, saying, "Here are four spare Jokers I keep specially for this trick. " Place
the packet face up onto the table in front of you.
2. Spread the deck and invite a spectator on your left to touch the back of any card. Outjog the
card when he touches it. Close the spread and obtain a little finger break below the top card.
Remove the outjogged card and turn it face up onto the deck. Lift off the top two cards as one
and place them on top of the Jokers on the table. Dispose of the rest of the deck.
3. Pick up the packet and hold it in dealing position. Give the spectator a pen and ask him to
sign his name on the face of his card. Ask him to place the pen to one side. As he is doing this,
obtain a little finger break below the top three cards. You can do this in 'two ways. You can
Buckle the lower two cards with your left fingers and insert your little finger above them.
Alternatively, you can riffle off the lower two cards with your right thumb as you apparently
square the packet with your right hand.
Flip over the three cards above the break as one onto the packet, then immediately deal the top
card onto the table. Place the rest of the packet onto the table to your right. This apparently
consists of four face-up Jokers. Pick up the envelope and insert the face-down card, saying,
"This will keep your card out of harm's way." Place the envelope onto the table to your left with
the cut-out end away from you.
Position Check: The envelope lies on the table to your left with the half moon cut-out pointing
away from you. This contains a face-down Joker. The audience thinks this is the selection. The
Joker packet lies on the table to your right. This consists of ,three face-up Jokers and the facedown selection located second from the top. The audience presumes these to be four face-up
Jokers.
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4. Pick up the Jokers from the table and hold them at the right fingertips in position for an
Elmsley Count. You will actually carry out a Marlo Out-of-Position Elmsley Count. This is often
called an OPEC Count, which makes no sense if you think about it! The OPEC is the Elmsley
Count with the first card taken from the bottom instead of the top. The rest of the count is
identical to the standard Elmsley. This count works well when you are counting a packet of all
alike face cards or all identical backs. As you perform the count, say, "These four Jokers have
special duties. Two of them are Protectors and two are Dispatchers."
5. Having counted four Jokers, hold the packet from above with your right hand in a Biddle Grip,
and say, "As each pair has its own duties, I will take two of the Jokers and I will give you the
other two." With your left thumb, peel off the top Joker into your left hand (figure 2). Peel off the
next Joker on top of the first, but steal back the first Joker beneath the right-hand cards (figure
3). Immediately move your right hand toward a spectator on your right and ask him to hold out a

hand palm up. Place the right-hand packet on his outstretched palm and ask him to place his
other hand flat on top. Do not let go of the cards until his other hand is closing in on the packet.
6. You now hold only one face-up Joker in your left hand. The audience thinks you have two.
Flip this card face down and carry out a brief squaring action as if you had two cards
(temporary insanity helps in moments like these). Now pick up the envelope and place it on top
of the card. Reach below and transfer the card from the bottom to the top, saying, "I will now
further secure your card between the Jokers." Take the card and envelope in your right hand,
with your thumb on top and fingers below (figure 4). Turn the hand briefly to show the underside
of the envelope (figure 5),then turn the hand back again. This brief display shows what appears
to be the Joker on the underside of the envelope. The fact that it is inside the envelope is not
discernible to the audience.

You can carry out a Stanyon Two as Three Count at this point to further highlight the position.
This is optional, but I think it is quite effective at this stage. It is a simple move, made even
easier with the plastic envelope. The envelope being slightly larger than the cards, and being
somewhat slippery, does help. Hold the card and envelope at your right fingertips in position for
an Elmsley Count. Count off the top card into your left hand, as you count, "One". Come back to
count the envelope into your left hand, placing the card beneath the envelope (figure 6). Your
right fingers grip the card as the left thumb pulls off the envelope (figure 7) and you count,
"TwoJJ.In other words, the card and the envelope exchange places. Finally, transfer the card
As you count,
from the right hand on top of the envelope as you complete the count, "ThreeJJ.
say, "Your card should be quite secure, encased in plastic and guarded by two Jokers."

Turn the packet ninety degrees clockwise, gripping it at both ends between your two hands.
Your left thumb and fingers are holding the closed end of the envelope, with the thumb on top.
Your right thumb and fingers are holding the ends of both cards with the thumb on top and the
middle finger pressing on the face of the Joker through the cut-out (figure 8).
8. Look at the audience and say, "You might think that these two Jokers are the Protectors.
That is understandable, but incorrect. These are, in fact, the Dispatchers, and they have just
dispatched your signed card." As you say this, pull both cards to the right, leaving the empty
envelope in your left hand. As soon as the lower Joker is clear of the envelope, fan both cards

widely (figure 9). This sudden disappearance of the selected card is very startling, so hold this
pose for a moment as the impact registers with the audience. Now drop the envelope onto the
table, turn over the two Jokers, and drop them face up on either side of the envelope.

9. Look at the audience, saying, "I wonder where the card went?" As you finish saying this,
direct your gaze to the other spectator who is holding the other Jokers between his hands, and
say, "You have been holding the Protectors all along." Ask him to place the packet onto the
table and spread the cards. A face-down card shows itself between the two Jokers. Turn this
over and give it back to the spectator who signed it to bring the effect to a close.

You introduce a regular blue-backed deck of cards. This could be the deck that you have
already been using for other routines. You next remove a single (yes, it is only one card) redbacked card from your pocket or wallet. This, you say, is your membership card for the famous
Magic Circle in London. You ask a spectator to sign his name on both sides of this card. A
second spectator signs his name on the back and front of one of the cards from the deck.
Without any moves, the signatures on the faces of both cards transpose. You give both cards to
the spectators as souvenirs. The deck is otherwise normal.
This is a different approach to the Peter Kane "Signature Transposition" that appeared in
Mentzer's Card Cavalcade (1972). In DuffieJs Card Compulsions I included two versions, "No
Two Ways About It" and "Changing Sides." Here, the addition of an odd-backed card adds a
new dimension. Whether it enhances the effect or not, is a matter for the reader to decide.
For this description we will use a blue-backed deck. You also need one red-backed card that
otherwise matches the deck. Let's say that this card is the Two of Diamonds. Place this card
into your wallet. You can be using the deck for other routines prior to this one. When you want
to perform this effect, simply make sure that the Two of Diamonds in the deck is not near the
top. It is also a good idea to ensure that the top card of the deck is of a contrasting color to the
red-backed card. For this description we will make the top card the Ten of Spades.

1. Spread the deck face down on the table then bring out your wallet. Take out the red-backed
card, saying, "Most people think that I am a member of the famous Magic Circle in London.
And, since I don't like to disappoint them, I always carry my membership card with me. Here it
is. It might not look like much, but it is rather special. Let me give you a small demonstration."
Drop the red card face down on top of the tabled spread to highlight the contrast in color. Scoop
up the deck and hold it in face-down dealing position. Hand a pen to a spectator, whom we will
refer to as spectator A.
2. Ask spectator A to sign his name across the back of the red card. Execute a Double Lift
turning over the top two cards as one and leave them face up on top of the deck. It appears that
the red-backed card is the Ten of Spades. Ask spectator A to sign his name across the face of
this card, then turn both cards face down again. Look at the card then look at the spectator and
say, "Well, it appears that I have just made you a member of the Magic Circle. I hope you know
a few good magic tricks."
During a squaring action, use your right thumb to raise the inner end of the top three cards in
readiness for the Vernon Depth Illusion, otherwise known as Tilt (figure 1). Slide off the redbacked card from the top of the deck and apparently insert it into the middle of the deck at the
inner end. In reality, you slide the card into the break below the top two cards (figure 2). Push
the card flush while squaring the deck, but retain a little finger break below the top three cards.
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3. Turn to another spectator, spectator B, and ask him to take the pen from the other spectator.
Execute a Triple Lift, turning over the three cards above the break as one onto the deck. Ask
spectator B to sign his name across the face of this card. Flip the three cards face down again
and ask the spectator to sign his name across the back of the card. Deal the top card face
down onto the table in front of spectator B. Give the deck a cut then spread the cards across
the table. The red-backed card shows near the middle.
4. Make a magical gesture as you say, "Of course the Magic Circle is a private club so the
membership card is not transferable. Nor do they allow joint memberships. I am afraid that you
are disqualified. Look." Slowly remove the red-backed card and turn it over to reveal the other
spectator's signature on the face. Finally, ask the other spectator to turn his card over to reveal
that his card too bears a joint signature!

You lay a sealed envelope onto the table, stating that it contains a prediction of a card yet to be
chosen. You shuffle the deck, remove a packet of cards, give them to a spectator. The
spectator now turns over every card except one. He has complete freedom in doing this. The
final face-up card might be the Seven of Diamonds. The spectator opens the envelope but there
is nothing inside. At first you appear puzzled, then you say, "Of course, the prediction could not
have been in the envelope, because it's over here." At this, you turn over the selected card
revealing the word "Prediction" boldly printed on its back!
The principle used here belongs to George Sands and is based on a peculiarity that exists with
prime numbers. A prime is a number which cannot be divided by any whole number, other than
one and itself, to give a whole number result. Three, five, seven, eleven, and thirteen, are some
examples. I use seven cards for this routine.
Take a black marker pen and write the word "Prediction" on the back of any card (figure 1). For
this explanation, we will assume this card to be the Seven of Diamonds. Do not use a
prominent card like the Ace of Spades. Sneak this card into the deck prior to performing the
trick. Have a sealed empty envelope in your pocket.
1. Begin by placing the envelope onto the table, saying, "This is a prediction of a card that you
have yet to select." Shuffle the deck then spread it face up. Remove seven cards, one of which
is ,the Seven of Diamonds. Discard the rest of the deck.
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2. Keep the cards face up, casually mix the cards around a bit, and finish with the Seven on the
face. Do not worry about this, the face card means nothing at this point. Give the packet to a
spectator and ask him to hold it in dealing position. The cards remain face up.
3. Ask him to think of any small number. Suggest that he limits his choice to a number within
the range from two to six, inclusive. Now tell him to transfer that number of cards, one by one,
from the top of the packet to the bottom. Once he has done that, tell him to turn the card now
on top face down. He now transfers the same number of cards again from top to bottom, then
turns over the card that finishes on top. He repeats this four more times. Each time he turns

over a card, you call out the number. Once he has turned over the sixth, say, "Okay, you have
turned over six cards at random. I gave you seven, so there should be one random card left
face up."
4. Tell the spectator to place the packet onto the table and spread the cards. Because of the
Sands principle, the face-up card will be the Seven of Diamonds (figure 2). Ask the spectator to
open the envelope and remove the prediction. When he finds the envelope to be empty, put on
your best look of puzzlement. Then, suddenly say, ('Ah yes, of course. The prediction is not
inside the envelope, because it's over here!" At this, look directly at his face-up card in the
spread. Reach forward and turn this card face down revealing the word "Prediction" on the
back.

You remove three red spot cards and the Ace of Spades from the deck. With these four cards
you perform a baffling monte-style routine. The Ace of Spades is the object card and proves to
be consistently elusive, as it elevates, transposes, and reverses. At the end you are clean.
My inspiration for this routine came from Larry Jennings' "Homing Card" from Alton Sharpe's
Expert Card Mysteries. The elevator sequence at the beginning comes from Roy Walton's
"Ambitious Ghost," which appeared in The Complete Walton, Volume One.
Phase One
1. Hold the deck with the faces toward you. Spread through and cut the Eight of Hearts to the
face. Spread through the deck and transfer the Eight of Diamonds to the face, followed by the
Seven of Diamonds, the Seven of Hearts, and, finally, the Ace of Spades. Lift off these five
cards and place the rest of the deck face down onto the table.
2. old the packet face up and push over the upper three cards, holding the last two as one.
This displays the Ace of Spades with three red spot cards. Say, "You all have heard of the
famous Three Card Trick, Well, this is the version that I was shown some years ago. It uses
four cards; three red cards and the Ace of Spades. The game was simple, all I had to do was
keep an eye on the Ace."
3. Square the packet and turn it face down. Obtain a little finger break below the top card. Say,
"If I want the Ace on top, all I need to do is this." Slide the Ace out from the bottom and lever it
face up on top of the packet.
Bring your right hand over the packet with your thumb at the inner end and fingers at the outer
end. Lift off the top two cards as one (figure 1). Use the left long side of this double to flip the
other three cards face up (figure 2). Immediately spread them with your left thumb so that all
three cards are visible (figure 3). Place the double on top of these cards, then square them up.
Turn the packet face down. The Ace is back on the bottom.
4. Continue saying, "Another way to bring the Ace to the top would be to reverse the order of
the cards like this." Here you carry out an Elmsley Count. During the count, you injog the third

card slightly. Bring your right hand over the packet and lift up on the injog. Turn over the top two
cards as one to reveal the Ace on top, as expected.

Turn the double face down then continue, saying, "This, however, is where it gets interesting. If
I put it back on the bottom again, it comes back to the top." As you say this, remove the top
card and apparently place it to the bottom. In fact, you buckle the bottom card with your left
fingers and insert the card second from the bottom (figure 4). Tap the packet and turn over the
top card to reveal the Ace has risen to the top.
Phase Two
5. Turn the Ace face down, place it on the bottom of the packet, then turn the packet face up.
Square the cards. Obtain a little finger break below the upper three cards by riffling off the
bottom two cards with the right thumb, then inserting the little finger. With your right hand, flip
over the three cards above the break as one onto the packet. Deal the top face-down card onto
the table, saying, "But the real mystery of the Four Card Trick is that the Ace is not kept with the
other cards. It is placed onto the table."
Because of the original order of the cards, there is a minimal discrepancy during this action
when the Seven of Hearts changes to the Eight of Hearts. This goes unnoticed.

6. Hold the packet face up in a Biddle Grip with the right hand, then with your left fingers back
spread the lower two cards to the left to display three red cards (figure 5). Close the spread and
turn the packet face down. Pick up the packet with the right hand in Biddle Grip and wave it
over the tabled card, saying, "If I do that, this happens." With your left thumb, peel off the top
card of the packet into your left hand (figure 6), then peel off the next card onto the first. The

Ace of Spades appears face up. There is a card concealed behind it. Use the edge of the
double to lever the cards you just counted face up, then drop the double on top. Reach forward
and flip over the card on the table to reveal a red card, saying, "As 1 said, it gets more and more
interesting. Anyone care to gamble? Minimum bet is fifty dollars! No? Never mind. Keep
watching anyway. "
Position Check: At this point you are holding four cards in your left hand. The top card is the
Ace of Spades. The second card is the face-down Eight of Hearts. The third card is the face-up
Seven of Diamonds. The bottom card is the face-up Seven of Hearts.
Phase Three
7 . Buckle the bottom card, flip over the upper three as one, then deal the top card face down
onto the table. Again, because of the order of the cards, there is a minimal discrepancy that
goes unnoticed. Back spread the lower card of the remaining packet to display two reds. Pick
up the red card from the table and insert it face down between them, saying, "This time I'll
reverse the middle card." Square up the packet and turn it face down.

Take the packet in Biddle Grip again and wave it over the tabled card, saying, "It's more difficult
this time because a card is reversed." Back spread the lower two cards to reveal that the Ace is
now face up in the middle (figure 7). Remove the Ace from its position, place it face up on top of
the packet, then turn over the card on the table to reveal a red card.
Final Phase
8. Say, "Look, 11
' 1place the Ace on top of the deck. Now 11
' 1 cut the damn card into the middle.
How's that?" Accompany these words by buckling the bottom card of the packet then flipping
over the top three as one. This looks like you turned the Ace face down. Immediately pick off
the top two cards as one and place them square on top of the deck. Finally, give the deck a
complete cut.
Drop the two cards in your hand face down on top of the red card
on the table, then pick up the packet placing it face up in your left
hand. Deal the top red card onto the table where it remains face up.
Turn your left hand palm down and pull off the top card (figure 8).
Deal it face down on top of the face-up red card on the table. Turn
your hand back again and deal the final card face up on top of all.
The three cards should be in a spread condition (figure 9). As I carry
out the foregoing deal, I say, "For the last time; red, red, red."
Spread the deck to reveal a solitary face up red card in the middle. Turn over the face-down
card between the other two red cards to reveal the Ace, saying, "I'll bet you're glad you never
took me up on my offer to gamble."

This appears to be a transposition between two cards. It is not quite a transposition. If,
however, you were to ask the audience what the effect was, they would almost certainly say
that two cards transposed.
This came about while playing with an effect belonging to my good friend, Gordon Bruce, called
"Push-Over." Gordon's effect appears in his 1986 lecture notes, Half an Hour with Gordon
Bruce. This may appear rather simplistic, but a trial will show how effective it really is.
SET-Up

You can work this completely impromptu. I, however, always ensure that the Ace of Spades is
on top of the deck with the Nine of Diamonds second from the top. To further enhance the
description, place the King of Hearts third from the top.
1. With the deck face down in dealing position ask a spectator to turn over the top card. Draw
attention to this card, the Ace of Spades, then ask the spectator to turn it face down on top of
the deck again. Execute your favorite false cut to apparently bury the Ace.
2. Look at the audience and obtain a break below the top three cards, as you say, "Iwill also
select a card." Turn over the top three cards as one to reveal the King of Hearts, saying, "This
will be my card, the King of Hearts." Turn the triple face down again onto the deck.
3. Deal the top card onto the table in front of the spectator, saying, "Remember, my card the
King of Hearts goes here, under your protection. "
Now place the deck face down onto the table in front of yourself. I set the deck about one foot
diagonally away from the card (figure 1). This is not essential, but it looks better for what
follows.

4. Reach down and remove the top card of the deck, saying, "We'll employ a neutral card. Ah!
The Nine of Diamonds. That is known as 'The Curse of Scotland." Let's hope it's not a bad
omen tonight. "
Hold the Nine face up and tap it against the card lying in front of the spectator, saying, "If Itap
my card, the King of Hearts, with the neutral card, then tap the top of the deck, a strange thing
happens. Look!" At this, turn over the top card of the deck to reveal the King of Hearts. Allow
this to register by waiting a couple of beats, then continue saying, "And if that is my card, what
have you got?"
The spectator will need little encouragement to turn over the card lying before him to discover
that it is now his card, the Ace of Spades.

You bring out four jumbo Kings and give them to a spectator. You next bring out four jumbo
Fours that you keep for yourself. You count your four cards showing four different Four spots.
These you spread face down on the table. The spectator now counts his cards, one by one. He
has four different Kings. He gives you one of his Kings and you insert it into your spread of
cards, making a spread of five cards with his card in the middle. You ask the spectator to name
the King he may have given you. He might say, the King of Spades. Without any moves, you
close up your cards then re-spread the packet, revealing only four cards. There are no cards
stuck together. You turn the cards over one by one, proving that only four remain, and these
are the four original Four spots. His King has vanished. He now spells 'Spades' with his packet
and turns over the King of Spades. The King has reappeared in his packet while held in his own
hands. He turns over his other three Kings. Only four Fours and Four Kings remain on the
table, leaving the audience with an unfathomable mystery.
When I worked out this routine, I was looking for a new effect to put on the market. At that time,
Max Maven presented a lecture in Glasgow and performed a Card Across routine that was
quite similar in many respects to the one I had just devised. Max had been marketing his effect
for a while, so I quietly put mine back on the shelf. The two tricks are, however, somewhat
different, so I pulled the trick back off the shelf again and decided to include it in this book.
You can use regular cards for this, but I feel that the effect is nowhere near as strong with small
cards. There are too many palming possibilities as a solution. With jumbo cards, these
possibilities don't exist. For the moment, you can make up a rough set with any old cards, then,
if the trick appeals to you, get a jumbo deck. Only one gimmick is required, and you can make it
in two minutes. It is a classic fake.
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Take the Four of Spades from your deck along with a Joker or any other odd card, except a
Four or a King. Cut the Joker in half lengthwise. Discard one of the halves and glue the other
half face down onto the back of the Four spot. You stick this piece on the right half of the card
with the cut edge to the right (figure 1).

Take the Four of Hearts and the Four of Clubs from the deck. Place the Four of Hearts face
down onto the table. Place the fake face down on top, then place the Four of Clubs face down
on top of all. Spread the cards from left to right. There should appear to be four cards (figure 2).
Close the spread and place this packet into your inside jacket pocket.
Now remove the four Kings and arrange them face up in Clubs, Hearts, Spades, and Diamonds
order. The Club is at the top. Place the remaining Four, the Four of Diamonds, face down on
the bottom of the packet. Place this packet into your other inside jacket pocket. You should be
able to bring this packet out with the King side showing.
1. Bring out the Fours packet and hold it face up in readiness for an Elmsley Count. Carry out
the Count showing four Fours, placing the last card of the Count to the bottom. As you are
counting, say, "It is easy to remember what I've got here, because I have four cards, and they
are the four Fours." The face card, the Heart, is seen twice. Since this card does not end at the
face of the packet, this will go unnoticed. As I begin the Count, I also begin talking. This draws
the attention of the audience away from the packet just at the moment when the Count begins.
Turn the packet face down, end for end, and place the cards onto the table. Remove the Kings
packet and give it to a spectator, saying, "Your four cards are far more important than mine.
You've got the four Kings. Much better cards than my four Fours." As you are talking, casually
spread your packet on the table so that four backs show, as already seen in figure 2.

2. The spectator will now show and count four different Kings, while at the same time hiding the
Four of Diamonds. Make sure the spectator is holding the packet securely, then tell him to call
out the name of the King showing on top. He will call out, "The King of Clubs." Tell him to
remove that King, turn it face down, and place it underneath his other cards (figures 3 and 4).
Tell him to announce the name of the next King, which is Hearts, and then place it face down
on the bottom. He repeats this with the remaining two Kings, Spades and Diamonds. At the
end, the spectator, and the rest of the audience, will be convinced that he is holding only four
face-down Kings.
3. Continue, saying, "Here is the idea. You are going to give me one of your Kings to make my
cards into a five card Poker hand. That will leave you with a superb three King hand. Now I
would say that is a fair deal. You don't look too sure. Perhaps you don't trust me? That's okay,
because I don't trust you. With such similar attitudes, we should get along just fine. Actually,
after you have given me one of your Kings, I am going to attempt a little magic with it. So let's
choose a King. Spell the word "Magic", a letter at a time, transferring one King from top to
bottom for each letter." Give him some assistance to ensure he does this correctly.

Now ask him to give you the top card. Reach forward and take the card from him as soon as he
lifts it. This gives him no time to turn it over. Insert this card face down below the top card of
your spread of four(?), leaving it outjogged. Use your right hand to steady the card, as your left
hand inserts the spectator's card (figure 5). If necessary, move the top card to the right slightly
so that the cards on the table appear as five cards in a spread, with the middle one outjogged
(figure 6).

4. Ask the spectator, "We didn't look at the card, so have a guess. Which King do you think you
gave me; Clubs, Hearts, Spades, or Diamonds?" Take note of what he says. We will assume he
said the King of Diamonds. Say, "Watch. The King of Diamonds is slowly disappearing." As you
say this, slowly close the spread, then push the outjogged card flush with the others.
I pause at this point, and look at the audience, saying, "Well, what did you think of that?"
Naturally they are not impressed, because there is no evidence that the King has disappeared.
They presume that you are pulling their legs. Now reach down and slowly spread the cards
again, but this time spread in such a way that the gimmick remains hidden below the third card
(figure 7).
Pause only for a moment, then scoop up the cards and turn them face up. Take each card, one
by one, with your right hand, snap the card to show that there are no two stuck together (make
sure your fake is securely glued!), then toss the card nonchalantly to the table. Now they
believe you. The King has disappeared.
5. Look toward the spectator, saying, "You found the King of Diamonds by spelling "Magic" (In
fact the card he found was never shown). If the King really has returned, you should now be
holding it again. Turn the cards over and see. " He does this, revealing the King of Diamonds at
the face. Tell him to deal it onto the table, then deal the other three Kings onto the table.
If he named Clubs, tell him to turn over the top card, revealing the King of Clubs, then deal it
onto the table, followed by the other three Kings.
If he named either Hearts or Spades, tell him to find the card by a magic spell. He spells the
suit by transferring a card from top to bottom for each letter. At the end, Hearts will be on the
bottom and Spades will be on the top. Deal with them in the same way as you did with
Diamonds and Clubs.
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You have two cards selected and returned to the deck. You now locate both cards using a
"Card of the Oracle."
I based this routine on Marty Kane's "The Spell of the Oracle," sent to me by Marty in
correspondence. Marty's routine appeared in Precursor No. 21, based on an Allan Slaight trick
called "The Spell of D.H.L."
Before beginning, reverse the Four, Five, Nine, Jack, or King of Diamonds at the sixteenth
position from the face of the deck. We will assume that this card is the King of Diamonds for
this cjescription. (See End Notes for details of how to accomplish this under the eyes of the
audience.)

1. Spread through the deck and mime the actions of removing an invisible card and placing it
onto the table, while you say, "This is a very interesting card, 11' 1 leave it there for the moment."
At this point, the audience will think you are nuts. That's okay. Maybe you are.
Spread the deck between your hands and invite two spectators to each select a card. Do not
spread beyond the upper two thirds of the deck or you will expose the face-up King of
Diamonds.
2. You will now have both cards returned. Swing Cut about one third of the deck into the left
hand (figures 1 and 2) and ask the first spectator to return his card to the top of the left-hand
portion. Drop the right-hand portion on top and square the deck.
The reversed card is near the middle. Lift a section of the deck near the midpoint so that it
breaks at the reversed card-this card should be the bottom card of the upper section. Ask the

second spectator to replace his card on top of the lower half then drop the upper half square on
top. Everything appears very fair up to now.

3. Place the deck face down onto the table, saying, '%/thoughboth cards are completely lost in
the deck, my special card, which has been lying on the table from the outset, will find them."
adding, "This card is known to alchemists as The Oracle Card."
Mime ,the actions of picking up the card. Look at it, then go through the motions of turning it
over, saying, "That's better. Now we can see the face! The King of Diamonds." Pretend to stab
it into the deck then square the deck. Ask the spectator to tap the deck because, if he does, the
Oracle Card will become visible. Spread the deck to reveal the King of Diamonds face up in the
middle.
4. Place all the face-down cards that are above the King of Diamonds to the bottom of the deck,
then place the King face up onto the table. Explain that all you have to do is call the name of
Oracle Card and something significant will happen. Call out, "The King of Diamonds." Now spell
"T-h-e K-i-n-g o-f D-i-a-m-o-n-d-s," dealing one card for each letter into a face-down pile on the
table. Turn over the card that falls on the final letter to reveal the first selection. Leave it in front
of the first spectator.

5. Pick up the dealt cards and drop them back on top of the deck. Give the Oracle Card to the
second spectator and ask him to use it like they do in casinos, as a Cut-Card, adding, "This
eliminates any cheating on the part of both the dealer and the player. " Hold the deck in dealing
position and riffle down the outer left corner with your thumb (figure 3). Tell the spectator to
stick the card face up into the deck near the middle. Hold the deck up so that he can gauge
this. Now tell him to lift off all the cards above the Cut-Card, as you place all the remaining
cards to one side.
Note: The reason I do not allow the spectator to simply stab the Cut-Card into the deck is
because, in practice, I have found that a spectator has difficulty hitting the center with a card.
The card must enter the deck between the sixteenth and thirty-second cards.
6. Take the half deck from the spectator, saying, "You might not believe this, but the Oracle
Card actually guided your hand and forced you to insert the card at a special point. This should

cause your selected card to appear precisely in the middle of these cards. If you don't believe
me, watch. We will work our way gradually and fairly to the exact mid-point."
You now perform a Reverse Faro elimination procedure devised by Karl Fulves. The principle
appeared in an effect called iiOracle," in The Pallbearers Review (November 1970). Here are
the details:
Spread through the packet and, starting wi,th the first card, outjog every second card, that is, all
the cards that occupy an odd position (figure 4). Strip out the outjogged cards and drop them
onto the previously discarded half deck.
Spread through again and outjog all the cards at odd positions. Strip out the outjogged cards
and discard them. Repeat this procedure until only one card remains.
Ask the second spectator to call out the name of his card. Turn over the card you are holding to
conclude the experiment. The Oracle Card may deserve a short round of applause!
As I stated at the beginning, it is not too difficult to arrange the deck openly to begin. You do
this as you talk to the audience and decide on two spectators to assist you.
Spread through the deck and cut the 4, 5, 9, Jack, or King of Diamonds to the face. For this
description we will assume that the King of Diamonds is at the face. Mime the actions of
removing an invisible card and placing it face down onto the table, saying, "Here's a very
interesting card. You won't be able to see it just yet, but it's there! Go on, examine it." As the
spectator is playing along with you, turn the deck face down and secretly reverse the bottom
card.
You now need to add 15 cards to the bottom of *thedeck. There are two ways I would do this:
a) You now select two spectators to participate in the experiment. As you are talking, run 5
cards from top to bottom, then repeat two more times. The reversed King of Diamonds is now
16th from the face. Now have each spectator select a card. Ensure that you do not expose the
reversed card as you spread the deck.
b) Spread the deck between your hands and invite both spectators to each select a card. As
you spread the cards, mark off the fifteenth card from the top. After the two cards have been
taken, casually cut the top 15 cards to the bottom.

You give a spectator a dozen or so cards. He shuffles the packet then thinks of any card in the
packet. You now ask him two questions to which he can reply; "yesJ1or "no." At this point, you
now know where his card is. Not only that, it is automatically in position to come out last in a
Down/Under Deal. If you don't like that, you can ask the spectator to spell the phrase, "My Card
Is. " He does this by dealing one card for each letter in the phrase. His card appears on the final
letter.

I based this routine on Charles T. Jordan's "The Five Guesses," and my friend Gavin Ross'
"One Vision" that appeared in his fine book Casing the Deck (1 995).

1. Have the deck shuffled. Take the deck, push off twelve cards and place the balance to one
side. Give the packet of cards to a spectator and ask him to shuffle them. Now ask him to deal
them into two equal piles. Turn away as you next ask him to pick up either pile and to look at
the top or bottom card. Have him bury the card by pushing it into the rest of the packet. Finally,
have him drop his packet on top of the other packet on the table.
2. Turn to face the front and pick up the packet. Riffle off three cards from the bottom, then cut
them to the top. This sets the cards for the rest of the trick.
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Hold the cards face down in dealing position and carry out a Reverse Faro, outjogging every
second (even) card (figure 1). Strip out the outjogged cards and hold them in a fan in front of
the spectator (figure 2). Inquire, saying, "Do you see your card there?" If he says, "yes," you
place the stripped-out cards on top of the others. If he says, "no," place them below the others.
In other words, the section containing his card always finishes on top.
Repeat the Reverse Faro and strip out the outjogged cards. Again ask him if he sees his card.
You now do the opposite from what you did a moment ago. If he says, "yes," you place the
packet to the bottom. If he says, "no," you place the packet on top. This time the section
containing his card finishes on the bottom.
3. You now finish in one of two ways:
a) Give the packet to the spectator and ask him to spell the words, "M-y C-a-r-d I-s," by dealing
one card for each letter onto the table. Ask him to turn over the card that falls on the final letter
to reveal his card.
Or.. .
b) Hand him the packet and instruct him to carry out a DownIUnder Deal. Briefly, have him deal
the first card to the table, then have him place the next card on the bottom of the packet. He is
to repeat these actions until only one card remains in his hand. Alternatively, you can do it
yourself. Either way, the final card will be his thought-of selection.

You place a deck of cards onto the table. You never touch the cards again from start to finish! A
spectator selects two cards then cuts them back into the deck. A "Mystic Card makes an
appearance. This card might be the Two of Clubs. Using the powers of this card, the spectator
causes the other three Twos to appear on top of the deck with his two selected cards interlaced
between them. Remember, you never touch the deck at any time!
This is a completely self-working multiple sandwich effect. The means of achieving the final
outcome came about after reading Lin Searles' "Idiot's Shuffle1' in his one man issue of The
Pallbearers Review (Autumn 1973).
Remove the four Twos from the deck. You can also use Aces, Sixes, or Tens. Place the Two of
Clubs face up on the bottom of the deck. Regardless of the value that you decide upon, you
always reverse the Club. Place one of the Twos face down on top. Place the remaining two
Twos face down on the bottom of the deck, below the reversed Two of Clubs.

1. Use a Riffle Shuffle to retain the top and bottom stocks, then place the deck face down onto
the table. Invite a spectator to participate. Ask him to cut off a section of the cards and to
remove the top two cards of the bottom section. The upper section is replaced.
2. After the spectator has noted both cards and shown them to the rest of the audience, he
places them together face down on top of the deck. The spectator now gives the deck one
complete cut.
3. Make a mystic pass over the deck, saying, "Every deck has a "Mystic Card and this deck is
no exception. Would you please spread the cards and see if you can spot the "Mystic Card':"
When he spreads the cards, the face-up Two of Clubs will show in the middle. Ask him to push
all the cards above this card to one side, then to gather up the remainder and hold them in
dealing position. He now holds about half the deck with the face-up Two of Clubs on top.
4. Tell him to deal the face-up Two spot onto the table. Point out that the "Mystic Card" has
various properties, the value and suit being the most obvious. Tell him to spell out the value by
dealing one card for each letter into a face-down pile on the table. He then spells "T-w-0,"
forming a pile of three cards. Tell him to tap the top of the dealt packet with his finger, then to
pick up the dealt cards and place them back on top of the deck.
Next ask him to spell the interim word "0-f," dealing one card for each letter, into a face-down
pile on the table. This time he forms a pile of two cards. Ask him to tap the top of the dealt
packet two times and to replace them on top of the deck.
Now ask him to spell the suit of the card, again dealing one card for each letter into a face-down
pile on the table. This time he spells, "C-I-u-b-s," forming a pile of five cards. Ask him to tap the
top of the dealt packet three times then to replace the cards on top of the deck.

5. Ask the spectator to pick up the "Mystic Card" and to wave it over the deck, while at the
same time concentrating on the two cards that he freely selected. If other members of the
audience were also remembering these cards (always a good thing), ask them to concentrate
also.
Tell him to place the 'Mystic Card" back onto that table then to pick up the deck. Tell him to
deal the top card face up onto the table. Point out that the "Mystic Card" seems to have drawn
another Two to the top. Next tell him to deal the top card face down on top of the face-up Two,
overlapping it. He now deals the next card face up on top of the face-down card to reveal
another Two spot. He deals the next card face down onto the previous card. He deals the final
card face up on top of all to reveal the fourth Two. These five cards should be in a spread
showing a layout of three face-up Twos (Hearts, Spades and Diamonds) with two face-down
cards interlaced between them (figure 1).

Congratulate the spectator in his unique ability at controlling the "Mystic Card" Finally, have the
names of the two selections announced. Invite the spectator to turn over the two face-down
cards trapped between the three Twos. These are the selected cards.

You give the deck to a spectator and you never touch the cards again for the duration of the
trick. The spectator shuffles the deck in any way he wants. He then counts off twenty cards
from the top of the deck and discards the remainder. He looks at a card in the packet and
remembers that card. You now make four statements about his card, to which he can either
answer "yes" or "no." Each time he answers, he transfers a card from top to bottom for each
letter in the reply word. You now say that you will name the card, and you ask the spectator if
he believes that you will achieve this. He can answer 'yes, no, or maybe." He spells his answer
in the same manner by transferring cards. Finally, you announce, "I name your card Harry!" A
bit of a let down you may think? Not really, because when the spectator spells the name Harry,
he finds his thought-of card!

The final gag of naming the card comes straight from Fred Lowe1s"Ultra Mental" variant, "The
Christened Reverse." The rest of the trick works automatically thanks to Marlo's "Automatic
Placement."

1. Hand the deck to a spectator for shuffling. As he is doing this, say to the audience, "I have
been attending evening classes to develop my psychic powers. Like other educational subjects,
we have exams. At the moment, I score correctly fifty percent of the time. You might say that it
has to be luck or chance, but I am going to attempt to prove that I can always score correctly
fifty percent of the time. Now, as we are talking about scores, I want you to count off a score of
cards, that is, twenty of them." Once the spectator has done this, tell him to place the rest of the
deck to one side.
2. Turn your back on the proceedings for a moment. Ask the spectator to mix his cards even
further if he wants. Now ask him to think of a small number from one to ten and to remove that
number of cards from the packet. He places these into his pocket. You comment, saying,
"These are purely for verification should you forget your number."
Tell him to look at and remember the card that lies at that number from the top of the packet.
He is to leave the card at this secret location and not to move it.
3. Turn to face the front and continue, saying, "You are thinking of a card arrived at by a simple
numerology process that only you can know. Please continue to think of your card. You can
forget about the number, as it is not needed any more. I will now make four statements about
your card. You must answer each statement with either "yesJ1
or "no." Each time you answer, I
want you to spell that answer by transferring a card from the top of the packet to the bottom for
each letter in the word. So you will either spell 'yes' or 'noJ."
The four statements you make are presented with tongue planted firmly in cheek. No way are
,they meant to be taken seriously by the audience. The audience soon realizes that you are
inventing statements to ensure a fiftylfifty result. This is, however, what makes the trick work as
you will soon see.
or "no," then spells either
The first statement is: "Your card i s a red card." He says either "yesJJ
"y-e-sJJ
or "n-0," depending on his response.
If he said "yes" to your first statement, your second statement is: "Your card is a Spade." He
must say "no," then he spells "n-0."
If he said "no" to your first statement, your second statement is "Your card is a black card." He
must say "yesJ',then he spells it.
Pause for Thought: Before going any further, let us analyze what is happening here, in case it is
not immediately clear to you. You want a "yes" and a "noJ1forthe first two responses or, to put it
another way, you need him to transfer five cards. You now require him to transfer five more
cards.
The third statement is, "Your card is a high card." He says either "yes" or "no," then spells it.
If he said "yes," your fourth statement is, "You card is a Three." He must say "no," then he
spells "n-o."
If he said "no1',your fourth statement is, "Your card is lower than a Ten." He must say "yes,"
then he spells "y-e-s."
You will see that it is very straightforward. All you do is say the most obviously unlikely thing to
which he can only give one answer.

4. Look smug and say, "There you are, I told you I was psychic. I got two right and two wrong.
That's a fifty percent score.
Look directly at the assisting spectator, and say, "Now for the big moment. Do you think that I
can now name your card? You have three choices here. You can say; "no, yes, or maybe." Go
ahead. My feelings will not be hurt by your reply."
Whichever reply he opts for, ask him to spell the word in the same way by transferring cards
from top to bottom.
5. Now say, "I name your card
If he said, "no, " name the card as Humphrey.
If he said, "yes, " name the card as William.
If he said, "maybe, " name the card as Harry.
Finally, ask him to carefully spell the name you just announced by dealing cards, one at a time,
onto the table. His card will arrive at the final letter of the name.
"

I,

Once you understand the principle of the above, you will find that you can have some fun
presenting it. You can make any outrageous statements to get the response that you require.
The names at the end are only suggestions. Use any ones you want as long as they contain the
same number of letters. If you only want to remember two names, the name William can double
for both the yes and no answers. In the above example, by spelling William, the card will either
fall on the final letter or on the card after the final letter.

A spectator looks at a card at a secret number in the deck. You take the deck behind your back
and reverse one card. When you spread the deck, there is a face-up card in the middle. Without
any adjustments, you spell the name of this card by counting down one card at a time. The final
card is the selection.
This involves a very old mathematical principle, disguised in two ways. First, no cards are lifted
from the deck for counting. Second, and probably more important, you have a legitimate reason
for taking the deck behind your back.
1. As you are chatting between tricks, get the Three, Seven, Eight, or Queen of Diamonds to
the bottom of the deck, then reverse it. Finally, Double Undercut one card from the top to the
bottom so that the reversed card is now second from the bottom. For this description, we will
assume that the reversed card is the Three of Diamonds.
2. Shuffle the deck retaining the bottom two cards in place, then give the deck to a spectator,
saying, "I want you to think of any hour of the day from one oklock to twelve o'clock. 11' 1 turn my
back and then I want you to transfer that number of cards from the top of the deck to the

bottom. If, for example, you are thinking of two olclock, you will transfer two cards from top to
bottom." Turn your back and instruct ,the spectator to begin the counting procedure.
Once he has done this, continue, saying, "You have created a situation where no one, not even
you, could possibly know what cards are at the top and bottom of the deck. I now want you to
look at the card that lies at your secret number from the top of the deck. Please leave it at its
position."
3. Turn to face the front and take the deck from the spectator. Say, "At this moment I have no
idea where your card lies in the deck (true). I will now secretly reverse one card and that card
will tell me exactly where your card is in the deck."
Hold the deck face down in dealing position and place both hands behind your back. If you are
sitting at a table, you can take the deck below the table. You now count thirteen cards from the
top of the deck into your other hand, reversing their order, then replace the packet on top of the
deck. Finally, give the deck one complete cut.
4. Bring the deck to the front and place it face down onto the table. Spread the deck across the
saying, "There's my card in the
table to reveal the face-up Three of Diamonds (figure I),
middle. As it happens it is the Three of Diamonds." Push all the face-down cards above the
Three to one side (figure 2). Now slide the face-up Three spot forward toward the spectator,
saying, "This card will find your card by using its own name, Three of Diamonds."

chosen card

Leave the half deck spread as it is (figure 3). Spell, 'IT-h-r-e-e o-f D-i-a-m-o-n-d-s" by pushing
off one card from the top of the spread for each letter. Slide each card to the right and apart

from the main spread (figure 4). Pause when you arrive at the final letter, and look at the
spectator, saying, "Okay, this must be your card. Will you please tell us all what your card is?"
Once he names his card, turn over the final card to show that it is, indeed, his selection.

A spectator looks at a card in the deck. He subsequently fails to find it again. You, then, turn to
another spectator for help. A random suggestion from this spectator finally resolves the matter.
This routine uses an excellent idea belonging to Marty Kane called, "Simplex Lie Speller,"
published in Jon Racherbaumer's Facsimile 2. All I have added is an introductory sequence that
automatically sets the selection at the correct position. The elimination process belongs to Karl
Fulves. I have included this effect in the book with Marty's permission.

1. Give the deck to a spectator and ask him to shuffle it. As he is shuffling the deck, ask him to
think of any number within a reasonable limit. Twenty seems like a reasonable example. Turn
away as you ask him to note the card that lies at that number from the top of the deck. Instruct
him to show it to no one else, and to leave it at its position in the deck.
2. Turn back and take the deck. You now add eight cards to the top-l simply add four during a
Jog Shuffle, then repeat the shuffle adding another four. Give the deck back to the spectator,
saying, "Despite the extensive shuffling I just carried out (said tongue in cheek) I can guarantee
that you can find your card again using that same secret number." Ask him to think once again
of his secret number and to deal off that number of cards. He deals cards, one at a time, into a
face-down pile on the table. Ask him to look at the last card he dealt and to verify that it is his
card. It will not be. Tell him to drop the deck on top of the dealt cards.
3. Turn to a second spectator and say to him, "Well, since John (name the other spectator)
cannot find his own card, perhaps you can. Have a guess at what it might be. You have fifty-two
choices."
He names any card. You pick up the deck and spell the name of this card, pushing over one
card at a time into your right hand for each letter in the name. You do not reverse the order of
the cards. Once you have done this, flip over the card now on top of the deck, saying, "Here it
is, your chosen card!"Again we have a failure. Flip the card face down and place the main deck
to one side, retaining the other packet of cards in your right hand.
4. Hold the packet face down in your left hand. You now perform the Karl Fulves "Oracle"
elimination which I described in an earlier effect in this book, "The Card of the Oracle." Here it is
again briefly:
Spread through the packet and, starting with the top card, outjog every other card at odd
positions from the top. Strip out the outjogged cards and drop them onto the deck. Repeat the
Reverse Faro, again outjogging all the cards at odd positions. Strip out the outjogged cards and
drop them onto the deck. Repeat this until there is only one card remaining in your hand. Ask
the spectator to name his card, then slowly turn over the card in your hand revealing his
selection.

You remove the four Kings and the four Queens along with the two Jokers. You deliberately
match each King with a Queen of opposite suit and color. You lay these 'unhappyJcouples in a
row on the table. The two Jokers represent the lawyers, one for the men and one for the ladies.
The lawyers now go about their business and magically cause each odd couple to change into
a perfect match.
The inspiration for this routine was Roy Walton's "Marriage Brokers," which was a variation of
Alex Elmsley's "Fool's Mate." I must thank my friend, Gene Maze, for suggesting a plausible
reason for having two lawyers!
Your deck should contain two identical Jokers.
1. Spread through the deck and toss out the Kings and Queens plus the two Jokers. Place the
rest of the deck aside as it is no longer required.
Leave the Jokers face up on the table and pick up the Kings and Queens. Hold these cards with
their faces toward you. The cards must be arranged in a set order. Here is the way I set the
cards without having to remember anything. First arrange ,the cards in matching pairs:
KinglQueen of Clubs, KinglQueen of Hearts, KinglQueen of Spades, and KinglQueen of
Diamonds.
The Diamond couple is the face pair. Transfer ,the Queen of Diamonds to the rear of the packet.
Now push over the first two cards together (King of DiamondlQueen of Spades) and count them
into the right hand (figure 1). Push off the next two together and count them onto the first pair.
Push off a third pair and count these onto the others, then take the final pair on top of all.
Finally, drop the complete packet face up on top of the two face-up Jokers. The order now is,

reading from back to front: Joker-Joker-Queen of Spades-King of Diamonds-Queen of HeartsKing of Spades-Queen of Clubs-King of Hearts-Queen of Diamonds-King of Clubs (face card).
2. Pick up the packet and place it face up into left-hand dealing position. Spread the cards to
show the audience the situation, saying, "Here we have four royal couples. As you can see,
each King is paired with a Queen of a different suit and a different color. Not a happy sight. We
also have two Jokers. These are, in fact, the two lawyers. One represents the men and the
other represents the ladies."

Close the spread. Buckle the bottom card with the left fingers and pick up all the cards above
the bottom card from above with the right hand (figure 2). Use the left edge of the packet to
lever the single face-up Joker (the audience thinks this is two Jokers) face down (figure 3). As
you do this, say, "We'll leave the lawyers out of this for the moment." Drop the packet on top of
the face-down Joker.
3. Push over the two face cards together, saying, "A red and a black card." Flip these face
down onto the packet, then thumb them off and place them onto the table to left of center. Do
not alter the order of the two cards. These cards will be couple number one.
As before, push over the next two cards, saying, "A red and a black card." Again flip these two
cards face down onto the face-up packet, then thumb them off and place them onto the table to
the right of the first pair to form a row. These cards will be couple number two.
Deal with the next pair in exactly the same way, placing them onto the table to the right of the
last pair. These will be couple number three.

You handle the final pair differently. Push over the face card only to display the final couple,
saying, "And the last pair is also a red and a black." Square the upper card, then buckle the
bottom card with your left fingers (figure 4). Flip over the upper three cards, then deal the top
two cards onto the table at the far right of the tabled row, reversing their order as you deal.
These will be couple number four.
Position Check: There are four pairs of face-down cards on ,the table (figure 5). Couple number
one consists of the Queen of Diamonds on top of the King of Clubs. Couple number two

consists of the Queen of Clubs on top of the King of Hearts. Couple number three consists of
the Queen of Hearts on top of the King of Spades. Couple number four consists of a Queen of
Spades on top of a Joker. In your hand you have two cards, the King of Diamonds on top of a
Joker.

4. Show that you have two Jokers by doing a Flushstration Count. Your right hand picks up the
two cards from above in a Biddle Grip (figure 6). Turn the hand to show the Joker at the face
(figure 7), then revert the hand to its previous palm-down position. Immediately peel off the top
card into your left hand using your left thumb (figure 8). Now turn the right hand palm up again
to show the face of apparently the second Joker. Return the right hand to a palm-down position
and place this card below the card in the left hand.

5. With your right hand pick up couple number one. Show the faces to the audience to remind
them that they are a red and black card, then apparently place them below the two cards in
your left hand. In reality, your left fingers Buckle the bottom card, and the right hand inserts the
couple between the two cards (figure 9). As you are doing this, say, "The first unhappy couple
enters the lawyersJ offices in the basement." Snap your fingers, saying, "Then they take the
elevator to the top." As you say this, buckle the bottom card with your left fingers and flip over
the upper three. Immediately push over the top card to display the odd King and Queen. Pause
for effect at this point, then say, "They have had discussions with their lawyers, so they will now
have to wait for a decision." Flip the three cards face down by reversing the previous actions,
then thumb off the top two cards and place them back at position one on the table. The
audience is unaware that you have secretly married the first couple, the King and Queen of
Diamonds.
6. Pick up couple number two and repeat Step 5 exactly as outlined.
7. Pick up couple nurr~berthree and repeat Step 5 once again.

8. Pick up the last couple, but do not show their faces to the audience. This will not appear
suspicious because by now the audience will be getting accustomed to the actions. Buckle 'the
bottom card and insert the pair between the two cards as you have been doing. This time there
is no triple turnover. Push off the top two cards and take them with the right hand. Keep them
face down for the moment. Turn the left hand over to show the two Jokers. Tap the Jokers
against the three couples on the table, then tap them against the two cards in your right hand.
Slowly turn these two cards over to reveal that they are now a perfect match, the King and
Queen of Spades. Now turn over the other three pairs, in turn, to reveal that all four pairs are
now perfect couples, finally commenting, "These lawyers are better magicians than David
Copperfield! They are real high fliers, without any wires." I write poetry too!

You have a card selected then returned to the deck. You remove the four Aces and put the rest
of the deck away. The Aces, you say, will determine the suit of the selected card. You hold the
Aces face down and transfer one Ace from top to bottom. Instantly an Ace turns face up. This is
not the suit of the selected card, so you place the Ace face up onto the table. You transfer
another Ace from top to bottom and a second Ace turns face up. Again, this is not the suit of the
selected card, so you place it face up onto the table. Only two Aces remain. Again you transfer
the top card to the bottom and a third Ace turns face up. Once more this is not the suit of the
selection, so it too is placed face up onto the table. With only one Ace remaining, this is the
same suit as the selection. You now ask the spectator to announce the name of his card. He
might say the Jack of Clubs. Finally, you turn over the remaining Ace and it has changed into
that very card.
In my manuscript, Cards in Principle, I included an item called "The Suabian Twist'' that had the
same effect as above. The effect is a combination of Vernon's "Twisting ,the Aces" and the
"Hofzinser Four Ace Problem." This combination is by no means a novelty, Alex Elmsley had an
early version which appeared in The Collected Works of Alex Elmsley, Volume One, and there
have been others. "The Suabian Twist'' offered a different means of causing the Aces to
reverse. There is no counting. The method used a Half Pass to set the cards, after which the
handling became almost automatic. In December 1994, 1 met Max Maven in London and he
showed me a new handling he had devised for that trick in which he eliminated the Half Pass.
When I returned to Scotland, I found that I could not reconstruct Max's version. He, however,
very kindly put me out of my misery by sending me the details. That, I thought, was that. I did
play around with the original trick, from time to time, trying to eliminate the move while
maintaining the original method for the Ace reversals. Not long after I had embarked on this
book, I was discussing this effect with my friend lain Girdwood. He, too, was convinced that the
move could be eliminated leaving the method intact. By the end of the evening, we had three
possible ways to accomplish this. In the end, we opted for the following. I thank lain for his
invaluable help.
1. Have a card selected, noted, returned, then controlled to the top.

2. Hold the deck with the faces toward you, look at the rear card (selection) and note its suit.
We will assume that the card is the Jack of Clubs. If it happens to be an Ace, you will proceed
from here using the four Kings or Jacks, instead of the four Aces.
Spread through the deck and transfer the four Aces face down to the rear as you come to them.
The last Ace you transfer must be the same suit as the selection. In this example, you will
transfer the Ace of Clubs last.
3. Turn the deck face down and hold it in left-hand dealing position. The four Aces are face up
on top with Clubs uppermost. Spread over the four Aces to display them. In the process, push
over the first face-down card (selection) and establish a little finger break below it. Square up
the Aces and lift off all five cards from the top of the deck. The left hand places the deck to one
side on the table.
4. Take the Aces into left-hand dealing position, saying, "Because they represent all four suits in
a deck, these four Aces will help me to identify your card or at least the suit of your card.
You now name all four suits according to the order of the cards. Start by naming the Ace that is
on top. In this example, the top card is the Ace of Clubs. Remove this Ace from the top, turn it
face down, then place it on the bottom. Name the next Ace, transfer it face down to the bottom,
but injog it slightly (figure 1). Name the third Ace and transfer it face down to the bottom, trying
not to lose the injogged card. Finally, name the last Ace, leaving it face up on top.
Arch your right hand over the packet and press down on the injogged card with your thumb
(figure 2). This will allow you to instantly lift off the top three cards as one. Hold these three
cards in a Biddle Grip. Without pausing, use the left long edge of this triple card to lever over
the two cards remaining in the left hand (figure 3). Drop the triple card squarely on top.

The above sequence should look as ,though you simply counted three Aces, one at a time, to
the bottom, and flipped them face up again using the final Ace, which you then added to the
face.
5. Turn the packet face down into left-hand dealing position. Comment, saying, "So one of
these Aces is the same suit as your card, that goes without saying, but which one? It could be
this one. 1 have no way of knowing, so I will leave it up to the Aces to reveal this information."
To accompany these comments, your right hand slides out the bottom card and casually shows
the face of it to the audience. You now appear to return it to the bottom, however, your left
fingers buckle the bottom card and the Ace goes in second from the bottom (figure 4). You
could also use the Pull-Down Move in place of the Buckle (figure 5).
6. You now secretly reverse the packet by carrying out a Vernon Through the Fist Flourish
Variant, saying, "But first I need to put a spell on them." This came from Max's handling. The
packet is now set for "The Suabian Twist." (see "The Convivial Contortionists" elsewhere in this
book for a description of the Vernon move.)

Say, "All I need to do is transfer the top Ace to the bottom and something magical will happen."
So said, transfer the top card to se'cond from the bottom by buckling once again with the left
fingers. An Ace will appear face up on top. Look at the Ace and say, "This is not the suit of your
card." Remove this Ace taking it from above with the right hand in a Biddle Grip and place it
face up onto the table.

Transfer the top card to bottom and a second Ace appears face up on top, to which you say,
"This is not the suit of your card either." Remove this Ace, again lifting it in a Biddle Grip, and
place it on top of the first Ace but spread over to the right (figure 6).

double card

Transfer the top card to the bottom revealing the third face-up Ace, saying, "Nor is this the suit
of your card." Bring your right hand over the packet to lift off the Ace as you have been doing.
This time you buckle the bottom card with your left fingers and lift off the top two cards as one.
Place the double on top of the other two Aces onto the table to form a spread of three Aces
(figure 7 ) . Take care to ensure that the double does not spread as you lay it down.
You now hold only one card. Look down at the card and say, "By a magical process of
elimination, the Aces tell me that your card must be a Club. Is that correct?" The spectator will
say yes. To which you say, "That's good. Now would you name your card so that everybody
can share in what's about to occur." After the spectator names the card, slowly turn the card in
your hand over, revealing the transformation of the Ace into the card just named.

You remove a packet of cards from the deck and invite a spectator to freely select two. You tell
him to remember one and forget the other. He then returns both cards to the middle of the
packet. You divide the packet into two piles then ask the spectator to name the card that he
chose to remember. You pick up one of the piles and spell the word "REMEMBER," taking one
card at a time for each letter. You turn the last card over to reveal the correct card. Taking up
the other pile, you now spell the word "FORGOT" in the same manner to reveal the forgotten
card. You point out that one selection is black, and the other is red. When you turn over the pile
from which the red card came, all the other cards are black, and the pile from which the black
card came contains all red cards.
The plot is Hofzinser's "Remember and Forget." The inspiration was Roy Walton's "The 'Thing
er me Jig' Trick," first published in Some Late Extra Card Tricks (1975), then later in The
Complete Walton, Volume One. This is an improved handling of an earlier effect of mine called,
"Remember and Don't Forget" that appeared in Obsession.
Before beginning, arrange the top fourteen cards of the deck with the colors alternating.
1. Give the deck a Jog Shuffle to retain the top stock. Next, push off fourteen cards from the top
in such a way that the number seems irrelevant. I thumb over four groups of three cards, then
push over two more cards as I explain that I am about to test the memory of a spectator. Retain
the fourteen cards and place the remainder of the deck aside as it is no longer required.
2. Give the packet a few straight complete cuts then select a spectator who is willing to
participate in your memory test. Spread the cards between your hands and invite the spectator
to pull out any pair of cards that are together. Separate the spread at the point of the
withdrawal, holding the lower portion in your left hand and the upper portion in your right (figure 1).

Ask the spectator to look at both cards and study them for a few seconds. Instruct him to
remember one of the cards and to forget the other. At this point, it is advisable to have a few of
the other onlookers see the cards as well. With the audience otherwise engrossed, casually
bring your hands together. Secretly pick up the top card of the left-hand portion of the spread
under the right-hand portion (figure 2), then separate the hands again. If anyone happens to be
watching your hands, the action appears to be a meaningless one.

Note: If the spectator should reverse the order of the two cards as he is studying them, do not
make the foregoing transfer of ,the card. Simply do nothing. Also, instead of picking up the top
card of the lower section, you can add the lower card of the right-hand section onto the lefthand section. I mention this as you might find one action preferable to the other.
Extend your left hand and have the spectator replace the two selections face down on top of
the lower section, apparently from the same place they came. Obtain a left little finger break
below both selections. Replace the upper section and square the packet while retaining the
break.
3. Cut the packet at the break and complete the cut, as you say, "I will now test your formidable
memory, and at the same time I will endeavor to perform a formidable piece of magic. And, if
that goes well, maybe I'll end with a miracle!"
At this point there is one selection on the bottom of the packet and the other one is second from
the bottom. You now have to secretly glimpse the bottom card of the packet. You could do this
as you turn the packet end for end. The method I use is the following:
a) The packet is face down in dealing position in your left hand. Bring your right hand over ,the
cards, placing your second finger at the middle of the outer end and your thumb at the middle of
the inner end. Curl your first finger inward pressing down on the top card (figure 3). During this
time you are looking at and talking to the audience. You are not looking at your hands.

b) Lift the inner end of the packet upward with your right thumb. Because of the downward
pressure of your right first finger, the packet will bend upwards (figure 4). At this precise
moment, glance down and look at the card. Then immediately allow the cards to gently riffle off
the right thumb, as you again raise your eyes to meet the gaze of the audience. It should
appear that you momentarily looked down because you mentioned the cards.
The above actions accompany these words, "Okay, these cards (look down then immediately
look up again as you start the riffle) will act as a memory tester."
4. Deal the cards into two face-down piles, dealing alternately, left and right. This forms two
piles of seven cards each, with the card you glimpsed on top of the right-hand pile. The other
selection is on top of the left-hand pile.
Say, "Now for the test. What card did you remember?" If he names the card you glimpsed, pick
up the right-hand pile. If he names another card, pick up the left-hand pile. You now spell the
word "Remember" by transferring a card from top to bottom for each letter in the word. Turn
over the card that falls on the last letter and this will be the correct card. After showing the card,
turn it face down and insert it into the middle of the packet, leaving it outjogged for about half its
length. Place this packet back onto the table with the selected card still outjogged.
5. Pick up the other pile and ask, "Now can you remember the card that you forgot?" As you are
talking, obtain a break below the top three cards. You now spell the word "Forgot." On the first
letter transfer the top three cards as one to the bottom, then continue to spell the rest of the
word a card at a time for each of the remaining letters. Turn over the card that falls on the final

letter to reveal the other selection. Turn the card face down
and insert it into the middle of the packet, leaving it
outjogged for half its length. Place the packet back onto the
table. Both piles currently rest on the table. Each pile has a
selected card protruding from the middle.
6. Comment, saying, "It seems that your memory is indeed
formidable, and I also managed to produce some reasonable magic to locate the cards. I did say that I might end
with a miracle. Well, how about this?" Turn either of the piles
face up and slowly spread it across the table to reveal that
the ou,tjogged selection is the only card of its color in the
packet. Turn the other pile face up and spread it across the
table to reveal that its outjogged card is also the only card of
its color (figure 5).

This is a version of the "Hofzinser Ace Problem" where everything appears to happen in the
spectator's hands. I could have called this "Remote Controlled Hofzinser".
1. Have a card selected, noted, then returned and controlled to the top. Turn the deck so that
the faces are toward you, catch a glimpse of the suit of the selected card at the rear, then start
to spread through the deck looking for the four Aces. You will now remove each Ace and
transfer it face down to the rear of the deck. The first Ace you transfer must be the same suit as
the selection.
2. Turn the deck face down and hold it in left-hand dealing position. The four Aces are face up
on top. Spread the Aces to display them to the audience and, as you do so, push over the first
face-down card slightly (figure 1). Square up the Aces along with the extra card, lift off all five
cards as a block, then set the rest of the deck face down onto the table.
Give this packet to a sober spectator and ensure that he holds it in a secure dealing position.
You must also be sober so that you do not inadvertently move and expose the bottom card as
you give the packet to him. Of course, if you're both rolling drunk, then it won't matter anyway.
3. Say, "The first step in finding a chosen card is to determine the suit of that card. The reason I
gave you the four Aces is because they represent all four suits. Remove the top Ace and tap
the deck with it. If that Ace is the same suit as your card, leave it face up on top of the deck. If it
isn't the same suit as your card, turn it face down and place it underneath the other three Aces
in your hand. "
The target Ace is the fourth one down in the packet. This means that he will carry out the
procedure three times before he reaches the Ace of his suit. He, therefore, appears to see both
sides of all the cards, and he counts only four. This is a Marlo premise that he used effectively

with Double-Faced cards to show more cards than he really had. Here, you are concealing a
card. It's as close as you'll get to asking a spectator to give the cards an Elmsley Count!
At this point we will presume that the Ace of the required suit is face up on top of the deck. Ask
the spectator to place his free hand flat on top of the other three Aces.

4. Pick up the deck and say, "To test the magical power of the Ace of your choice, I will now
cause it to disappear from the deck and reappear back with the other three Aces in your
hands." You will now cause the Ace to vanish. In the end, the Ace must finish reversed in the
middle of the deck. You can execute a Pass to vanish the Ace and to get it into the middle of
the deck. If your Pass isn't up to it, here is a simple alternative. It uses a Marlo idea with the
Vernon Depth Illusion (Tilt). Marlo used it to cause a card to change. Here we will cause a card
to vanish.
a) Place the deck into left-hand dealing position. Bring your palm-down right hand over and
place the fingers on the face of the Ace. Under cover of the fingers, raise the inner ends of both
top cards in preparation for Tilt (figure 2). Maintain this break across the inner end with your left
little finger.
b) Pull the Ace inward and off the deck with the right fingers, and hold it in the riyht hand (figure 3).
c) Push the face-up Ace into the break below the top card (figure 4). Now push the card flush
with the deck and square the cards as you collapse the break.

Give the outer end of the deck a sharp riffle for effect. Immediately ribbon spread the deck
widely across the table, saying, "What once was face up in the middle has now gone!" You
must ensure that the reversed Ace stays hidden beneath the top card of the deck. Move along
the spread pushing a few cards apart at intervals to emphasize that the reversed Ace really is
not there. Finally, close the spread and give the deck a complete cut. Turn the deck over and
place it face up onto the table.
5. Ask the spectator, "Did you feel the Ace arriving?" For some reason they usually say that
they did. However, as it is rude to mock the mentally afflicted, I just say, "Good." Ask him to lift

his hand and count his cards, oQe at a time, into a face-down pile on the table. He will count
four cards. This should come as a surprise, even if he said he felt the card arrive!
Continue, saying, "Now that the Ace has proven itself to us, it's time to get on with the trick.
Would you pick up the Aces once again." Make sure that he keeps them face down. He will now
carry out a DownIUnder Deal. Here is how I supervise the procedure.
Tell him to give you the top card, saying, "I am positive that this Ace is not the suit of your card."
You turn the card face up to show that this is the case. Tell him to place the new top card on
the bottom, saying, "I'm not sure about that one. "Tell him to give you the new top card, saying,
"I am positive, however, that this Ace is not the suit of your card." Turn it over to show that once
again you are correct. Look hesitantly at the spectator for a moment, then tell him to place the
new top card on the bottom, saying, "I think that one might be." Tell him to give you the card
that now lies on top, saying, "But I am quite sure that this is not your suit either." Turn the card
over to show that this is the case. Tell him to keep the last card in his hands.
Finally, ask the spectator to name his card. When he does, ribbon spread the face-up deck to
reveal one face-down card in the middle. After a pause, ask him to slowly turn over the Ace that
he is holding. He finds himself staring at his selected card. Conclude by removing the facedown card from the spread and tossing it face up onto the table to reveal that it is the missing
Ace.

You take out the four Aces from the deck and place them onto the table. You now have a card
selected, noted, then returned to the deck. You remove the two Black Jacks, saying that they
will help you to discern the suit of the selected card. They do this by examining each Ace in
turn. In the end, they prove to be successful, having managed to eliminate three Aces but
leaving the Ace of the correct suit. Next they attempt to discern the value. To do this you tap
them against the deck, whereupon a card magically appears between them. This, however,
proves not to be the selected card, but the Ace of the same suit. You finally turn the card on the
table over to reveal the selected card.
I published another version of this effect in The Crimp, under the title of "The Austrian
Inquisition." That routine required a Second Deal. The following version uses a different method
and no Second Deal.
1. Remove the four Aces and leave them scattered face up on the table. Now have a card
selected, noted, returned to the deck, and controlled to the top.
2. Turn the deck face up and explain that you will require the assistance of your two favorite
helpers. The first thing you do is glimpse ,the rear card of deck, the selection. Remember the
suit. If it happens to be a Black Jack, then use the Red Kings in place of the Black Jacks. We
will assume that this is not the case and that the selected card is the Seven of Hearts. Spread
through the deck looking for the Black Jacks. When you come to them, transfer them to the rear

of ,the deck, reversing them as you do so. Now close the spread and turn the deck face down
into dealing position in your left hand. The two Jacks should now be face up on top.
3. Spread over the top three cards as you draw attention to the two Jacks. Square them again
and lift off all three cards as a unit with your right hand. The left hand places the deck face
down onto the table to your left.
4. Place the packet of three cards onto the table, then pick up the four Aces. The only
stipulation here is that the Ace that matches the suit of the selection should finish second from
the face. In this case, the Ace of Hearts is second from the face. Flip the Ace packet face down
into left-hand dealing position, then pick up the Jacks and drop them face up on top of the Ace
packet.
Position Check: You hold a packet of seven cards. The top two are the face-up Jacks. Below
them is the face-down selection. Below that are the four Aces with the Ace of Hearts second
from the bottom.
5. Push over the two Jacks, saying, "These two assistants will, in a moment, help me to
discover the suit of your card." Square the cards, openly outjogging the two Jacks as you do so
t
(figure 1).

Turn the entire packet face down, end for end. This brings the Aces face up on top. The two
face-down Jacks are below them, injogged (figure 2).
Spread the upper three cards to display all four Aces. The lowermost Ace has the selection
hidden squarely behind it. The two Jacks remain injogged during this display (figure 3).
Close up the Aces, take hold of them at the outer end (figure 4), and turn them, end for end,
face down (figure 5) squarely on top of the two Jacks.
Deal the top four cards into a face-down row on the table, dealing from left to right. The end
result here is that the card on the far left is the selection (Seven of Hearts), and the card at the
far right is the Ace of Hearts.

6. You now hold three cards, apparently only the two Jacks. Turn these cards face up, and
push over the upper Jack to display them. The Ace is hidden behind the lower Jack. Take the
upper card into the right hand, then place it below the double. This displacement should appear
as if you are simply showing the Jacks. If you wish, you can count the cards by taking the top
card into ,the right hand, then taking the double on top of it. You must be careful not to expose
the extra card.
7. Turn the packet face down and hold it in dealing position. Obtain a little finger break under
the top card. Pick up the first card on the left and place it face down on top of the packet,
saying, "The Jacks examine the first Ace. It goes on the bottom then, as if by magic, it rises to
the top."Accompany these words by lifting off the top two cards as one and placing them on the
bottom. Snap your fingers, then turn over the top card to reveal an Ace. Turn the Ace face
down and deal it onto the table at its original place in the row.
8. Obtain a break under the top card as your right hand picks up the second card from the left.
Place this card face down on top of the packet. Lift off the top two cards as one and transfer
them to the bottom, saying, "The second Ace is examined in the same way. It goes to the
bottom, and inexplicably, it's back on top." Here you do something different. Buckle the bottom
card, then flip over the upper three cards as one to display an Ace. Repeat those same actions
to turn the Ace face down again, then deal the top card back onto the table. This is really the
selected card.
9. Repeat step 7 with the remaining two Aces.
Position Check: Currently there are four face-down cards in a row on ,the table. The second
card from the left is the selection (Seven of Hearts). The Ace of Hearts is now between the two
Jacks in your hand (see End Note).
10. Hold the Jack packet over the four tabled cards and tap it against each card in turn. Stop on
any one of the Aces, then turn it over, saying, "The Jacks have now deliberated and they tell
me that this Ace is not the same suit as your card." Similarly turn over two more cards. Do not
turn over the second card in the row. This is the selection
and it remains face down. Now there are three face-up
chosen card
Aces and one face-down card in the row. The face-down
card is second from the left.
At this point, the effect appears to be quite clear to the
audience. You have correctly discovered the correct suit,
-=v
Y
because that is the only Ace left face down in the row.
=
Wave the packet over the tabled deck, saying, "Having
AH
discovered the suit, the Jacks will now attempt to discover
jackthe value of your card. To do this I wave them over the
,jack
deck like this, and they cause a card to leave the deck and
appear between them. Unless I am mistaken, this is your
card." Spread the packet to reveal that there are now three
L
cards (figure 6). Slowly remove the middle card and then
snap it face up revealing the Ace of Hearts.
Lastly, reach forward and flip over the face-down card to reveal that it is now the selected card.
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If you want the Ace to appear reversed between the two Jacks, you can do as follows:
At the end of Step 9, you are holding three cards; the two Jacks with the selection between
them. As you are talking, flip the top Jack over so that it is face up. Now lift off the upper two

cards as one with your right hand and use the double to flip the remaining card face up. Place
the double on top of this card. The Ace is now reversed between the Jacks.

You remove the four Aces and leave them lying in a face-up spread on the table. All four Aces
are, therefore, in full view. A spectator now selects a card, notes it, and returns it to the deck.
You place the deck face down onto the table, then the spectator liffs off about half the cards.
You gather up the four Aces and place them face up on top of the lower half You then place
the upper section back on top, genuinely burying the Aces in the middle. You cut the deck and
immediately spread to reveal three Aces face up in the middle with one of them reversed. The
reversed Ace is the same suit as the selected card. You place the Aces onto the table. You now
rapidly turn the deck over several times, then spread to reveal one face-down card in the
middle. However, this card is not the selection, but rather the Ace of that suit. Meanwhile, the
card among the Aces has transformed into the selection.
This is, of course, the classic "Hofzinser Ace Problem." The method in this instance is so easy
to do, yet it packs the desired punch that the plot deserves.
SET-UP

To begin, cull all the Spades together on top of the deck, then place one extra card on top of
the group. (see the End Notes for an impromptu handling.)
Jc,
1. Spread through the deck and transfer the four Aces face down to the rear of the deck as you
come to them. The Ace of Spades must be the last one you transfer. If you come across it
earlier, ignore it, then go back for it as if you missed it the first time. Turn the deck face down
and hold it in dealing position in the left hand. The four Aces will now be face up on top with
Spades uppermost.
2. Spread over the four Aces to display them. As you are doing this, push over the fifth card
slightly to enable your little finger to catch a break beneath it. Square up the Aces and lift off all
five cards with your right hand. Your left hand places the deck face down onto the table.
Casually transfer the Ace of Spades from the face of the packet to the rear, then square the
cards. Hold the packet in dealing position in your left hand, and bring your right hand over it with
the fingers at the front and thumb at the inner end (figure 1).

With your left thumb, spread over the upper two Aces to form a three-card spread (figure 2).
Grip the spread from above between your right fingers and thumb (figure 3). With your left
fingers, slide the lower card (Ace of Spades) to the left (figure 4) to give a display of all four
Aces. The extra face-down card remains concealed behind the third Ace. Place this spread
onto the table, saying, "We'll come back to the Aces in a moment. Meanwhile, I want someone
to select a card from the deck."

3. Pick up the deck and force a Spade. There are two options here that I would recommend, so
I will outline both:
a) Cut the deck and complete the cut, but retain a little finger break between the two halves.
The stack of Spades is immediately below the break. Spread the cards as you approach a
spectator and ask him to withdraw a card. By the time he is reaching forward, you should have
reached the force block. Slow down the spreading and start to spread this block wider. It is
difficult to miss forcing one of the Spades.
b) Give the deck a Faro Shuffle. Only the top twelve cards need to weave. Depending on
whether the Faro was an In-Faro (top card ends second from the top) or an Out-Faro (top card
remains on top) the Spades will occupy even or odd positions, respectively. Let us assume that
the first Spade is second from the top. It, of course, follows that every even position from the
top is a Spade, up to and including position twenty-four. Note that if this is the force you prefer,
then you can pre-set the Spades alternating before you begin, and dispense with the Faro.

Give the deck to the spectator and ask him to deal cards one at a time onto the table and to
stop whenever he wants. All you do is keep a, "One, two. One, two." count to yourself. When he
stops dealing, either the last card dealt will be a Spade or the one atop those in his hand will be
a Spade. You will know which because you have been silently counting. Indicate the correct
card and ask him to lift it off and remember it. As he is doing this, collect the deck and hold it in
readiness for the return and control of the card.
4. Have the card returned to the deck and control it to the top. Place the deck face down onto
the table and ask the spectator to cut off about half. Draw attention to the Aces, then gather
them up and place the packet face up on top of the bottom half. Ask the spectator to replace
the upper half, thus burying the Aces in the middle.

5. Pick up the deck and place it into left-hand dealing position. Bring your right hand over the
deck and place the fingers at the front and the thumb on the inner end. Lift up at the natural
break at the inner end with your right thumb (figure 5). The Ace packet will be immediately
above the break. Allow either three or four cards (no more and no less) to drop off the thumb,
then insert your little finger tip and retain a break at this point.
As I am doing the above, I tilt the deck downward slightly and glance at the inner end, saying,
"The Aces are in here somewhere. I can't see them, but they are here anyway." Look toward
the audience, saying, "The Aces will now identify the suit of your card by causing that Ace to
turn over. "
As you are speaking, bring the right hand over the deck again and grip the upper section above
the break. Your left thumb rests on the back of the top card (figure 6). Now execute a Slip Cut
by pulling the upper half to the right. The left thumb keeps the top card in place. The retained
top card falls squarely on top of the lower half concealing the face-up Ace (figure 7), and the
right hand slaps the other half back on top.
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6. Spread the cards from hand to hand and stop when you have spread past the three Aces
with the face-down card among them (figure 8). Now push over a block of cards with your left
thumb so that you can now spread a few more cards. This conceals the presence of the faceup Ace of Spades. Split the spread, allow the Aces to fall onto the table, then close up and
square the deck.
Dramatically flip the deck over a few times, stopping when it is face up, as you say, "Now that
we know the suit of your card, I can now cause your card to reverse in the deck. All I do is turn
the deck over a few times. If I do this with enough force, your card will be left behind and will
remain face down."
Spread the deck across the table to reveal one face-down card in ,the middle. You now finish in
the usual manner. Slowly remove the face-down card from the spread deck and turn it over to
reveal, not the selected card, but the Ace of Spades. Slide out the face-down card from the Ace
packet and turn it face up to show that it is now the selection.
If you prefer an impromptu handling, simply note the card that is second from the rear of the
deck as you run through looking for the Aces. As you transfer the Aces face down to the rear,
ensure that you transfer the Ace of the glimpsed suit last. Proceed exactly as described in the
foregoing text and, when you come to Step 4, force the top card of the deck using the force of
your choice.

You give a spectator the deck and ask him to think of any card that comes to mind. He has a
completely free choice. He tells no one what that card is. You now state, "The card that you are
thinking of is gone! Please deal through the deck and verify that fact." He deals through the
deck and, sure enough, the card he is thinking of is missing, and there are only fifty-one cards.
If the above sounds like a miracle, then that's because it is. However, I have a confession to
make. There is a catch. You only get that miracle effect fifty-percent of the time.
There are, in fact, two different effects, but the audience is only aware of one. Here is how the
alternative effect appears. We pick it up with the spectator dealing through to verify your
statement: The spectator stops as he is dealing because he comes to the card he is thinking of.
You look embarrassed after making such a bold statement. You pick up the deck and fan it face
down to show normal backs. You then turn over the thought-of card to reveal the word "GONE
printed in bold letters on its back, as you comment, "As I said, your card is gone!"
I based this routine on an effect called "Totally Gone" that my friend Dave Robertson developed
many years ago. You will find Dave's routine in the Scottish Five Times Five (soon to be
published by Kaufman and Company). This routine works because of a combination of
Hofzinser's "Domination of Thought" and Dave Campbell's "Fred." If you don't get one effect,
you always get the other. It allows you to work with only one deck.
The deck consists of twenty-six random cards on top of a duplicate set of the same twenty-six
cards. You now remove one card from the upper half to reduce the deck to fifty-one cards. On
the backs of ,the bottom twenty-six cards you write the word "GONE" in bold letters (figure 1).
Place the deck into a case and you are ready to go.
Note: If you want to reproduce the vanished card, I suggest you have a Brainwave Deck in your
pocket. The alternative is to have the missing twenty-six cards in a pocket index system. I do
not reproduce the card.
He Does Not See His Card
1. Bring out the deck and give it to a spectator. Tell him to hold it face up in readiness to deal.
Ask him to think of any card. Now, say, "All I do is snap my fingers, and the card you are
thinking of is gone. If that sounds incredible, deal through the deck. Also, count the cards as
you deal and stop if you see the card that you have in mind. Remember, only you know this
card."
If he is thinking of one of the missing twenty-six cards, he will count fifty-one cards and will
verify that his card is indeed gone. This is the end of the trick, unless you decide to reproduce
the card. As I have said, I do not reproduce the card. If anyone asks where it went, I use that
awful line I have always wanted to say, but never had the courage to, "Would you believe,
Philadelphia?" If you happen to live in Philadelphia, try "Cumbernauld" (my hometown). If they

ask me to bring the card back, I exclaim, "What do you want, blood?" If they insist, I greet them
with "the Glasgow Handshake." (details supplied upon sincere request.)
He Stops At His Card
2. If he stops at his card, look at him in disbelief, pausing for a moment. This will get a laugh. All
my mistakes get a laugh! This one is no different. Now, say, "You were thinking of that card?"
Push this card to one side on the table, if the spectator hasn't already done so.
Take the remainder of the deck from him, then pick up the dealt cards from the table and place
them on top of the cards in your hand. All cards are face up.

Turn the deck face down and make a thumb fan. The lower half of the fan should be kept tight,
while the upper half forms the main body of the fan. You do have some leeway with the lower
section because there will be a margin around the printing on the backs. So the fan need not
show only the cards in the upper half (figure 2). Alternatively, casually spread through the upper
half of the deck only to show plain backs.
Finally, pick up his card and hold it face up for a moment, look at the spectator, and say, "Do
you remember what I said a moment ago? I said, if I snap my fingers, your card is gone.
Well...."At this, turn the card over, as you conclude the sentence, "...it is gone. And it's the only
one!" Turn the deck over and fan or spread to show no other cards with writing on the back.
Bob Farmer's Handling
Preparation: Take two double-blank cards and on one side of each one write (with a permanent
marker), "DISCOMBOBULATION." On the opposite side of one card write, "Feeling of intense
amazement after seeing something absolutely impossible." On the opposite side of the second
card write, "To decompose, to disappear magically." Place those two prepared cards in your
pocket in an order you know.
On the backs of 26 of the cards in your deck write the word, "DISCOMBOBULATION." Now
arrange the deck as in the original handling.
Begin by allowing the spectator to think of a card. Hand him the deck face up. Take one of ,the
cards out of your pocket and show him the side that says "DISCOMBOBULATION."
"Think of a card," you say, "and then pronounce the magic word I've written on this card." Then
return the card to your pocket.
Now he deals through the deck. If his card is gone, remove the Discombobulation card from
your pocket whose other side bears the definition of disappearance and show that to him.
If, on the other hand, he sees his card as he deals through the deck, he is to deal it aside. Take
the deck and show the backs of the other cards to be unmarked. Now take out the other
Discombobulation card and read the definition of amazement aloud. Turn over the card he was
thinking of to show the word "DISCOMBOBULATION" on the back.

A spectator selects a card and places it onto the table, where it remains face down. You now
count off a couple dozen cards and discard the rest. You now mix these cards with some face
up and some face down. The spectator now further disorients the cards by turning cards over at
random. Finally, you give the packet an "anti-chaos shuffle'' after which, you spread the packet
to show an assortment of face-up and face-down cards. Flipping the spread over, it becomes
apparent that all the face-up cards are now of one suit. One card is missing, and that is the very
card that the spectator selected at the beginning.
I based this routine on Oscar Weigle's "Color Scheme1'which I first read in Scarne on Card
Tricks. Mr. Weigle's routine was, in turn, based on Bob Hummer's "Eighteen Card Mystery,"
that appears in Bob Hummer's Collected Secrets.

A simple set-up is required. Remove all thirteen cards of one suit. We will use Clubs for this
description. Place these cards on top of the deck, then add twelve random cards to the top.
1. You can give the deck a Jog Shuffle to ensure that the top half remains intact. You now
spread the cards face down and force any Club on a spectator. This is a very easy force. All
you do is start to spread over the top twelve cards as you invite a spectator to select one. By
the time his hand reaches the spread to take a card, you will have started to spread the block of
thirteen Clubs. Give it a try and you will find it nearly impossible to miss! Tell the spectator not
to look at the card, but to place it face down onto the table. Alternatively, he can place the card
into his pocket.
2. Say, "In order to discover the card you just selected Ionly need about half the deck." In fact,
you count off twenty-four cards so that the top half of the packet consists of the twelve Club
cards. You can simply count the cards, one by one, from the top into a pile. However, I prefer to

push off eight groups of three and drop each group onto the table to form a pile. This seems a
little less calculated. At this point, place the rest of the deck to one side.
3. Pick up the packet and hold it face up from above with the right hand in Biddle Grip, as you
say, "I'll pull off cards and drop them onto the table in a pile. However, before I drop them you
must tell me if they should be face up or face down. In other words, you can direct me to mix
the cards into a face-up, face-down mess."
Bring your left hand over toward the packet. Place your thumb on top of the packet and your
then pull off the top and bottom cards together (figure 2). Hold this pair
fingers below (figure I),
of cards and look at the spectator. If he says, "Face up," drop them as they are onto the table. If
he says, "Face down," turn your left hand over and drop the cards face down. Repeat this
process until all twenty-four cards are in a pile on the table. Note that the presence of the
twelve Clubs has been concealed because every Club was the rear card of a pair. Don't try to
be perfect here. It doesn't matter if some of the rear cards show, because it will mean nothing
to the onlookers at this point.

4. Pick up the pile of cards, then ask the spectator to watch what you do because he will be
performing the same actions himself in a moment. Push over the top two cards and flip them
over. Give the packet one straight cut, then repeat the flip over of the top two cards. Give the
packet to the spectator and allow him to carry out the turn two and cut process for as long as he
wants.

5. Take the mixed packet from the spectator, and spread the cards briefly to show the chaotic
condition. In doing this, note the position of the first Club you see, starting from the top. If it is at
an even position, do nothing. If it is at an odd position, shift a card from top to bottom or bottom
to top. This locates the Clubs at even positions. Alternatively, you can always cut a Club to
second from top.
Now say, "I'll now give the cards an anti-chaos shuffle." Here you deal the cards into two piles.
Deal the first card to your right, then the next card to your left, turning it over as you deal.
Continue dealing the cards in this way, with all the cards dealt to the left hand pile being turned
over as you deal them. This is an open action and you should not try to hide it. Finally, pick up
the right-hand pile and drop it on top of the other pile.

6. Spread the packet across the table saying, "I wonder what all these face-up cards are trying
to tell us? Nothing, I think. Maybe we're looking on the wrong side." Flip the spread over to
reveal all twelve Clubs face up among the other filce-down cards (figure 3). Look over the
cards, then point out the missing Club value. Have the selected card revealed to prove that you
identified it correctly!

You hand the spectator a deck and you turn your back. He cuts the deck into two halves and
selects either half. He looks through the cards and thinks of any one. Taking the other half of
the deck, he deals off cards to represent both the value and the suit of his thought-of selection.
Finally, he shuffles the two halves together. You now take the deck and immediately withdraw
the thought-of card. You ask no questions at any time.
This is an approach to Bob Hummer's "Mindreader's Dream." I loosely based this on Andrew
Galloway's "Reflected Thoughts" which appeared in Profile (April 1992).

A simple set-up does it all. Remove all thirteen Hearts from the deck and set them in numerical
order, from Ace to King, with the Ace uppermost. Place this packet on top of the deck.
1. Give the deck a Jog Shuffle to retain the top stock. Place the deck face down onto the table
and ask a spectator to cut the deck into two roughly equal halves. Note which half came from
the top of the deck. You now offer the spectator a seemingly free choice of either half, however,
it is not really fair. As both halves will be used in the trick, the force is convincing. Point to either
half and say, "I want you to select either half. The one you choose is the one that will be
important." If he selects the bottom half, say "Okay, pick it up, look through the cards, and think
of any card that you see." If he selects the top half, say, "Okay, place that half beside you.
Shortly, you will input some secret information into it." You now tell him to pick up the other half
(the bottom half) and think of any card he sees in it. You now turn your back to the spectator.
2. Instruct the spectator to place the cards he is holding face down onto the table and to pick up
the other half. Give him the following instructions;
"Okay, you have a card in your mind. That card has two features which make it unique; a value
and a suit. The values of the spot cards are self evident, while Jacks equal eleven, Queens
equal twelve, and Kings are thirteen."
"First, think of the value of your card. Quietly count that number of cards into a face-down pile
on the table, one at a time. The rest of you can watch to make sure that he deals the correct
amount. Now pick up these cards and place them back on top of the deck."
"Now I want you to think of the suit of your card; Clubs, Hearts, Spades, or Diamonds. This time
spell out the suit by quietly dealing one card for each letter into a face-down pile on the table.
Again the rest of you can audit his actions. Now drop the rest of the deck on top of these
cards."

"Okay, now Rime Shuffle both halves of the deck together."
Turn to face the front as he begins the shuffle in order to ensure that he is Riffle Shuffling. You
can take nothing for granted.
3. Take the deck from the spectator. You now quickly find the card as follows. Hold the deck
with the faces toward you and begin to spread through it. Note the first Heart that you come to.
His card is the same value as this card.
Starting on this card, count one. When you come to the second Heart, count two. Continue
counting as you come to each Heart and stop the count when you come to a large group of
random suits. The number that you have stopped on indicates the suit:
5 = Clubs; 6 = Spades; 8 = Diamonds
You now scan the deck and remove the card that you have just identified. Hold it aloft and ask
the spectator to announce the name of the card he is thinking of. Wait for a couple of seconds
to add to the suspense then turn the card around to reveal it. Take your bow or, if the trick didn't
work-run!

Here is a second approach to Bob Hummer's "The Mindreader's Dream. "
Separate all the red cards from the black cards, then set-up the deck with the reds and blacks
alternating throughout.
1. Give the deck any shuffle that retains the redlblack cycle, then hand the deck to a spectator.
2. Explain, saying, "I want you to think of a card, but to be certain that I don't influence your
choice, you will compose the name of the card in two stages. This way, not even you can know
what the card will be. "
Ask him to give the deck a few straight cuts, as you turn your back on the proceedings. Give
him the following instructions:
a) "You have cut the deck and, therefore, no one could know the position of any of the cards.
Deal the top card face down onto the table. Take a peek at the card and note its value. If it's a
court card, then; Jacks equal eleven, Queens equal twelve, and Kings equal thirteen. Leave the
card on the table, but be sure to remember the number."
b) "Transfer that number of cards, one at a time, from the top of the deck to the bottom."
c) "Deal the top card of the deck face down onto the table. Take a peek at this card and note
the suit. Leave that card lying face down on the table next to the other card."
d) "It is Clubs, Spades, Hearts, or Diamonds. Spell the suit by transferring a card from the top of
the deck to the bottom for each letter in the suit. Incidentally, the suits are all plural."
3. Turn to face the front and take the deck from the spectator. Give it an Overhand Shuffle, but
mix or~lythe upper half, as you say, "You have a random value and a random suit. That gives

you a card that no one except you can know. Perhaps that's not true. I might know what it is."
You now spread through and remove the card that the spectator is thinking of as follows:
To Determine The Suit
Starting from the face card, count the cards and stop when you reach a pair of cards of the
same color. Stop your count on the first card of this pair. The number at which you stop
indicates the suit as follows:
5 = Clubs; 6 = Hearts or Spades; 8 = Diamonds
If you count six cards, the card is a Heart or a Spade. To determine which suit it is, look at the
color of the matching pair. The suit is the opposite color to these cards. If the pair is red, his
card is a Spade, and visa-versa.
To Determine The Value
Start a new count on the second card of the pair and stop when you reach the next pair of
cards of the same color. Again, you stop the count on the first card of the pair. This number will
be equal to the value.
4. You now know the suit and the value. All that's left to do is continue to spread and quickly
remove the identified card and toss it face down onto the table. Have the two component cards
turned over to reveal the suit and value. Finally, turn over the card you removed from the deck
to reveal that you did know the card.
There is a slim chance that the card will not be in the deck. If this is the case, you already know
its name, so you can not only announce it, but impressively state that the card is actually lying
on the table. You, therefore, manage to turn a bad situation in your favor (phew)!

This is the third and final approach to Bob Hummer's "The Mindreader's Dream." This one has
no pre-arrangement of the cards.
1. Hold the deck in dealing position and bring your right hand
over to square the cards. As you carry out the squaring action,
your left thumb tip engages the inner left corner of the bottom
card and presses down on it (figure 1). This installs a downward
Corner Crimp. You now give the deck to a spectator and ask him
to shuffle it. The Crimp need not be a heavy one but, even if it is,
the spectator will not see it if you give him the deck with the
Crimp at the end that is facing you.
1
2. Hold out your hand and ask the spectator to place the deck on
it. As he gives you the deck, glance at the edge noting where the
Crimp is so that you can quickly locate it with your right thumb.
Now look at the spectator and say, "It is important that I do not look at the cards during the next
few moments. However, I need just one card to help me out later." At this moment, cut the

crimped card to the bottom of the deck, and say, "1'11 use the card on top." Execute a Double Lift
showing a random card. Let us assume that this card is the Ace of Spades. Say, "The Ace of
Spades. This card will help me to investigate the deck shortly. Meanwhile, I'll put it here." Turn
the double face down and deal the top card onto the table. Imbed the name of the random card
in your memory.
3. Give the deck to the spectator and ask him to hold it in readiness to deal. Ask him to think of
any card in the deck, adding, "But not the Ace of Spades(name of the random card), as I
already know where that is." Once he has decided upon a card, turn your back on the audience
and give the spectator the following instructions:
a) "You are thinking of a card. The card has two properties that make it unique. The first is the
value. The values start at the Ace, which equals one, up to the court cards where; Jacks are
eleven, Queens are twelve, and Kings are thirteen. Think of the value of your card and deal that
number of cards, one at a time, into a single pile on the table in front of you. Deal silently so
that I cannot hear. "
b) "Done that? Good. Now drop the deck on top of these cards and pick up the deck again. The
second property is the suit. We have Clubs, Hearts, Spades, and Diamonds. These are often
remembered by the numbers; one, two, three, and four. If your card is a Club, deal one card
onto the table. If it is a Heart, deal two cards onto the table. If it is a Spade, deal three cards
onto the table. If it a Diamond, deal four cards onto the table. Done that? Good. Now drop the
deck on top of any cards you dealt."
4. Turn to face the front again, and say, "Let's look at what has happened so far. You shuffled
the deck thoroughly. Without looking at any other cards, I placed the Ace of Spades in front of
me. You merely thought of a card, then you input some secret information into the random
deck. I can have no idea what that information is. I don't know, but the Ace of Spades will now
find out for me. "
Pick up the supposed Ace of Spades, insert it into the deck near the middle, then square the
cards. Pick up the deck and give it an Overhand Shuffle that will retain the bottom third in place.
To do this, lift the complete deck with your right hand and start to run off small groups into your
left hand. Once you have shuffled off just over half the deck, throw the remainder back below
the left-hand section.
5. Hold the cards with the faces toward you and with the crimped corner at the upper end so
that you will be able to spot it as you pass the cards from hand to hand. Say, "All I need to do
now is find my spy card, the Ace of Spades, and it will tell me the name of the card that you are
thinking of." You discover his card in the following manner:
As you start to spread, you begin to count the cards. You start on the face card and finish on
the card immediately before the Ace of Spades. You will count one, two three, or four cards.
You use the same number system that you outlined to the spectator, that is, one is Clubs, two
is Hearts, three is Spades, and four is Diamonds.
Restart your count at "one" on the Ace of Spades and stop when you reach the card
immediately before the crimped card. The number of cards counted equals the value of the
spectator's card.
To finish, you simply scan the deck and pull out the Ace of Spades. Hold it up to your ear (as in
"The Whispering Card"), and pretend to listen to the card. Now announce the name of the
spectator's thought-of card.

You remove the four Jacks from the deck and lay them in a face-down row on the table. You
place the deck on top of the first Jack. You tap the deck, turn over the top card, and reveal that
the Jack has risen to the top of the deck. A spectator cuts three quarters of the deck onto the
second Jack. Again you tap the deck and the Jack rises to the top. The spectator cuts another
portion onto the third Jack, and again the Jack rises to the top. He cuts a final portion onto the
remaining Jack, and once again it rises to the top. Now he places one Jack on top of each of
the four piles, gathers the piles together in any order, and finally cuts the deck. You spread the
deck and each Jack is removed along with the card above it. When the face-down cards are
turned over, they are the four Aces, making four perfect hands of Blackjack!
Start with the four Aces on the bottom of the deck.
1. Hold the deck with the faces toward you. Spread through the deck, and transfer the four
Jacks to the face. In closing the spread, obtain a little finger break below the eighth card from
the face, that is the fourth Ace. Lower your hand and lift off the packet above the break from
above with your right hand (figure 1). Flip the deck face down and place the packet face up on
top, retaining a little finger break below it. Alternatively, you can depend on the natural break
created by the face-up cards against the face-down deck in place of the little finger break.
2. Push over the top three cards to expose four Jacks (figure 2), saying, "The Jacks are known
as the travelers in the deck. You never know where they might turn up. 11
' 1 try to demonstrate
this."
Close the spread, then flip over all the cards above the break onto the deck. Deal the top four
cards into a row on the table, saying, "We will start with the Jacks on the table." For this
description we will refer to the positions of these four cards as: 1, 2, 3, and 4, from left to right.
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Phase One-The Elevator Jacks
a) Place the deck squarely on top of the card at position 1. Tap the deck then turn over the top
card revealing the Jack has apparently risen to the top, saying, 'As one would expect, the Jack
has traveled to the top of the deck." Place the Jack face up in front of the deck.
b) Ask a spectator to cut off about three quarters of the deck and place it on top of the card at
position 2. Tap the top of this packet, then turn over the top card revealing the Jack, as you say,
"Up comes Jack number two." Place this Jack in front of the packet.
c) Ask the spectator to cut off just over half of the main deck and to place it on top of the card at
position 3. Again tap the packet, then turn over the top card revealing the third Jack has risen,
as you say, 'As you can see, these guys really can travel." Again place the Jack in front of its
packet.
d) Ask the spectator to cut off about half of what remains of the deck and to place it on top of
the card at position 4. For the final time, tap the packet then turn over the top card to reveal the
fourth Jack. Place the Jack in front of its packet.
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Position Check: There are four face-down piles on the table. There is a face-up Jack in front of
each pile (figure 3). There is an Ace on the bottom of every pile.
Phase Two-Blackjack
3. Ask the spectator to place a Jack on top of each pile. They remain face up. Now tell him to
gather the piles together in any order. Once the deck is assembled, there will be a Jack on top.
So tell the spectator to give the deck one complete cut to lose it. If he cuts to another Jack, tell
him to cut again.
4. Continue, saying, "Okay, 1 have proven to you that the Jacks really are travelers. However,
here's something even less known among mortals. Most people think there are only two Black
Jacks in a deck of cards. This, in fact, is a popular misconception. Again, allow me to enlighten
you. "
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Spread the deck across the table to show all four Jacks face up throughout the deck. Slide out
each Jack along with the card immediately above it. This results in four face-up Jacks each with
a face-down card on top of it (figure 4).

Say, "Actually, the truth is that there are four Black Jacks, watch." At this, turn over each facedown card onto the Jack, as you say, "Here we have Blackjack, Blackjack, Blackjack, and
Blackjack! Four hands of Blackjack. What did you think I meant?"

An even packet of cards develops rather odd credentials, despite the fact that the spectator
seems to be in control of everything.
I based this effect on a Karl Fulves concept, called "Parity Prophet," that appeared in Rigmarole
No. 4. The principle was intriguing, but it did not easily lend itself to a magical effect. After some
experimentation, I came up with this idea.
1. Spread through the face-up deck and remove the two Black Jacks. Transfer each Jack face
down to the rear, as you come to it. Close the spread and turn the deck face down. The two
Jacks are now face up on top. Draw attention to the Jacks by spreading ,them over and saying,
"We'll use these two Jacks in a moment." Square the Jacks and obtain a little finger break
below the first face-down card immediately below them. Lift off the three cards above the break
as a unit and place them neatly onto the table or across the card case.
2. You will now hand the deck to a spectator but, before doing so, you must demonstrate how
he is to count the cards. Hold the deck face down in dealing position and push over the top two
cards (figure 1). Do not reverse the order of the cards. Drop the pair of cards onto the table.
Push off the next two cards and drop them on top of the first pair (figure 2). Do this one more
time to ensure that the spectator understands, which he will, because it is an easy thing to do.
You explain the reason for this unusual way of counting, saying, "It is important that we have an
even number of cards. Rather than keeping a count as you deal, here is a way to do it which
guarantees an even number without having to think about it." At this point, you carry out the
above demonstra,tion.

3. After the spectator has dealt about a quarter of the deck, tell him that he can stop the deal
any time he wishes. This ensures a reasonable working quantity without excess. You don't
really want any more than half the deck. Once he has finished dealing, ask him to place the rest
of the deck to one side.

Pick up the cards the spectator just dealt, and place them face down in dealing position in your
left hand. Execute a Double Lift and turn the top two cards face up as one onto the packet.
Draw attention to this card, saying, "The Ace of Hearts. (We will use this card for the
description) This is a rather odd card. It might look normal, but believe me when I tell you that it
is odd." Flip the double face down again.
With your right hand pick up the Jacks from the table or card case, and place them momentarily
squared on top of the packet. This adds the extra card concealed below ,the Jacks to the
packet. Immediately push the two Jacks over to the right and take them with your right hand
(figure 3). Looking at the two Jacks, say, "If I add these two Jacks to your packet of cards, there
will still be an even number of cards. That's very important. "

This is not true, of course, because of the extra card just added. Turn the Jacks face down,
retaining them in a spread condition in the right hand (figure 4). Now push over the top card of
the packet, apparently the Ace of Hearts, and slide it between the two face-down Jacks (figure
5). Drop the sandwich on top of the packet, retain a little finger break below it, and Double
Undercut the three cards to the bottom.
4. Give the packet to the spectator. Tell him to deal off pairs of cards as he did before, but to
stop about half way through. Once he stops the deal, ask him to look at the card that lies on top
of the tabled pile, then replace it. Finally, he drops the balance in his hands on top of the pile to
bury his selection.
Ask him to pick up the packet, saying, "I want you to count the packet once more as you did
before, dealing the cards off in pairs." This time he will be left holding a single card. With a
puzzled look on your face, say, "I thought we had an even quantity." Pause for a moment, then

continue, saying, "Actually, there is a reason for this. Remember the odd card that I showed
you at the beginning? The one I placed between the two Jacks? Well, turn over the card in your
hand." He is holding the Ace of Hearts, which should come as a small shock to him. My usual
comment is, "You see? I told you it was odd."
To conclude the routine, turn the packet face up and place it onto the table. Ask the spectator to
call out the name of the card he looked at. When he does, spread the packet across the table.
The two Black Jacks will show in the spread with the named card between them.

What follows is an entertaining Poker routine using only ten cards. No, it's not the Ten Card
Deal, but a variation of a routine published by Jim Steinmeyer in Stan Allen's "MagicJJcalled
"The Ten Boys Poker Deal." This variation also appeared in "Magic.
Arrange the top ten cards of the deck as follows, reading from the top down:
Ten spot-any Jack-Queen of Diamonds-Seven spot-Ten of Diamonds-Seven spot-Jack
of Diamonds-King of Diamonds-Seven spot-Ace of Diamonds.
The Preliminary Shuffle: You begin each step from Step 2 onward with this same short
Overhand Shuffle. Run three cards, then throw the balance on top of them. Run three cards,
then throw the balance on top of them.

1. Give the deck a Jog Shuffle retaining the top stock, then take the deck face down in dealing
position. There are several options at this point. We will use the simplest, which is the Edward
Balducci Cut Deeper Force. Extend the deck toward a spectator. Ask him to lift off about one
third of the pack, turn it face up, then place the packet back on top of the deck. Now ask him to
cut deeper this time, turn the packet over, and replace it.
At this point say, "You might consider this cutting procedure rather unusual, however, you ain't
seen nothing yet. "
Spread through the deck until you reach the face-down section (figure 1). Turn all the face-up
cards face down and place them on the bottom of the deck, saying, "This is the point where you
marked the cut. We'll use the first ten cards from this point." Deal ten cards, one at a time, into
a face-down pile on the table. Place the rest of the deck to one side, as we no longer require it.
Pick up the ten cards, turn them face up, and spread them briefly to show the faces, saying,
"You've managed to stop at some pretty impressive cards. What I propose to show you is a
method of cheating which a gambler showed to me. As it only uses ten cards, there's not a lot
of room for chicanery. However, we shall see."
2. Carry out the Preliminary Shuffle. Deal two hands of Poker in the regular manner, with the
first card going to the spectator, the second to you, and so on. Pick up the spectator's hand and
show it. He will have a pair of Sevens. Drop this packet face down onto the table again. Pick up

your hand and show it. You will also have one pair, but it will be a pair of Tens. You win! Drop
your hand face down on top of the spectator's hand and pick up the packet.
3. Carry out the Preliminary Shuffle then deal two hands. Pick up the spectator's hand and
show it. He will have a higher pair this time, two Jacks. Drop his hand face down onto the table.
Show your hand to contain two pairs; Sevens and Tens. You win! Drop your hand on top of the
spectator's hand and pick up the packet.

face-down section

your
hand
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4. Carry out the Preliminary Shuffle, then deal two hands. This time the spectator's hand will
have improved again, and will consist of two pairs; Jacks and Tens. Drop his hand face down
onto the table. Pick up your hand and show it to contain three of a kind; three Sevens. You win!
Drop your hand on top of the spectator's hand and pick up the packet.
5. Carry out the Preliminary Shuffle for the last time, then give the packet to the spectator,
saying, "This is the clincher because I will now let you deal. If your three of a kind is the best
hand available, then I want it. So deal the cards." He deals two hands. Turn over your hand to
reveal that you have indeed received the three Sevens. Thank the spectator for his generosity,
and appear smug at apparently having received the winning hand.
As an apparent afterthought, pick up the spectator's hand and glance at it. After a double-take,
toss the cards face up onto the table to reveal a Royal Flush (figure 2), saying, "I've heard of a
twist in the tale, but this is ridiculous."

You shuffle the deck, give it a tap, then show the top and bottom cards to be the two Red
Kings. You place the Kings face down onto the table. Next you have a card noted by a
spectator. This card is lost into the middle of the deck. You drop the deck on top of the two Red
Kings, whereupon they instantly vanish. When you spread the deck, the Kings are face up in
the middle with one face-down card caught between them. It is the selected card.

dae~yJc,
1. Run though and spot any matching pair with one card between them. Cut these three cards
to the rear of the pack and turn the deck face down. We will use the two Red Kings for this

description. They are at positions one and three from the top. Secretly reverse the bottom card
of the deck while you are talking to the audience. This is your starting position. You could
arrange the deck in advance (see End Notes).
2. Give the deck a Riffle Shuffle without disturbing the top and bottom cards. Now Double
Undercut the top card of the deck to the bottom. Meanwhile, you are saying, "It doesn't matter
how much I mix this deck, there are two cards that I can always find. And that is because one
always comes to the top. The other always goes to the bottom. "
Execute a Double Lift, turning the top two cards face up onto the deck. This is the first Red
King. As you turn the double face up, outjog it for about one inch over the outer end of the deck
(figure 1). This is the position for the Edward Victor Glide.
Turn the left hand palm down to bring the deck face up (figure 2). Glide back the lower card of
the protruding double (figure 3 is a worm's eye view of the move). Grip the remaining outjogged
card and pull it clear of the deck. Drop ,the card face down onto the table.

3. Keep the deck face up and place it into dealing position. Obtain a little finger break below the
three face cards, then draw attention to the other Red King at the face of the deck. Flip over all
three cards as one, then deal the upper card onto the table on top of the other (?) King. Turn
your left hand inward slightly to shield the face of the deck while the triple is turning over,
because the face card will change. Be careful not to flash the face-up King at the back while
turning the deck. Depending on which cards are involved, the change could be a dramatic one,
so it is best to guard against this. You are about to use the face card of the deck, so you don't
want anything peculiar to happen to it!

4. Explain, saying, "These two Kings will perform the best magic trick of the evening (or
afternoon depending on the time of day). We will use this card which happens to be at the face
of the deck." Tell the audience to remember the card. Cut off about half the cards, place the
packet onto the table, then place the balance on top to complete the cut. If you can trust a
spectator to do this without disturbing the cards, ,then allow him to make the cut.

5. Pick up the deck and hold it face down from above with the right hand. Position the deck so
that it is directly over the two apparent Kings on the table. Drop the deck squarely on top of the
two face-down cards, saying, "Watch!".
After a pause, lift the deck with the right hand and slowly raise it so that the audience can see
the bottom card is no longer a King. Lower the hand, then spread the deck across the table to
reveal the two Kings face up in the middle with a face-down card caught between them (figure
4). Ask the audience to name the card that you showed them a moment ago. Remove the facedown card and turn it over to show that the Kings did indeed perform a pretty good trick!
If you want to set the deck in advance, you can add a further enhancement. Select two similar
looking cards, like the Eight of Hearts and the Seven of Hearts. Position one reversed on the
bottom of the deck, and the other third from the bottom. This will allow you to dispense with the
wrist turn, because the change of the face card, during and after the Triple Lift and turnover, will
not be noticeable. This switch is a Marlo concept.

You shuffle the deck, cut it into two halves, then you discard either half. You never touch the
cards again. You invite two spectators to participate in a friendly game of "Random Blackjack."
You point out that you have devised a new system that guarantees every player a total of
twenty-one. You give both players a Black Jack from the deck and each inserts his card face up
at a random point in the half deck. The spectators further randomize the cards, after which the
packet is spread face down on the table. Each now removes his face-up Jack along with the
adjacent cards on either side. You turn the rest of the cards face up and invite close inspection.
There are no two cards together that total eleven. When the spectators turn over their two facedown cards, they both find that they total eleven. Along with their Black Jacks, that makes
twenty-one each. The result is a draw.
This uses a little known principle which Charles Hudson submitted to The Cardiste. All I have
done is to change the arrangement and add a presentation. I must thank my good friend and
New York correspondent, Gene Maze, for his assistance with the presentation.
Although this consists of an arrangement of twenty-four cards, it is a very easy one to
remember. Remove all the Twos, Threes, Fours, Sevens, Eights, and Nines. Set them in the
following order without regard to suits. This is a value-only stack, and it can run in either
direction:

2-34-9-8-7-

2-34-9-8-7

- 2-34-9-8-7-

2-34-9-8-7

You will notice that the stack is really four groups of six cards repeated three times. If you take
a closer look you will notice that the first and fourth cards total eleven, as do the second and
fifth cards, and also the third and sixth cards.

Give the rest of the deck an upward bridge at the inner end only, then place the stack on top
(figure 1). For the description we will assume that the stack is a secret one and is on top of the
deck with a bridge below it.

Note: In the presentation, you say that you have devised a new system that will guarantee
twenty-one every time. It is, therefore, quite acceptable to arrange the cards on the face of the
deck in front of the audience. Keep the faces of the cards toward you as you transfer the
required cards, one at a time, to the face. Don't allow the audience to see what the
arrangement is.

1. Spread through the deck and toss out the two Black Jacks leaving them face down on the
table. Give the deck a few false cuts then place it face down onto the table. Cut the deck by
lifting off all the cards above the bridge and place both halves onto the table, side by side. Invite
two spectators to participate, saying, "I have invented a new card game called "Random
Blackjack. " By its name you will have guessed that it's a variation on Blackjack. The rules that
govern the various hands are very much the same but the procedure is totally different. In fact,
it's somewhat easier to understand. However, we're not going to play cards. Instead I would like
to show you a sure-fire system I have invented which guarantees twenty-one every time. It's a
fabulous invention because I never touch the cards."
Ask one of the spectators to point to a half. We want to discard the bottom half. Using the
standard Hobson's Choice, either discard the selected half, if he selects the bottom half, or say
that this is the one we will use, if he chooses the top half.
2. Say, "As this is a version of Blackjack, 1 thought it would be appropriate if we used the two
Black Jacks for this." Turn over the Jacks and place one in front of each spectator. Ask either or
both spectators to give the half deck a few straight complete cuts.
3. Ask one of them to place his Jack face up on top of the packet and to give it a complete cut.
Now ask the other spectator to place his Jack face up on top of the packet and to give the
packet a complete cut. Tell the spectators that they may cut the packet further, however, if a
Jack finishes on top, tell them to cut again to lose it.
4. Continue, saying, "So far so good. You each cut your Black Jack into the cards at random
places. I now want either of you to pick up the cards and deal them into two piles. Deal the
cards left, right, left, right, just as if you were dealing in a two-handed game. "
Watch the deal and note where the two Jacks end up. There will either be one in each pile, or
both will be in the same pile. Proceed as follows:
a) If they are both in the same pile, turn over the other one and spread it face up on the table.
Draw attention to the cards saying, "You will notice that no two adjacent cards total eleven. 1
can say this with impunity because that's how the system works."
Spread the other pile face down so that both Jacks are visible in the spread (figure 2). Slide out
each of the face-up Jacks along with the cards immediately above and below them in the

spread (figure 3). Now turn the rest of cards over face up and spread them on the table. Again
draw attention to the fact that no two cards located together in the spread total eleven.

Finally, ask each spectator to turn over the two companion cards to his Jack. Both sets of cards
total eleven. Along with the Jacks both spectators have a total of twenty-one. Conclude by
saying, "I declare the game a draw."
Or...
b) If there is a Jack in each pile, simply spread each pile face down, then slide out each Jack
along with its two companion cards. Gather up both spreads and place one packet on top of the
other. Spread the complete packet face up and draw attention to the fact that no two cards
together in the spread total eleven. Conclude as already outlined, finally declaring the game a
draw.

You cut the deck into two halves; one face up and the other face down. You shuffle both halves
together so the deck is in a mess. You draw attention to a random face-up card that happens to
be on top. This might be the Three of Hearts, which you place onto the table face down.
Pointing out that the Three spot can influence the other cards in the deck, you wave it over the
deck which you then spread. All the cards are now face up except for three face-down cards in
the middle. The reason that three cards failed to respond, is because the card is a Three and
three cards remained face down in sympathy with the value. What would have happened if the
card had perhaps been a King? You snap your fingers then turn over the Three spot revealing it
has transformed into a King. When you turn over the three cards, they are the other three
Kings.
I based this routine on Roy Walton's "Overworked Card." The Fake Turnover belongs to Tenkai.
To set the deck, remove the four Kings and any Three spot. We will use the Three of Hearts for
this description. Hold the Kings face up and place the Three on the face. Place any random
card face down in third position from the top, then place another random card face down on top.
With the packet fanned it should read, from the top down:

Face-down random card-face-up
three Kings face up (figure 1).

Three spot-face-up

King-face-down

random card-other

Place this packet on top of the face-down deck.
1. Shuffle the deck without disturbing the top seven cards. Turn the deck face up. While talking
to the audience, pull off the top and bottom cards together and insert them into the middle of
the deck. This is just a casual toying with the deck action, and you should pay no attention to it
(see End Notes). Spread the cards between your hands to show them all facing the same way.
2. Now for the Tenkai Fake Turnover and Riffle Shuffle. The deck is face up in left-hand dealing
position. Proceed as follows:

a) Place your right hand over the deck with your fingers on the front and the thumb on the inner
end. Lift up about half the cards with the right thumb (figure 2).
b) As the right hand lifts off the top half, both hands turn over by moving in opposite directions.
The right hand turns palm up and the left hand turns palm down, both hands rotating at the
wrists (figure 3).

c) The left hand places its packet (seemingly face up) onto the face-down right-hand packet,
with it stepped over to the left for about half a card length. The Three spot shows at the face of
the supposed face-up section (figure 4).

d) Place the deck in this condition onto the table but do not remove the left hand. It appears that
both halves of the deck are back to back, with the upper half stepped over to the left (figure 5).
Immediately pull the halves apart, taking the upper section with your left hand and the lower
section with your right hand (figure 6). Riffle Shuffle both halves together, ensuring that the top
six cards of the left-hand half fall last. Push the packets together and square the deck. The
shuffle must be a tight one so that the face-down cards in the left-hand section do not flash at
the front.
As I carry out the above actions, I say, "Every card in the deck wields a power of its own. If I
turn half the deck the wrong way (Execute the Tenkai move), then shuffle the two halves
together. We get a real mess. "
3. Continue, saying, "However, any one of the cards can sort it out, because, as I said, they all
have special powers. We will use this card, a Three spot, as an example."
As you say the above sentence, pick up the deck and place it into left-hand dealing grip. The
Three of Hearts is face up on top. There is a face-up King below it. Turn over both cards as one
onto the deck, then deal the top card onto the table. Give the deck a complete cut then place it
face up onto the table.
4. Continue, saying, "If I wave the Three over the deck, it causes all the wrong cards to right
themselves. However, because this card has a value of Three, there will always be three cards
that fail to respond." As you are speaking, pick up the face-down card, wave it over the deck,
then replace it onto the table.
Spread the deck across the table revealing that all the cards are now face up, except for three
face-down cards in the middle.
Wait a few moments to allow the effect to register, acting as if the trick is over. Then say, "You
are probably wondering what would have happened if we had used a card other than a Three,
such as a King, for example. Well, there are always two sides to every story. The other side of
this story is rather remarkable."
At this, ,turn over the apparent Three spot revealing it is now a King. Wave it over the other
three cards and turn them over, revealing the other three Kings.
In Step 1, you need to lose the bottom card of the deck. I suggested the easiest route, however,
there are other, perhaps more logical, methods. Here are two you might want to try:
Method One-Double Undercut: Hold the deck face up in dealing position and obtain a little
finger break below the bottom card. Your right hand cuts off about half the deck and places it on
the bottom. However, as it does so, your left little finger executes a Pull Down Move, so that the
bottom card stays on the bottom. You retain a break between the two halves after the cut. Now
cut off all the cards above the break and place these to the bottom. You have successfully lost
the bottom card.
Method Two-Overhand Shuffle: Hold the deck face down in dealing position. Now raise the
deck with the faces pointing to your left. Your left fingers press against the top card. Your right
hand undercuts half the deck but the top card stays behind due to the pressure of your left
fingers. Shuffle off several small batches of cards onto the face of ,the lower portion then toss
the rest of the section back below. Turn the deck face up. Again you have lost the unwanted
card.

A spectator signs his name across the face of a Ten spot. You tear the card into quarters and
leave them on the table in front of him, saying, "Remember, your Ten got Torn." Next, you show
a Six spot and a second spectator signs his name on its face. You seal this card inside an
envelope, saying, "Remember, The Six got Sealed." Finally, you show a Four spot. You sign
your name on its face, then fold it into fourths, saying, "Remember, the Four got Folded. Or did
it?" You immediately open the folded card to show that it has changed into the signed Six spot.
Has the Four transposed with the Six? No, because when spectator A turns over his four torn
pieces of card, he finds that they now form your signed Four. Finally, you hand the sealed
envelope to the first spectator, wh6 finds his signed Ten spot fully restored inside.
The memory joggers used in this routine are derived from John Ramsay's "Triple Restoration,"
in which he refers to "torn on top, and untorn under." You must present this effect clearly and
concisely. If you do.that, the effect is quite powerful.

You need one duplicate Four spot. We will use the Four of Hearts in the description. Sign your
name across the face of this card. Set the top four cards of the deck in the following order, from
the top down: Signed duplicate-Ten of Spades-Six of Diamonds-Four of Hearts-rest of
deck. Have an empty envelope available.

1. Execute a Double Lift and turn over the top two cards as one to show the Ten spot on top of
,the deck. Ask spectator A to sign his name across the face of this card. Turn the double face
down and remove the top card. Put the deck down for a moment, and tear the card into
quarters, saying, "The Ten gets Torn. Nothing personal you understand. Ten sounds like Torn,
so I have to do it." You must hold the card with the face toward you as you tear (figure 1).
Leave the four pieces on the table in front of spectator A, saying, "So remember, your Ten got
Torn.
"

2. Pick up the deck, execute another Double Lift, and turn over the top two cards as one to
show the Six spot face up on top of the deck. Ask spectator B to sign his name across the face

of this card. Turn the double face down and remove the top card, placing the deck onto the
table. Insert this card into the envelope and seal the flap down, saying, "Your Six gets Sealed.
Remember that, your Six got Sealed."
3. Pick up the deck, execute one more Double Lift, turning over the top two cards as one to
show the Four spot, saying, "IJ11sign this one myself." Do that, then turn the double face down
and remove the top card. Place the deck into your pocket. Now say, "I will fold the Four into
Fourths." Fold ,this card into fourths, again you make sure that the face of the card remains
unseen as you make the folds. Once folded, set the card on the open palm of your hand (figure
2), as you say, "Remember, the Four got Folded. Pause for a moment, then add, "Or did it?" At
that, open the card out again and turn it to face the audience, revealing that it has changed into
the signed Six spot. This unexpected and sudden change is quite startling to the audience. Give
this card to spectator B.
4. Continue, saying, "You might think that my folded Four changed places with your sealed Six.
Not quite." Turn to spectator A, and continue, "Have a look at your torn Ten." He turns over the
torn pieces to find that they form your signed Four spot.
Finally, give the sealed envelope to spectator A and ask him to open it. Inside he finds his
signed Ten spot completely restored.
If you want to continue with the deck, leave the top card behind when you bring it out of your
pocket.

You begin by removing four cards from the deck; the Ace, Two, Three, and Four of Hearts.
These you place in a row face up on the table. Taking two Jokers, you pick up the Ace and
-place it beneath both Jokers. Instantly it magically rises to the top. You replace the Ace to its
position on the table. You now perform the same effect with the other three cards. Finally, you
repeat the effect at breathtaking speed to bring the routine to its climax.
In Obsession I included an effective elevator routine called "Hellraiser." What follows is
essentially the same trick with one majorlminor difference. Major in effect-the cards now rising
from the bottom instead of from the middle-and minor in the technical department. The plot of
the elevator cards was introduced by Ed Marlo.
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1. Remove the Ace, Two, Three, and Four of any one suit. For this description we will use
Hearts. If you decide to follow the suggested patter, which borrows from Vernon's patter for
"Twisting the Aces," do not use Spades because the Ace of Spades has a lot of ink in its
design. This will make sense after you have read further. Lay the four cards in a face-up row in
Ace to Four order, reading from left to right (figure 1).
Remove the two Jokers, or alternatively you can use the Black Jacks. Place the rest of the deck
to one side as it is of no further use. We will use Jokers for this description.
2. Hold the Jokers face down in the left hand in dealing position. Pick up the Ace and drop it
face up on top of the Jokers, saying, "Here's something quite curious. I found that if I place a

card under Jokers, it will rise back to the top. That in itself is curious. What's even more curious
is that the less ink on a card, the easier it is. Let me show you. "

Flip the Ace face down onto the packet. lmmediately push over the top two cards as one and
transfer them to the bottom, saying, "The Ace goes on the bottom, but instantly it comes back
to the top." Flip over the top two cards as one to reveal the Ace back on top. Allow the effect to
register, flip the double face down again, and deal the top card back onto the table at position
one. Each subsequent card will be dealt to the table face down into its designated position.
3. Repeat the above sequence with the Two spot. In addition, say, "Because the Two has a bit
more ink on its face, the card is marginally heavier and, therefore, it takes a little more effort to
bring it to the top." To demonstrate this, you simply add a little facial stress to the proceedings.
Finally, deal the top card back onto the table at position two.
Repeat the same sequence with the Three spot, then again with the Four spot. At the end of
each phase, deal the top card onto the table, back into its position in the row.
4. You are now ready for the rapid finish. The audience believes that the Ace, Two, Three, and
Four are back on the table and that you are holding the two Jokers in your hands. However,
such is not the case!
Casually gesture with the two cards in your hand without flashing the faces, saying, "That was
the difficult way, because I started with the lightest card and worked along to the heaviest. I can
do it much faster by starting from the heavy end first. Watch."
Working from right to left, and at a brisk tempo, drop the two cards you are holding squarely on
top of the Four (?) then immediately lift off the top card and toss it face up onto the table to
reveal the Four, saying, "Up comes the Four.".
Without any pause, pick up the two Jokers (?) and drop them squarely on top of the Three spot
(?). lmmediately lift off the top card and toss it face up onto the table to reveal the Three,
saying, "Up comes the Three."
Pick up the two Jokers (?) and drop them squarely on top of the Two spot (?). lmmediately lift
off the top card and toss it face up onto the table to reveal the Two, saying, "Up comes the Two,
x
and lastly.."
Pick up the two Jokers (?) and drop them squarely on top of the Ace (?). lmmediately lift off the
top card and toss it face up onto the table to reveal the Ace, "...up comes the Ace. That leaves
the two magical Jokers. I don't know what I'd do without them!" At which time you pick up the
two Jokers and toss them face up onto the table to conclude.

