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INTRODUCTION

The quickest, most certain path toward achieving a reputa-
tion of being a magician is to be able to perform at a moment’s
notice with borrowed objects. If you are handed a coin, a hand-
kerchief, a pencil or a rubber band, you should be able to do at
least one amazing trick with that object. This book deals exclu-
sively with just such tricks. It is a collection of some of the best
tricks with ordinary objects.

Some chapters have been designed to present the reader with
a complete act of close-up magic. For example, the chapter
entitled ‘“Magic Show in a Matchbox,” gives you about 15
minutes worth of excellent tricks and stunts to amaze and
amuse your audience. The chapter closes with a jumping match
and a match penetration, two of the strongest illusions in close-
up magic, and ones that should guarantee you a round of ap-
plause from your audiences.

Not considered here are tricks with lit matches, lit cigarettes
or knives, on the theory that you shouldn’t risk being burned or
cut doing magic tricks. But you will find in this book magic
with many other objects, from eggs to dice, from cards to
balloons, from apples to whisk brooms. There are even tricks
done with mirrors.

Magic is the most entertaining hobby because it offers sur-
prise and mystery. When magic is properly presented it will de-
light and baffle your audiences. Master the tricks in this book
and you will be ready to entertain anytime, anywhere, with
some of the finest of all close-up mysteries.

A special note of thanks is due Martin Gardner and Joseph
K. Schmidt for their assistance in compiling material for this
book.
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MONEY MAGIC

Everyone carries coins. If you know a few coin tricks, you are
always in a position to entertain people with coin magic. The
tricks in this chapter represent a collection of some of the best
coin routines done without sleights or specially prepared ap-
paratus.

1. QUICKSILVER

Ask for the loan of a quarter. When you get the coin, remark
that some coins of this particular date, unknown to most people,
have a low melting point. As a result, the coin has a curious
property which you now demonstrate.

The coin is placed under a handkerchief. Immediately the

coin melts through the center of the handkerchief. Both the coin
and the handkerchief may be borrowed, and the coin may be
marked.
METHOD: The trick is accomplished by means of a clever
turnover move with the handkerchief. But note that when you
borrowed the quarter, you made it seem that the coin was the
key element in the trick because it had a low melting point. By
making up this story, you focused attention on the coin and
therefore away from the handkerchief.

This is the element of misdirection. Audience attention is
directed to the object that has very little to do with the working
of the trick. In this case the audience will concentrate attention
on the coin and forget about the handkerchief. This is all to the
good since the coin has nothing to do with the secret working.

Have the spectator note the date on the quarter. You can
even have him mark the quarter. When the marked coin is
returned to you, hold it between the right thumb and forefinger.
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Then drape a handkerchief over the right hand. Pinch a bit of
the fabric with the right thumb. The situation at this point is
shown in Figure 1.

The left hand grasps the end of the handkerchief that is
toward the audience and brings it back onto the right arm, thus
exposing the coin to the audience’s view, as shown in Figure 2.

It is here that the trickery comes into play. The left hand
releases its grip on the end of the handerchief. The right hand
then lowers with a quick snapping motion so that the hand-
kerchief assumes its original position, Figure 3.

But although this seems to be the original position, with the
coin under the handkerchief, the coin is actually outside the
handkerchief as indicated in Figure 4. Thus the trick is over
before the audience knows what you are going to do.

Twist the handkerchief around the coin a few times with the
left hand. Then, while the left hand holds the handerchief, the
right hand slowly pulls the coin out into view. It appears as if
the coin penetrates the center of the handkerchief. The hand-
kerchief can be returned unharmed to the spectator.

“The MacCarthy Hank Fold,” described later in this book,
allows you to perform the same trick by a different but highly
ingenious method.
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2. MYSTERY VANISH

In this surprising trick you have a spectator hold a penny and
a nickel on his outstretched palm. Explain that you will tap
either coin with a pencil and that this coin will immediately
vanish.

He indicates a coin, say the penny. You tap it with the pencil,

but instead of the penny vanishing, the pencil vanishes! The
pencil is later found in the pocket.
METHOD: Ask a spectator to remove a penny and another coin
from his pocket. Explain that this will work only if one coin is
copper and the other silver. Have him place the two coins side
by side on his outstretched right palm.

Tell him that he can choose either coin, and that simply by
tapping the coin with the pencil, you will cause it to vanish.
Thus you will never touch the coin directly, yet the coin will
disappear.

Say he indicates the penny. Tap the pencil against the coin
and then move the pencil up in an arc as shown in Figure 5.
The coin hasn’t vanished, so you tap the coin again. This time
bring the right hand further up so it moves past the right side of
the face.

Again nothing happens. Tap the coin again. This time bring
the right hand up quickly and leave the pencil behind the right
ear, Figure 6.
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Without pause say, “One more try.”” Immediately bring the
right hand down as if to tap the coin, but act amazed that the
pencil has vanished. If you stand with your left side slightly
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toward the spectator, or with the face turned slightly to the
right, he won’t see the pencil behind the ear and thus will be as-
tonished that the pencil has completely vanished.

To produce the pencil magically, direct attention away from
yourself. The best way to do this is to point to the floor behind
the spectator and say, “There it is.”” As the spectator turns his
back to you, remove the pencil from behind the ear and drop it
in your pocket.

The spectator can’t find the pencil. Act puzzled. Pat your
pockets, then pretend to have suddenly discovered the where-
abouts of the illusive pencil. Remove it from the pocket. Done
smoothly, it is a bewildering sequence.

3. GHOST COIN

This trick and the next one nicely routine together. The first
trick depends on an audible illusion, while the second exploits a
visible illusion to produce the desired mystery.

In this first routine the spectator drops a coin into a glass.

The coin instantly penetrates the glass. All articles may be bor-
rowed.
METHOD: The trick depends on the sound a coin will make
when it drops into a glass. Hearing this sound, the audience
assumes the coin is in the glass. As is always the case with
magical effects, things are not quite as they seem because the
coin is actually outside the glass.

Place a coin under a handkerchief. Ask a spectator to grip the
coin through the cloth. Ask him, “Did you notice that they’'re
making glasses thinner and thinner these days? Let me show
you.”

Pick up a glass and place it mouth-up on the outstretched left
palm. Direct the spectator to lower the handkerchief over the
glass. Then tell him to release the coin so it falls into the glass.
He hears it fall into the glass, so all appears fair. What you
really do is this. When the handkerchief completely covers the
glass, tilt the glass back at an angle, Figure 7. When the specta-
tor releases the coin, it hits the side of the glass and falls into
the left palm. Thus the coin is already out of the glass.

Ask the spectator to release the handkerchief so it is loosely
draped over the glass. Grasp the glass and handkerchief with
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the right hand. Say, “This glass is so thin, a coin can penetrate
it like this.” Give the glass a shake with the right hand. At the
same time, release the coin from the left palm, Figure 8. Ii ap-
pears as if the coin dropped right through the glass. The
audience may think there is a hole or slot in the glass, but of
course nothing of the kind is used.

If you are asked to repeat “Ghost Coin”, or if you want a
trick that is an ideal follow-up, ‘“The Backward Ghost” fills the
bill. After performing “Ghost Coin,” say to the spectator, “I’ll
make it harder. First we’ll pour a bit of water into the glass.”
Pour about an ounce or two of water into the glass.

The spectator grips the coin through the cloth. He drops it
into the glass. The magician lifts the handerchief and the
spectator sees the coin in the glass, resting at the bottom under
water.

“The coin is under water so I can’t tamper with it. Note that
the coin is heads up.” The spectator sees that the coin is heads
up. “We’ll cover it for a moment because these things work bet-
ter in the dark.”

The glass is covered with the handkerchief. When the glass is
uncovered a moment later, the spectator sees that the coin is
now tails up. It has turned over by itself under water!

Finally the magician covers the glass again and this time the
coin instantly penetrates the glass of water.

As before, all apparatus may be borrowed and the coin can be
marked. The spectator should be impressed that his own
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marked coin turned over by itself while under water, and then,
for a bonus, penetrated the glass.

METHOD: Basically the secret is the same as in “Ghost Coin”
but an extra ingredient has been added. At the start of the
routine, cover the borrowed coin with a handkerchief and ask
the spectator to grip the coin through the cloth.

Then pour an ounce or two of water into the glass. Hold the
glass on the outstretched left palm. Direct the spectator to place
the handkerchief over the glass. He releases the coin. As in
Figure 7 of the previous trick, the glass is tilted at an angle, so
the coin hits the side of the glass and falls into the left palm.

Have the spectator release the handerchief so it is loosely
draped over the glass. Then grip the glass through the cloth and
move it forward so that the glass is directly over the coin.

If you now remove the handkerchief and ask the spectator to
look down into the glass, he will see the coin resting at the bot-
tom of the glass of water. Of course this is an illusion produced
by the water itself, but it looks exactly as if the coin rests at the
bottom of the glass and not under it.

Ask the spectator to note whether the coin is heads up or tails
up. Then cover the glass with the handkerchief. After the glass
is covered, lift it slightly with the right hand, The left fingers
then curl in, Figure 9. This causes the coin to turn over.

Fig. 9.

Lower the glass onto the coin again. Lift the handkerchief
away. The spectator looks down into the glass and sees that the
coin has mysteriously turned over while it was under water.

Cover the glass with the handkerchief. Grip the glass through
the cloth with the right hand as in Figure 8, release the coin and
it apparently penetrates the glass.

There is one tip that makes this routine even more baffling.
When you pour water into the glass, get a few drops onto the
fingers of the left hand. When the coin falls into them, transfer
the moisture to the coin. Later, when the coin apparently
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penetrates the glass, it will be wet, exactly as if it really was in
the water at the start of the trick.

5. HOLE IN THE POCKET

A quick trick with a surprise finish. The magician has a coin
marked. Commenting that he has a hole in his pocket and that
loose change is always falling through the hole, the magician
drops the marked coin into his right trouser pocket.

“The odd thing is that the hole isn’t in this pocket,” the ma-

gician says. “It’s in the other pocket, so when things drop
through . . .” Here he lifts his left foot to reveal the borrowed
coin under that foot.
METHOD: The trick relies more on nerve than magical ability.
The key to it is the use of an extra coin. We’ll say the coin is a
nickel. Secretly place it on the floor and cover it with the left
foot. This may be easier said than done, depending on the cir-
cumstances under which you perform the trick. An easy way to
prepare the trick is to have the nickel in the hand. Drop some
other object, say a paper napkin, to the floor. While retrieving
the napkin, leave the nickel on the floor. Then cover the nickel
with the left foot.

To present the routine, ask someone for the loan of a nickel.
Tell him to place a mark on it, adding, “That’s so you’ll recog-
nize it if you should ever see it again.”

Take the coin. Explain that you have a hole in your trouser
pocket. Place the nickel in the right trouser pocket. Bring out
the hand and show the hand empty. Pat or shake the trouser leg
so that the nickel supposedly tumbles down the trouser leg to
the floor.

Say, “The puzzling thing is that the hole is in the other
pocket, so the nickel ends up here.” As you finish this sentence,
lift the left foot to reveal the nickel. It is a surprising result.

Immediately reach down with the right hand, pick up the
nickel and place it in the right trouser pocket, acting as if the
nickel is yours. Leave it in the pocket, but take the other nickel
with the right hand. Say, “Is this nickel yours or did you give it
to me?” The spectator will say that he gave it to you but that
it’s still his. Remove it from the pocket and return it to him,
Naturally he will check the mark on the nickel.
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6. SEALED SILVER

Removing an envelope from his pocket, the magician says,
“Postage being what it is these days, it cost my friend twenty
cents to send me sixteen cents worth of coins.” The magician
removes a dime, a nickel and a penny from the envelope, closes
the flap and has a spectator keep it in his pocket.

“But these coins are special. They don’t have to travel by
mail. Let me show you.” The three coins are covered with a
handkerchief. When the handkerchief is removed, one coin, say
the dime, is gone. The spectator then removes the envelope
from his pocket, opens it and finds the dime back inside!
METHOD: There are actually four coins. Aside from the dime,
the nickel and the penny, there is an extra dime. Place it inside
the envelope near one corner. This is the only preparation. Put
the other three coins into the envelope at the opposite side, then
fold the envelope to keep the coins separate, Figure 10.

Fia. 10.

When ready to present the routine, remove the three coins,
leaving the extra dime inside the envelope. Fold the envelope
and place it in the spectator’s jacket. Comment about these be-
ing special coins which can travel about as they choose, and at
rates considerably cheaper than the postal-service charges.

Hold the three coins between the left thumb and fingertips,
but with the dime a bit higher than the other two coins. The
right hand then drapes a handkerchief over the coins. Snap the
fingers of the right hand.

Grasp the handkerchief at the near end and draw it back so
that it slides free of the coins. Nothing has happened. Place the
handkerchief over the coins again, but this time grasp the dime
through the cloth with the right thumb and forefinger.

This time, as the right hand draws the handkerchief back, it
takes the dime with it, Figure 11, and drops the dime into the
handkerchief pocket of the jacket. All attention is on the coins
in the left hand, so the steal of the dime goes undetected.
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Drop the nickel and penny onto the table, showing that the
dime has vanished. Then direct attention to the spectator’s
pocket. He removes the envelope, opens it, and finds the miss-
ing dime.

7. MERLIN'S MAGIC

“Merlin, official magician to the Court of King Arthur, used a
number of magic words from a book of spells. I have a copy
from a recent edition of the book.” So saying, the magician
opens a book of spells to reveal that there is a pile of seven pen-
nies in the middle of the book.

“Count the pennies,” the magician says. “Make sure there

are seven because seven is the magic number.” The spectator
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counts the coins to verify that there are seven. The coins are
then poured into the spectator’s hands and he is instructed to
hold them tightly.

Removing another penny from his pocket, the magician
causes it to vanish. The vanish occurs openly. The coin is
merely tossed into the air and it evaporates. The spectator hold-
ing the coins may be standing some distance away. He is asked
to catch the invisible coin that the magician just vanished.

The spectator makes a catching motion. He then opens his
hands and counts the pennies. Where there were originally
seven, now there are eight. The magician’s penny joined the
other seven while they were tightly held in the spectator’s own
hands.

METHOD: There are really two secrets involved here. The first is
the method of vanishing the penny, and the second is the
method of causing it to appear in the spectator’s hands.

We shall begin with the method of causing the penny to ap-
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pear in the spectator’s hand. Get a book on black magic or as-
trology. Open it to the center and place seven pennies on the
center page. Slide an extra penny into the spine of the book and
then close the book. Have the book handy on a nearby table at
the start.

When ready to perform, open the book to the page where the
pennies are. Ask a spectator to count them. He will of course
count seven pennies. Have him hold his cupped hands together
as you slide the pennies off the book and into his hands. In the
process, the extra coin in the spine of the book is secretly
added, Figure 12. Thus, unknown to the spectator, he really has
eight coins. Tell him to close his hands tightly around the pen-
nies.

MAGICIAN
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Fra. 12.

Now reach into your pocket and remove a handful of coins.
With the other hand pretend to remove a penny. In fact you
remove nothing. Just hold the hand as if it contained a coin.
Return the rest of the change to the pocket.

Make a tossing motion, as if tossing a coin into the air toward
the spectator. The supposed coin in your hand vanishes, seem-
ingly into thin air. Some people may even say later that they
saw the coin evaporate into the air.

The spectator holding the pennies opens his hands and counts
how many pennies he has. He started with seven, but now he
has eight.

Once, as a gag, I used a spelling book and introduced it as a
book of spells. The same gag can be used with a dictionary if
you explain that it contains all the words to magic spells,
though not necessarily in the right order. In any event, just
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make sure the book has a hardcover and that the opening in the
spine is large enough to comfortably take the extra coin.

8. THE ESCAPE ARTIST

This baffling trick will even fool magicians, yet it is easy to
do. The only constraint is that you must perform it for someone
sitting directly across the table from you. Here is the effect:

“Magicians are always accused of using their sleeves. This

time I'd like to use your sleeve.” So saying, the magician drops
three coins down the spectator’s jacket sleeve. He then causes
one of the coins to penetrate the spectator’s sleeve. Only three
coins are used. They may be borrowed and marked. There are
no gimmicks and there is no sleight of hand.
METHOD: The secret is audacious but simple. It depends pri-
marily on presentation so we will detail the handling as
thoroughly as possible. First, remember that the spectator
should be seated directly across the table from you. The routine
works best for one spectator. If others are present they might
see how the trick is done.

Ask to borrow three coins. The coins may be marked by the
spectator, or he can simply remember the date on each coin.
Make it clear that your hands are empty, your sleeves rolled
up. It is assumed the spectator is wearing a jacket.

Say to him, “Since magicians are accused of using their
sleeves, for this trick I'm going to use your sleeve.” Hold the
three coins in your right hand as you speak. The right elbow
rests on the table, Figure 13.

Fia. 13.

“I'd like you to place your arm like this.” The presentation is
important here. As you say, “. .. like this,” rest your left arm
on the table and place your head against your left hand, Figure
14.
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Since the spectator will be sitting across from you, he will
likely place his right arm on the table and rest his head in his
right hand. As he does this, say, “No, the other hand.” The ges-
ture that accompanies these words is completely natural but it
is the key to the trick. Your right arm swings forward and you
touch his left arm near the elbow, Figure 15. This is done to in-
dicate that he is to use his left arm. But as you gesture in this
way, simply leave behind one coin on the table near his left
elbow.

n‘\

F16. 15.
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Immediately your right hand swings up to its original posi-
tion. The right elbow always stays in contact with the tabletop
during the back and forth swings of the right arm. The specta-
tor can’t see the coin you’ve left behind on the table because his
own arm blocks it from his view. From your point of view the
trick is over, but from the spectator’s perspective it has yet to
begin.

Drop the two coins into the spectator’s jacket sleeve as you
say, “I’'m going to drop these three coins into your sleeve. Since
you now have them, there is no way I can tamper with the
coins.” Show both your hands to be unmistakably empty as you
talk.

“Now the hard part. I don’t know exactly which coin it will
work with, but I'm going to try to cause one of those three coins
to penetrate your jacket sleeve. Of course I could do it by cut-
ting a hole in the sleeve with a pair of scissors, but it’s much
more puzzling to do it by magic.”
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With both hands grasp the spectator’s left jacket sleeve near
the elbow. Tug on the sleeve a bit. Pretend to examine the ma-
terial as if looking for a seam. As the left hand does this, the
right hand quietly picks up the coin that was secretly placed on
the table.

Push this coin against the spectator’s sleeve. Say, “I think
I’ve got it,” and then, with a quick pull, pretend to pull the coin
out of his sleeve. He can immediately verify that the mark on
the coin is his. When he removes the other coins from his sleeve
he will see that there are only two and both are his.

This is a strong close-up trick, little-known, even to ma-
gicians. Spend a few minutes practicing it to get the handling
down smoothly and you will be rewarded with a coin trick that
will fool even sleight-of-hand experts.

9. MILLION-DOLLAR MYSTERY

We close this chapter with one of the strongest impromptu
tricks with coins. Unlike the preceding tricks in this chapter, a
coin does not appear, disappear or penetrate some object.
Rather, this is a mind-reading trick and one of the best.
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some are tails up. While the magician turns his back, the
spectator mixed up the coins by sliding them about. The coins
are mixed to the spectator’s satisfaction.

With his back still turned, the magician gathers six coins be-
hind his back and gives them to the spectator to hold. The ma-
gician claims that these six coins contain as many heads-up
coins as there are heads-up coins on the table, and as many
tails-up coins as there are tails-up coins on the table.

The spectator checks, and it turns out that the magician is

correct! The trick can be repeated with any even number of
coins. The coins may be borrowed and the magician can be
blindfolded.
METHOD: The trick depends on an ingenious principle devised
by Bob Hummer. When you place the 12 pennies on the table,
make sure that six are heads-up and six are tails-up. Scatter the
coins around, then turn your back.

Direct the spectator to mix the coins further by sliding them
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about randomly. He can’t turn them over, but he can slide them
about any way he likes. When the coins have been mixed to the
spectator’s satisfaction, and with your back still turned, slide
six of the coins toward you. Because of the ingenuity of the
system, they can be any six coins.

Gather the six coins, one at a time, in your hand. Stack them
one on top of the next, taking care not to accidentally turn any
coin over. When you have a stack of six coins, tell the spectator
to gather the other six coins and hide them by covering them
with a coffee cup or a book.

Turn and face the spectator. Your stack of six coins is now
behind your back. Secretly turn the stack over. Then bring the
stack into view and place the six coins on the table one at a
time. Remark that you have as many heads showing on your six
coins as the spectator has on his, and further that you have as
many tails showing as the spectator has on his coins.

The spectator lifts the coffee cup. His group of coins may
show four heads and two tails. He checks your group of six coins
and will be amazed to discover that it too shows four heads and
two tails.

If you repeat the trick, make sure you start with six heads
and six tails showing. The trick can be done with any even
number of coins as long as you begin with an equal number of
heads and tails.



MAGIC SHOW IN A MATCHBOX

All of the tricks in this chapter use matches, but since the
matches aren't lit, you can use toothpicks instead. If you have a
matchbox to carry the apparatus around in, you are ready to
entertain with a magic show in a matchbox. The best way to
present such a show is to do a few match puzzles, then a magic
trick, then a few more puzzles, then another magic trick with
matches. Thus the audience is both entertained and mystified
by your show.

This chapter begins with a collection of some of the best puz-
zles with matches, and then concludes with a number of clever
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10. EUCLID'S TRIANGLE

Toss six matches onto the table. Tell the spectator he is to
form eight triangles with the matches. He can’t bend or break
any match. You can even give him a time limit of one minute,
but it’s more fun to give him as much time as he likes. Since
there are only six matches, the whole thing seems impossible
anyway.

When the spectator gives up, arrange three matches in a
triangle as you say, ‘“‘There’s one triangle.” Then place the
other three matches on top, saying, “And here’s seven more.”
Referring to Figure 16, you will find two large triangles formed
by the matches, plus six small triangles around the perimeter.

F1a. 16.
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11. SQUARING THE SQUARE

Having shown the spectator a trick with triangles, you tell
him, ‘“Here’s an easier one with squares.” Actually, it’s harder,
but you don’t tell him that. Besides, it looks easier at first
glance. Arrange the squares as shown in Figure 17, saying, “I've
done half the work for you. All you have to do is remove two
matches and end up with two squares.”

F1g. 17.

It’s true that you’ve done most of the work, but the puzzle
isn't as easy as it looks. Most people tend to assume that they
must end up with two squares of the same size, an impossible
task. When they give up, remove match A and match B from
the lower left corner, producing a square inside a square.

This puzzle is a good example of the case where a person will
unconsciously add constraints that were never stated in the
problem, in effect backing themselves into a corner because

they’ve only succeeded in making a simple problem impossible.

12. FOUR SQUARE

“I’ll make it even easier for you. Here’s five squares. You
don’t have to take away even one match. Just move two
matches so you form four squares of the same size.” Form the
five squares of Figure 18 as you speak. All the spectator has to
do is move two matches to make four squares, yet he should
find the test quite difficult.

"

FiG. 18.

When he gives up, move two matches as indicated by the ar-
rows in Figure 18 to get the desired solution. This is an excellent
test of the powers of observation. If you are later asked to
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repeat the puzzle, start with the four-square configuration, and
ask the spectator to move two matches and form five squares of
equal size. Further, if you set up the matches again, but this
time upsidedown, the spectator should still find it next to im-
possible to get the right answer.

13. THE ROMAN EQUATION

There are many match puzzles where matches are set up to
form an incorrect equation. You are then asked to move
matches to make the equation correct. A simple example is
shown in Figure 19. The equation is incorrect as shown. To
change it to a correct equation, move one match. The solution is
shown in Figure 20.

But the best example I know of in this category is the one
shown in Figure 21. The equation states in Roman numerals
that 10 plus 1 equals 9. Obviously this is wrong. Without mov-
ing any matches you are required to change it to a correct equa-
tion. o

1—1l= 1] oo
)
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X+I=IX ron

The spectator is encouraged to think that if he can‘t move a
match, the solution must lie in removing one match. You can
even imply that he could be correct in following this line of
thinking. It makes no difference because even in removing a
match the stunt seems impossible.

The surprising solution is that the spectator doesn’t move a
match, he moves himself. By moving around to the other side of
the table he will see the equation upside down, and in this form
it is correct.

14. A FISH STORY

This elegant match puzzle is of Oriental origin. Arrange eight
matches and a match head to form the fish shown in Figure 22.
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Note that the fish is swimming to the left. The match head is
the fish’s eye. By moving three matches and the match head,
reverse the direction of the fish so it is swimming to the right.

The distracting element here is the fact that the matches do
indeed form the shape of a fish, so it would appear difficult to
cause the entire fish to change direction. But by moving
matches A, B, C, to the position shown by the dotted lines in
Figure 22, plus the match head, the fish does indeed change di-
rection, Figure 23.

~
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15. TIPSY COCKTAIL

Use four matches to form a cocktail glass, and a match head
for the olive or cherry, Figure 24. Without touching the olive,
move two matches and cause the olive to end up outside the
cocktail glass.

This puzzle combines two different features in its solution. Of
the two matches you move, one is picked up and transferred to
a new location, while the other is slid to a new location. It is
therefore unlikely that the spectator will catch on to the answer
too quickly. The solution is shown in Figure 25. The cocktail
glass is now upside down, but the olive is outside the glass.

LI
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16. THE LITTLE HOUSE

Youngsters are fascinated with match puzzles. The following
is one of the oldest, but is little known and quite intriguing to
children. Using 15 matches, form the house shown in Figure 26.
Explain that a little girl lives in the house. The spectator is to
move five matches to reveal her name and her age.

The solution is shown in Figure 27.
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17. WORLD’S STRONGEST?

“It is all well and good to show off your strength by lifting
hundreds of pounds, but suppose the object weighed less than
an ounce. Would you have trouble lifting a match packet?” So
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Begin by placing a match packet or matchbox on the table in
front of an upright cigarette package. If no cigarette pack is
handy, stand a cased deck of cards on its long end and use that.
Then grasp the matchbox between your first finger and third
finger as shown in Figure 28. Using just these two fingers, and

Fiag. 28.
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keeping the middle finger in contact with the tabletop at all
times, the problem is to lift the matchbox and place it on top of
the cigarette pack. Figure 29 shows the end result.

(T

s
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It will seem simple until you try it and then it will seem im-
possible. But keep at it for a few minutes and you will acquire
the knack. It is really a test of coordination. Mentally you must
direct two fingers to perform a task they have not been trained
to do. With just a small amount of practice you will find that it
becomes easy to do. Not only that, but once the knack is ac-
quired, you do not have to practice it again, Once learned, the
stunt is never forgotten.

If you do the stunt enough, sooner or later you will meet
someone who knows how it is done, or who, through sheer
persistence, acquires the knack. When this happens, you switch
to a method devised by me. As soon as you see the person suc-

F1c. 29.
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matchbox between the first and third finger. You grip it
between the middle finger and little finger.”

It looks like the same stunt but now it has become a real
challenge. Most people give up because they think it really is
impossible. But if you practice this method you will acquire the
knack. Learn to do both methods with either hand. If the
spectator succeeds in doing it with his right hand, say to him,
“Did I make another mistake? I meant for you to do it with
your left hand. Like this.” At this point the struggling spectator
is sure to give up.

18. WHO PAYS THE BILLS?

You are in a restaurant and it’s time to pay the bill. Say,
“Let’s play a little game. The loser pays the bill.” Take a hand-
ful of matches or toothpicks. Break them in half and drop them
into a hat, cup or an envelope.
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Remove a half-match. Then the spectator removes a half-
match. Continue this way, taking turns. The person who has to
remove the last half-match must pay the bill.

Make sure you go first and you will always win. It makes no
difference how many matches are used. This “betcha” was a
favorite of Nate Leipzig. For a variation, if the fellow sitting
across from you insists on going first, say to him, “Now re-
member that you can remove only one at a time, like this.”
Reach into the hat or cup and remove a half-match as if to
illustrate what he is to do. Then give him the opportunity to go
first. Of course he will lose.

19. MATCHING MATCHES

This is a fine mental effect with matches or toothpicks. We
will assume you use a box of about 30 matches. The number is
not important. The magician removes some matches and counts
them. The spectator then removes some matches but he does
not count them. No one knows how many matches he has.

The magician says, “If I give you two matches, then I will
have as many as you plus enough more to make 16.”

The magician gives the spectator two matches. Then the
spectator counts his matches. Say he has eight. The magician
counts 8 matches from those he holds, then counts the re-
mainder singly, counting ““9, 10, 11, 12, 13, 14, 15, 16.” The
sixteenth match is indeed the last match he holds, so his predic-
tion is correct.

The trick can be repeated. Although the magician never

knows how many matches the spectator holds, although the out-
come is different every time, the magician is always correct in
his prediction.
Method: When you remove a handful of matches from the box,
make sure you remove more than half. As an example we will
assume the box contains 30 matches and that you remove 16
matches:

Count the number of matches you hold. In this case you will
count 16. Subtract two, getting 14. Have the spectator remove
some matches from the box. Ask him to leave some behind so
that you don’t know the exact number he has.
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Say to him, “If I give you two matches, then I'll have as
many as you plus enough more to make exactly 14.” Give him
two matches. Then have him count his matches. As he does, you
count yours in unison. He may have eight. You have counted
eight from your hand. Continue counting and you will find that
you have six more, exactly enough to bring your total to 14.

Another example may be useful. Again we'll assume there are
30 matches in the box. Remove more than half. Then have the
spectator remove some of the remainder. Count your matches.
Whatever the total, you always subtract two. Let’s say you have
18 matches. Subtract two, giving you 16.

Say, “If I give you two matches, I'll have as many as you
plus enough to bring my total to 16.”

Hand over two matches. The spectator then counts his
matches. Say he has 11. You count in unison, counting 11
matches onto the table. You then continue counting matches,
beginning where you left off, saying, “12, 13, 14, 15, 16.” The
sixteenth match will be your last, and again your prediction is
correct.

If it all seems puzzling as to why the trick works, note that
you aren’t predicting anything. What you’re really doing is an-
nouncing in an indirect way how many matches you have.
Thus, when you say, “If I give you two matches, I'll have as
many as you plus enough more to bring my total to 16,” you are
really telling the spectator that you have 16 matches. It’s as
simple as that, but so subtle in the wording that it will fool
people even if you repeat the trick.

20. THE JUMPING MATCH

This strange trick almost falls into the category of psychic
magic. A matchstick is placed on the table. Another match is
held in the right hand. The magician says he will concentrate
psychic energy into the match in his hand and will then dis-
charge this energy to the other match.

After a moment of concentration, the magician places the
charged match near the other match, Figure 30. The audience
hears a loud snap as the psychic energy is discharged, and then
sees the tabled match suddenly jump into the air. It is an eerie
effect.
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Method: The match is held as shown in Figure 31. It must be
held firmly between the right thumb and first finger, and the
third finger or little finger must apply pressure to the bottom of
the match.

S
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With the match gripped in this way, pretend to concentrate,
saying you will project psychic energy into the match in your
hand. After a suitable time, place the match against the match
on the table as shown in Figure 30.

Nothing happens. Say you will concentrate harder. Take the
match away, pretend to concentrate, then place the match in
hand against the match on the table so that the match heads
contact one another.

Release pressure with the little finger, allowing the match in
hand to flick against the match on the table. The result is that a
snap will be heard as the match in hand frees itself from the lit-
tle finger. The match on the table will jump back several feet.

If you do not get a loud snap, press against the match in the
right hand with the fingernail of the little finger. As the nail
flicks off the end of the match, a loud snapping noise will be
produced. To conceal the method from the audience, make sure
that the audience is at the left of the set-up as shown in Figure
30. Then they have no chance of catching the very slight move-
ment of the right little finger.

21. THE PENETRATING MATCHES

We will close this chapter with one of the finest close-up illu-
sions with matches. A match is held in each hand. Without gim-
micks, the matches visibly penetrate one another. The trick is
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repeated under the closest scrutiny, yet the matches seem to
magically melt through one another. I am indebted to Martin
Gardner for the following description of this elegant routine.

The right hand holds its match vertically. The match is
clipped at the top between the first and second fingers. The bot-
tom of the match rests against the right thumb. The left hand
holds its match horizontally. The starting position is shown in
Figure 32.

Ve \ Fia. 32.

For maximum visibility the second, third and fourth fingers
of each hand should be extended. The right hand is about 12
inches to the right of the left hand and about 6 inches higher, It
is brought down in a slanting direction toward the left-hand
match.

The secret to the trick is this. As soon as the right hand starts
to move, raise the first and second fingers slightly. This creates
a small gap between the end of the match and the thumb,
Figure 33.

Fia. 33.

The match in your right hand then apparently penetrates the
match in your left. Actually the right hand’s match slides over
the left hand’s match, the left hand’s match passing through the
gap created between the right hand’s match and the right
thumb. As soon as the matches reach the position shown in
Figure 34, the right first and second fingers press the match
against the thumb to close the gap. At no time during this ac-
tion does the left hand move.
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As soon as the penetration is complete, reverse the moves and
the matches will unlink. The trick can be repeated once again.

There are a few points that should be emphasized to enhance
the illusion. First, the audience should be toward your left so
they have the clearest view of the apparatus. Next, the path
taken by the right hand’s match should be more toward the
audience than to the left. Practice this in front of a mirror to get
the idea.

Practice the moves until you can reduce the gap to less than a
quarter of an inch. When presenting the routine, grip the
matches as in Figure 32, then tap the center of the right hand’s
match against the center of the left hand’s match. Explain that
you will try to cause the matches to penetrate one another.

Separate the hands and then produce the penetration.
Reverse the move, causing the matches to unlink, then repeat
the penetration again. If you want to finish impressively, do the
penetration two or three times very quickly. These rapid
penetrations take place because you allow the gap to remain
open.

The handling suggested here can be done with large kitchen
matches or toothpicks. The larger the objects, the more visible
the trick. With attention paid to the details given above, you
will find this a startling close-up illusion.



DICE DEXTERITY

Like the magician’s control over a deck of cards, the gam-
bler’s ability to control dice is seen as a demonstration of extra-
ordinary sleight of hand. Yet many of the best tricks and stunts
with dice are easy to do if you know the secret. Dice are availa-
ble in many dice games and board games, but if you carry two
or three dice in your pocket you will always be ready to present
the mysteries described in this chapter.

22. DICE CATCH

“Gamblers have to practice warm-up exercises just as concert
pianists do. They both manipulate the ivories, but in the gam-
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ficult exercises.”

The magician places two dice against a glass or dice cup and
holds them as in Figure 35. The idea is to toss each die in the
air and catch it in the glass. The magician tosses the first die in
the air and catches it in the glass. Then he tosses the second die
and catches it too in the glass.

Fia. 35.

The spectator, remembering the magician’s comment that
this was one of the gambler’s “most difficult exercises,” will
usually say that there’s nothing at all difficult about it. He will
believe it’s easy until he actually tries the stunt. Then he finds
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that while he can catch the first die in the glass, he can’t catch
the second die without the first one falling out.

METHOD: The secret is this. Toss the first die in the air and
catch it in the glass. But when you are ready to repeat with the
second die you alter the handling in a subtle way. Raise the
glass so it is at about eye level. Then, instead of tossing the
second die, release it and quickly lower the glass to catch the
second die in the cup.

The spectator will not notice that you have altered the han-
dling, and unless he is lucky, he will find it next to impossible
to catch the second die without the first die falling out of the
glass.

23. CONTROLLED DICE SHOT

After performing the previous stunt the magician remarks,
“Now that I've done the warm-up, let me show you how gam-
blers control fair dice. There are six numbers on each die, a
total of 36 different ways two dice can be thrown. I’ll bet you
even money that I'll throw a one-spot or a six-spot on every
roll.”

Pick up the two dice, throw them and have someone keep
count with pencil and paper how often a one-spot or a six-spot
shows up. Since there are six different numbers on each die, it
would appear that you have only two chances in six of throwing
a one or a six. Actually the odds are five in nine that you will
succeed, so you will win more than half the time.

Since the real odds are contrary to common sense, most
people think you are cheating or using loaded dice to win the
bet. Sooner or later someone will tell you he thinks you’re
cheating and will ask if the bet works with two other numbers.
It makes no difference which numbers you choose, but don’t
admit to this. Instead, tell the spectator you've never tried it
with other numbers, but you’re willing to give it a try with, say,
a three-spot and a five-spot. Roll the dice. Now you'll find that
either a three-spot or a five-spot (or both) will start showing up
more than half the time.

If someone accuses you of using sleight of hand, tell him that
you will attempt to control the dice while he throws them! Hand
him the two dice. It will appear impossible to laymen, because
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even though the spectator throws the dice, a three-spot or a five-
spot shows up more than half the time. It is on the basis of
simple secrets such as this one that reputations are established.

24. THE THIRTEENTH TURN

This puzzling mystery uses only one die. It is the invention of
Martin Gardner. The magician draws a square on a piece of
paper and places a die on the square. He asks the spectator to
give the die a quarter-turn, then another and another, and so on
until he has given the die 12 quarter-turns. Then he is asked to
silently choose whether or not to give the die a thirteenth
quarter-turn. All of the turning of the die takes place with the
magician’s back turned.

The spectator gives the die a thirteenth turn or not. He does it
silently and does not tell the magician whether or not he gave
the die the thirteenth turn. Then the magician turns around
and immediately tells the spectator whether he made the
thirteenth turn.

METHOD: The trick depends on what is known as a parity prin-
ciple. Place a die on a sheet of paper and draw a square around
the base of the die as shown in Figure 36. Note the three faces

F1c. 36.

of the die that you can see. In the illustration they are a one-, a
two-, and a three-spot. Add them together and simply re-
member whether the total is odd or even. In our example the
total is six, an even number, so we say that the parity is even.

Turn your back. Ask the spectator to give the die a quarter-
turn. He can turn the die forward, back, to the left or to the
right when he makes the quarter-turn. After he has given the
die a quarter-turn, he slides it back to the square you drew on
the paper.

Have him give the die another quarter-turn, then another,
and so on until he has given the die a total of 12 quarter-turns.
After each quarter-turn he slides the die back to the square on
the paper without turning the die.
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After he has given the die 12 quarter-turns, ask him if he
wants to give the die a thirteenth turn. He makes up his mind
but does not tell you his decision. Silently he may or may not
give the die that last turn.

Turn around and look at the die. Add up the three visible
faces. If the total is the same parity as when you started, the
spectator did not give the die a thirteenth turn. In other words,
if the total was even at the start and the new total is even, the
die was not given a thirteenth turn. In our example the total
was even at the start. If the total is even at the finish, the
spectator did not give the die the thirteenth turn.

If the parity changes from even to odd or from odd to even,
the spectator did give the die the 13th turn. Thus if the total
was even at the start and odd at the finish, the spectator did
give the die a thirteenth turn.

25. SPELL-A-DIE

After inventing the above routine, Martin Gardner devised a
startling new presentation for the principle. Write the name
WASHINGTON on one slip of paper and the name LINCOLN
on another. Place the die on the table in front of the spectator.
Turn your back. Ask the spectator to mentally decide whether
he would vote for Washington or Lincoln.

Whatever his choice, he spells out the letters in that person’s
name, silently giving the die a quarter turn for each letter.
When he has finished, you turn around, glance at the die and
immediately tell him who he voted for!

METHOD: The trick works on the same principle. If the parity
changes from odd to even or from even to odd, the spectator
voted for Lincoln. Otherwise he voted for Washington.

By way of a specific example, place the die on the table. Say
the three faces you can see are the 4, 5, and 6. The total is 15,
an odd number, so the parity at the start is odd.

Turn your back. Have the spectator choose either name and
mentally spell it while giving the die a quarter-turn for each let-
ter. When he has finished, turn around and glance at the die.
Total the three numbers you now see. If the total is still odd,
the spectator voted for Washington. If the total is even, the
spectator voted for Lincoln.
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You can gain an insight into how it works by considering a
simpler case. Place a coin on the table and note whether it is
heads up or tails up. Then turn your back and have a spectator
turn the coin over 12 times. He then decides whether or not he
wants to turn the coin over a thirteenth time.

You then turn around and tell him if he turned the coin the
thirteenth time. Simply note whether or not the same side is
showing as was showing at the start. If it is, the spectator did
not give the coin a thirteenth turn. If the opposite side of the
coin is showing, the spectator gave the coin a thirteenth turn.
The trick is too obvious in this form, but presented with a die,
the fact that the parity changes with each quarter-turn of the
die is well concealed. It is an excellent close-up mystery.

26. THE NEW DROPOUT

The basic effect is well known to magicians, but a twist has
been added which makes this stunt new. Three dice are held
between the thumb and middle finger as shown in Figure 37.
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The problem is to allow the center die to fall to the table
without allowing either of the other two dice to fall.

Unless you know the secret, it is an exceedingly difficult
stunt to accomplish. The method is that beforehand you
secretly moisten the thumb and first finger. Now grasp the dice
as shown in Figure 37. When you release pressure the center die
will fall, but the end dice will remain in place due to the mois-
ture.

The new approach is to use four dice, preferably three of one
color and one of a contrasting color. Stack them as in Figure 38.
The problem is to release the center die and simultaneously
catch the odd-color die so that you finish as shown in Figure 39.

The secret is exactly the same. Moisten the thumb and first
finger before you begin. The knack for performing the release
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and catch can be learned in just a few tries. But although you
make it look simple, the spectator will think it’s impossible.

If you want to practice a real test of timing and coordination,
stack two odd-color dice, one on top of the other, then try to
catch the uppermost of these between the other two dice.

27. TECHNICOLOR DICE

Required are three dice and three slips of paper. The dice
have to be of different colors, say red, white, and blue. Dice of
different colors are usually available in stationery and novelty
stores.

In this routine the dice are thrown and the numbers added as
described below. Although you have no way of controlling the
way the dice are thrown, the total of the numbers always
matches a prediction you wrote before the trick began.

The slips of paper are filled out as shown in Figure 40. While
your back is turned, each spectator takes a slip. It makes no
difference who gets which slip of paper. The dice are then
thrown on the table. vt ———

RED 4 WHITE

WHITE ¥ BLUE
—

BLve 9 RED

R
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Ask one of the spectators to note the two colors on the slip he
holds. The colors may be red and white, though this is unknown
to the magician. The spectator mentally totals the numbers on
the red and white die and jots them on a slip of paper.

The next spectator now has his turn. Say his slip has white
and blue written on it. Instruct him to turn over those two dice
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so that a fresh set of numbers shows up. Then he notes the total
of the numbers on the white and blue die and jots this on the
pad.

The third spectator may have the slip reading blue and red.
He turns both of these dice over to bring up a fresh set of num-
bers. Then he notes the total of these two numbers and jots this
total on the pad.

Finally the three numbers written on the pad are totaled up.

Once a grand total is arrived at, the pad is turned writing-side
down. The magician turns around and removes a prediction
from his pocket. The prediction reads, “The total will be 21.”
The pad is turned over and indeed the total is 21, exactly
matching the prediction.
METHOD: Follow the above handling exactly as written and the
total will always be 21. The principle at work in this trick is
that opposite faces on any die always total seven. In the above
trick you are in essence adding together the top faces of the
three dice, turning the three dice over and adding the bottom
faces. Since this is three times seven, the total must be 21. But
the simple principle is well-concealed in the handling.

If three different-color dice are not available, use three dice
of the same color, but place them in numbered squares on a
sheet of paper as shown in Figure 41. The slips of paper then
refer to “Die No. 1 and Die No. 2,” “Die No. 2 and Die No.
3,” and “Die No. 3 and Die No. 1.” The handling is otherwise
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28. MENTAL DIE

This routine can be done with a die or with any cube that has
something different on each of the six faces. For example, you
can use a child’s building block or alphabet block, the kind
which have letters of the alphabet on three sides and pictures
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on the other three sides. You can even construct a color cube by
making a large die from cardboard and pasting construction
paper of different colors to each side. Any square or rectangular
solid can be used, even a closed cardboard box, as long as each
side has a different picture, color or number.

Besides the die or cube, you will need a hat or other object
large enough to cover the die later on. While the magician turns
his back, the spectator places the die on the table and thinks of
any number on the die.

Looking at the top, front and right faces of the die as in
Figure 42, the spectator notes if his thought-of number is on
any of the faces he can see. If it is, the spectator gives the die a
quarter-turn to the right, shown by the arrow labeled A in
Figure 42. If he doesn’t see his thought-of number on any of
these three faces, he gives the die a quarter-turn upward (indi-
cated by arrow B in Figure 42).
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After this is done the magician pauses and then says that he
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The instruction is repeated, and the spectator again notes if the
thought-of number is on any of the three faces he can see. The
spectator then gives the die a quarter-turn in the appropriate
direction.

Once more the magician hesitates, saying this time that he
gets a mental image but it is not quite clear. The above instruc-
tion is repeated to the spectator one more time; if he can see
his thought-of-number on any of the three faces visible to him
he gives the die a quarter-turn to the right; otherwise he gives
the die a quarter-turn upwards.

The die is now covered with a hat. The magician has never
seen the die and has no idea how the die was turned. He hasn’t
a clue as to the thought-of number. The magician asks one
question: ‘“Did you see your thought-of number at any time on
the top, front or right face of the die?”

After the spectator answers the question, the magician
reaches under the hat, adjusts the die, then asks the spectator
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to name his thought-of number for the first time. The spectator
will name it—say it is five. He himself lifts the hat and the die
is seen to have the five-spot uppermost.

METHOD: Until the very end of the trick the magician does not
know what number the spectator chose. When he asks if the
spectator saw his number at any time, the magician listens
carefully to the spectator’s reply. If the spectator says “Yes,”
the magician reaches under the hat and gives the die a quarter-
turn toward himself. If the spectator answers ‘“No,” the ma-
gician reaches under the hat and gives the die a quarter-turn to
his left. In these directions it is assumed that the magician is
sitting directly across from the spectator.

Actually there is only one case where the spectator will say he
never saw his thought-of number, and five where he’ll say that
he did, so if you want to take a slight chance, don’t ask any
questions. Simply reach under the hat and give the die a
quarter-turn toward yourself. Five times out of six the thought-
of number will be on top of the die.

29. LOGIC DICE

“Logic Dice” may at first appear to be based on the same
principle as “Mental Die,” but in fact the principle is different.
Used in conjunction with “Mental Die,” this routine tends to
deepen the mystery because the method is not in any way re-
lated to the one used in “Mental Die.”

The spectator is given a die and a small square of cardboard
bearing the notation shown in Figure 43. While the magician
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turns his back, the spectator places the die in front of himself
with any number uppermost. If the top number is odd, he gives
the die a quarter-turn upward as shown by the arrow in Figure
43. If the top number is even, he gives the die a quarter-turn to
the right as shown by the other arrow in Figure 43.

The spectator continues doing this five or six times. He is
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then told to continue until the number one is uppermost on the
die. When the one-spot is on top, he gives the die one more
quarter-turn (always following the instructions indicated
above). Clearly a random number is now on top of the die. Yet
the magician, his back still turned, immediately names the
number now showing on top of the die.

METHOD: Follow the above instructions, but make sure that the
spectator gives the die at least five quarter-turns. Then ask him
to continue giving the die quarter-turns (always following the
rule on the cardboard square). He does this until the number
one shows up on top, then he gives the die one more quarter-
turn.

At this point, although it appears that a random number is on
top, the number on top will always be the four-spot. Reveal it in
a suitably dramatic manner.

As to why it works, after five quarter-turns the die will enter
a closed loop in which the numbers will show up on top in the
order one-four-five-six-three-two-one-etc. So if you are asked to
repeat the trick, have the spectator give the die at least five
quarter-turns. Then ask him to continue turning the die until
the number six comes up on top. Then he gives the die one more
quarter-turn according to the rule. With your back turned, an-
nounce that the number three is on top. Of course you will be
right.

Note that in “Mental Die” the spectator looks at three faces
of the die each time, whereas in “Logic Dice”’ he looks at only
one. It is this point which should puzzle anyone trying to
analyze the two tricks. He thinks there’s a connection between
the two tricks but there is none.

30. THE RED PREDICTION

We shall close the chapter on dice tricks with a trick that uses
an invisible die. The basic idea for this ingenious trick was de-
vised by Arthur Carter. The present routine is adapted from a
routine of Dai Vernon’s.

You will use a packet of six cards and the invisible die. If
playing cards are not available, you can substitute slips of
paper as detailed later on.
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The effect is that the cards are dealt into a row. The spectator
rolls the invisible die. Say he rolls an invisible two. He counts in
two from one end of the row of cards. The card he arrives at will
be an Ace. Opening a prediction, he reads, “You will choose the
only red card.” It turns out that he did indeed choose the only
red card in the row.

There are many versions of this fine trick, but the following is

the easiest and the best.
METHOD: The key to the trick lies in the wording of the predic-
fion. When the prediction indicates that the spectator chose the
only red card, it seems straightforward enough but it is really
ambiguous. The prediction is fulfilled if the spectator chooses
the only red-faced card or the only red-backed card. Since the
spectator sees the trick done only once, he is never aware that
there could have been another outcome.

The six cards are shown in Figure 44. All cards except the
Ace of Clubs are blue-backed. The Ace of Clubs is red-backed.
With the cards dealt out into the row exactly as shown, you are
ready to present the routine.
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Hand the spectator the invisible die. Tell him to roll the die a
few times to satisfy himself that it isn’t loaded. Say all of this
with a straight face and the audience can’t help but smile.

Now say, “I want you to roll the invisible die one more time.
We’ll use whatever number you roll.” The spectator rolls the in-
visible die. Ask him what number came up. Whatever his
answer, ask him if he wants to change his mind and roll the die
again. Assume he says he’s satisfied. The way you proceed from
here depends on the number he says he rolled.

If he says he rolled a one, remark that the spectator chose the
One, or, in other words, the Ace.

If he says two, count two cards from left to right, arriving at
the Ace.
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If three, count three cards from left to right, arriving at the 6.

If he says four, have him count in from his left, that is, from
your right. He will arrive at the face-down six.

If he says five, he counts from his left, arriving at the Ace.

If six, remark that he rolled a six, so his card is the six.

Because of the way you handle the spectator’s number, he
can arrive only at the Ace or the Six. Whichever of these two
cards he arrives at, place a coin or other small object in front of
it to mark it as the selection.

If the chosen card is the Ace, turn all the other cards face-
down. They are all blue-backed. Then have the prediction read.
Then have the Ace turned face-down. It is the only red-backed
card, so it matches the prediction.

If the spectator arrives at the Six as his selection, have the
prediction read aloud, then turn all the cards face-up. The Six
is the only red-faced card in the row, and once again the predic-
tion is correct.

Whatever the outcome, when the trick is over gather the
cards in a packet and place them in your pocket. Also ask the
spectator for the return of the invisible die. Note that the trick
depends on two sets of “outs” or alternate interpretations, the
first in the selection of a card, and the second in the way it is
revealed as the only red card. But because “outs’ are used, the
trick shouldn’t be repeated for the same audience.



CONJUROR’S COLLECTION

This chapter begins with one of the oldest tricks and con-
cludes with one of the newest. In between you will learn a star-
tling coincidence trick involving movie stars, an animated pup-
pet that performs an amazing balancing act, a balloon that
changes color in an instant, and a remarkable bouncing apple.

The diversity of the apparatus used in these tricks should
indeed prove to your audiences that you can perform magic
with any object handed to you.

31. THE CUPS AND BALLS

One of the oldest conjuring feats is the trick which today is

known as the cups and balls. The version described here was
marketed by Carl Brema. Although the trick is done by
professional magicians with metal cups and rubber balls or cork
cubes, we will use three paper cups and rolled-up napkins or
squares of newspaper to represent the balls.

The effect is that when a ball is placed on top of a cup, it im-
mediately penetrates the cup. This is repeated with each of the
three balls. Spectators watching the trick sometimes assume the
cups are gimmicked to allow the balls to slip through them, but
the secret is different and not at all obvious.

If possible, choose seven- or nine-ounce paper cups. Smaller
cups are acceptable, but the larger cups are more visible to the
audience. There is no preparation involving the cups. The secret
lies in the use of an extra paper ball. The audience sees three
balls, but really there are four. The extra ball is never seen by
the audience.

To prepare the trick, nest the three cups as shown in Figure
45, with a paper ball between the bottom cup and the middle
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cup. The nested set of three cups, plus the three visible paper
balls are placed on the table when you are ready to start the
routine.

Lift the stack with your left hand. The basic move is now
performed. The right hand removes the top cup and in one
continuous motion places it mouth-down on the table as shown
in Figure 46. Without hesitation your right hand grasps the
middle cup. Your right hand slides this cup (and the ball hid-
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den under it) to the right and places it mouth down on the ta-
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ble. The ball stays under the cup due to momentum. Finally,

your right hand places the last cup on the table to the right of
the other two cups, Figure 47.

You have just performed the basic move. This move is the
key to this version of the cups and balls, and will be used twice
more during the routine. The audience is unaware that there is
a ball under one of the cups.
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Place one of the three visible paper balls on top of the middle
cup, Figure 48. Pick up the other cups, one in each hand, and
nest them on top of the center cup. Snap your fingers, then lift
the nest of three cups with the left hand, Figure 49, to show that
the first ball has penetrated a cup.
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Now place each cup on the table as you did at the beginning
of the trick. That is, you perform the basic move again. The
only difference is that the center cup, the one that secretly
contains a paper ball, is placed directly over the paper ball on
the table.

Pick up the second of the visible paper balls and place it on
top of the center cup, Figure 50. Grasp each of the other cups,

F1a. 50.
one in each hand, and nest them on top of the center cup. Snap
your fingers, then lift the nest of three cups with your left hand
to reveal that the second ball has penetrated a cup.

Place each cup on the table as you did before, performing the
basic move. The difference now is that the center cup (with the
ball secretly inside) is placed directly on top of the two visible
balls.

There is one visible ball left. Pick it up and say, “I’ll place it
in my pocket.” Place the ball in your trouser pocket. But im-
mediately bring your hand out with the fingers curled, as if you
have palmed out the ball. Glance furtively at the hand.
Someone is sure to say that you have a palmed ball. When they
do, reply, “You caught me.” Make a tossing motion with the
hand toward the three cups. The ball seems to have vanished in
mid-flight.

Immediately lift the center cups, revealing all three paper
balls under the cup.

Note that the basic simplicity of the apparatus allows you to
invent your own variations. Thus, instead of paper balls, you
can use rolled-up dollar bills. Different apparatus will suggest
different patter and presentation. Note too that although a
basically simple trick when you know the working, the cups and
balls has stood the test of time as a true magical classic.

32. MOVIE STAR MAGIC

Movie stars and pop-music artists are always in the news. If
you can tie them into a magic trick, the trick takes on an air of
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glamour. This routine, a favorite of Ben Christopher, is an ex-
cellent example of just such a trick.

The magician displays about a dozen slips of paper on which
have been written the names of different movie stars. Half of
the slips are given to the spectator. Each person holds his slips
of paper behind his back and chooses one.

The magician and the spectator exchange their chosen slips.
Each places the slip he holds into his packet, but reversed, so
the writing side is up. Then each person brings his slips into
view. The spectator’s slip has the name of a female movie star.
The performer’s slip is seen to have the same name. Both the
spectator and the magician have chosen the same female movie
star!

The audience should be skeptical at this point. Certainly one
of them will remark that perhaps all the slips contain the same
name. All of the other slips are turned writing-side up and it is
here that the second surprise happens. The slips do contain the
same name, but the name is of a male movie star!

METHOD: Just the 12 slips of paper are used, and there are no
gimmicks. The spectator actually has a free choice of any slip of
paper. The ingenuity of the method lies in the handling.

On ten of the slips write the name of a male movie star. For
this example we’ll use the classic movie comedy figure Charlie
Chaplin. Simply write Chaplin’s name on ten of the slips. On
the other two slips write the name of a female star. Here we’ll
use the name Greta Garbo.

Turn all of the slips so the writing side is down. Place the two
Garbo slips on the table, one on top of the other. Then place the
ten Chaplin slips on top of these. This is the only preparation.

To present the routine, hold the slips writing-side down.
Explain that the slips contain the names of different movie
stars. Deal off the top six and hand them to the spectator. Have
him place them behind his back. The writing side of the slips is
down. Place the other six slips behind your back, writing side
down,

Request the spectator to remove any slip from the six he
holds. You pretend to do likewise with your six slips, but really
remove the bottom slip from the packet. This is a Garbo slip.

You and the spectator exchange slips. Tell him to place the
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slip you just gave him behind his back, turn it writing side up,
and insert it into the middle of his packet.

Pretend to do the same with the slip he gave you. Actually
place it writing side down on top of your packet. Then remove
the bottom slip from your packet (the other Garbo slip), turn it
writing-side up, and insert it into your packet of slips.

Each of you brings your paper slips out, fans them and
removes the face-up slip. The first surprise is that you both
chose Garbo. But someone in the audience will always voice the
suspicion that all the slips have Garbo written on them. This
sets up the second surprise. Have the other slips turned over.
They do indeed contain the same name, but it is a male movie
star, in this case Chaplin.

When doing the trick be sure to use current stars as this adds
to the audience interest. You can even start with 12 blank slips
and have people call out the names of their favorite stars. Write
the same male name on ten of the slips as you pretend to write
the different names called ont, then write the name of the same
female star on the remaining two slips.

The trick stems from a two-deck card effect of Dr. Jaks. If 12
slips of paper are not readily available, or if you wish to do the
trick with cards, use the Four of Heart and Four of Diamonds
in place of the Garbo slips, and any ten black cards in place of
the Chaplin slips. The setup and handling are the same. At the
finish it is shown that you and the spectator each chose a red
Four. Then comes the further surprise that you chose the only
red cards in otherwise black packets.

33. HOCUS POCUS PUPPET

Children are fascinated with hand puppets and tend to relate
to them as if they were real people. Puppet tricks tie in well
with many of the tricks in this book because, although the
tricks are self-working, it will appear as if the puppet makes the
magic work.

Some magicians carry hand puppets with them if they know
they are going to work for children, but I think it better to
construct a puppet from the materials readily at hand. Not only
is this more convenient for you, but it tends to squelch the idea
that you use special apparatus to achieve your miracles.
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A hand puppet that is extremely simple to make, but which
looks authentic, is the one described here. Along with it I'll
describe a trick that works very well with the puppet.

The only requirement is a pocket handkerchief or cloth table
napkin. Tie a large but loose knot in one end. Slide your left
index finger into the knot. Then extend your left palm so it is
wide open, Figure 51. Your left thumb and middle finger will
act as the puppet’s arms.

Draw the handkerchief closed and hold it in place with the
third and fourth fingers of your left hand. The result is the pup-
pet shown in Figure 52. You can make the puppet with your
hands lowered below the level of the tabletop, or, when you are
familiar with the handling, with the handkerchief behind the
back.

Bring the hand puppet into view, saying, ‘“This is Tommy
Turban. He speaks no English, but I can communicate with
him.” Turn your attention to the puppet. “I understand you do
a few tricks?” Wiggle the left index finger and the puppet will
appear to nod its head.

“And your specialty is tricks with fishes?”’ The puppet shakes
its head “No.” To this you say, “I meant dishes. You do tricks
with dishes, right?” The puppet leans toward you and appears
to whisper in your ear.

“Aha, tricks with dishes and glasses.” Hold the dish in your
right hand. The puppet picks up the glass and places it on the
rim of the dish. When the puppet releases its grip on the glass,
the glass mysteriously remains balanced on the edge of the dish.
Actually, the glass rests secretly on the thumb as shown in Figure
53.
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Allow the puppet to take a bow. Then the puppet grasps the
glass and tips it up as if to take a drink from the glass. “His
bedtime glass of milk,” you explain. Place the dish on the table,
remove the glass from the puppet’s hand, let him take another
bow, say, ‘“He needs a rest after that balancing act,” and place
the puppet in your pocket.

All of this may seem matter-of-fact in print, but tricks with
puppets have a charming quality that captivates children.

34. AN AMAZING APPLE

Although this trick has been known for many years, it is
seldom seen, perhaps because the effect is not easy to ap-
preciate from a printed description. It is a visual illusion and an
astounding one at that. There are no gimmicks and it can be
performed in the home or at a restaurant with borrowed props.
The illusion is truly remarkable, but the reader must try it out
to appreciate the visual effect that is created.

As the audience sees it, the magician, seated at the table,
removes an apple from a bowl of fruit, studies it and says, “It
has to be just ripe enough for this to work.” As yet no one
knows what it is that is supposed to work, so the others at the
table will be curious.

The magician tosses the apple straight down at the floor.
Instantly the apple hits the floor and bounces eight feet into the
air! The magician replaces the apple and picks up a pear. He
tosses it straight down, whereupon the pear bounces high into
the air.

The trick can be done with any small object, even an egg or a
dinner roll. In every case the object will not break when it hits
the floor. Instead, it bounces high into the air and is then
caught by the magician, who returns it to the table as if nothing
out of the ordinary happened.
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METHOD: As mentioned, there is no gimmick. The trick depends
on a bit of eye-ear deception and coordination. The audience
sees you toss the apple to the floor, hears it hit the floor and
sees it bounce high into the air. It is between the seeing and the
hearing that the deception occurs.

First, the others at the table should be seated across from
you. To perform the trick, pull your chair out a bit so you are
away from the table. Pick up an apple (or any piece of fruit)
with your right hand. Turn your body slightly to the right.

Raise your right hand to about shoulder level and pretend to
toss the apple against the floor. Actually the right hand moves
swiftly down to a position below the tabletop and immediately
your right foot taps against the floor, Figure 54.
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At the same time your right hand turns at the wrist so it is
palm up. The fingers of your right hand then toss the apple into
the air, Figure 55. This completes the illusion. The audience
thinks you tossed an apple onto the floor and caused it to
bounce ten feet into the air. But the apple never left your hand.
It was merely brought below the level of the tabletop, then
thrown into the air. Although this reads rather tame, the illu-
sion, properly performed, is astonishing.

In practicing the effect there is one point that is important.
Do not toss the apple down and then wait a split second before
tapping the foot. This may seem the common sense thing to do
because the apple should be allowed a split second to reach the
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floor, but in fact this detracts from the illusion. As soon as your
right hand moves down below the level of the tabletop, your
right foot taps.

The other point is that when your right hand is turned at the
wrist and the upward-throwing motion made, make sure you do
not inadvertenly raise your right hand above the level of the ta-
bletop. The right arm remains stationary. The throwing action
is accomplished by the fingers of your right hand only. As the
apple begins its descent from the ceiling, it may be caught by
either hand. The trick can be done with a dinner roll or other
incongruous object.

35. THE APPLE MONSTER

This is the author’s presentation of the above trick. The ma-
gician explains that there lives below the table a friendly
monster who loves apples. He must be fed from time to time,
though his owner has to be quick about it.

The magician is given an apple, which he shows all around.

The apple is tossed down onto the floor. Immediately it flies up
into the air, but a large bite has been taken out of it!
METHOD: Two apples are used. One apple has a large bite taken
from it. This apple is in the left hand, which rests in the lap.
The other apple is on the table at the start. Hand it to someone
and ask him to polish it with a table napkin. The reason for this
is to demonstrate that the apple is whole and ungimmicked.

Take back the apple with the right hand. Pretend to toss it
onto the floor. Actually you just bring your right hand sharply
down and let it rest on your lap. At the same time your right
foot taps against the floor, and then your left hand tosses its ap-
ple into the air, Figure 56.
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Leave the good apple in your lap and catch the other apple
with both hands. What the audience sees is that you tossed an
apple to an unseen creature under the table. It took a bite and
then tossed the apple back to you.

Since what is at work here is a switch done under the comedy
guise of bouncing a normally unbounceable object onto the
floor, it can be exploited in many ways. All that is required is a
bit of practice, preferably before a mirror, to get the timing
down.

36. THE GREAT BOTTLE MYSTERY

Make a hoop out of stiff paper and rest it on top of an empty
bottle. Then balance a regular-size cigarette on top of the hoop.
By striking the hoop, Figure 57, you cause the hoop to fly away
and the cigarette to drop into the bottle. It looks easy enough but
others who try it fail miserably.
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The secret depends on the way the hoop is struck. After you
set up the apparatus, bring your forefinger near the side of the
hoop, as if gauging the exact spot where you want to strike it.

This is in fact pure misdirection. If you hit the side of the
hoop you cannot cause the cigarette to fall into the bottle. When
you strike the hoop you must hit it at the inside, at a point indi-
cated in Figure 58. Since your hand sweeps quickly as it strikes
the hoop, the audience can’t tell exactly where the hoop was
struck. And anyone not knowing the secret is doomed to failure.

If no cigarette is available you can use any small object, such
as a pea, a coin, or a small nail resting on its head. Balance the
nail on top of the hoop, strike the hoop in the right place, and
the nail will fall straight down into the bottle.
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37. MYSTERY SPINNER

The magician remarks that eggs purchased in the northern
hemisphere tend to spin on their side. Eggs purchased in the
southern hemisphere spin on their end. But eggs purchased at
the equator spin both ways.

The magician spins an egg on its side. Since it is an equatorial

egg, it spins that way for a moment, then it flips up mys-
teriously and spins on end.
METHOD: The patter about the difference between northern and
southern hemisphere eggs is pure bluff. Actually the real secret
is that you must use a hardboiled egg. Leave the hardboiled egg
in the refrigerator until you are ready to perform this trick.

Take the egg from the refrigerator. As you patter about
northern hemisphere eggs, gently spin the egg on its side. When
you patter about southern hemisphere eggs, spin the egg on end.

Now remark that eggs purchased at the equator spin both
ways. “Since this is in fact an equatorial egg, I can show you
what I mean.” Give the egg a vigorous spin on its side. It will
spin that way for a few moments, then it will mysteriously flip
up on end and continue spinning.

The spinning trick works w1th many egg-shaped objects. Try
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38. STRONG MAN STUNT

This is strictly a show-off stunt. Roll a paper napkin

diagonally from corner to corner to form a tight paper tube. Have
a spectator grasp one end of the napkin in each hand and pull the
napkin apart. Oddly enough, he will find it difficult or impossi-
ble to break the napkin. Yet when you try it, the napkin breaks
easily.
METHOD: The secret is that while the spectator struggles to
break the napkin, you secretly moisten your thumb and fingers.
This is easily done by picking up a glass that contains a cold
drink. Wet the fingers with the moisture that has condensed on
the outside of the glass.

When you take the napkin from the spectator transfer the
moisture to the center of the napkin. Grasp the napkin by the
ends and pull. It will break easily.
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39. CALCULATED CAPITAL

With computers taking over so many routine activities, it is
not surprising that they might someday even replace road
maps. If you want to know where you are, punch in the right in-
formation and the computer will pinpoint your location.

Fortunately this futuristic vision can be demonstrated right
now and you don’t need a computer. Any pocket calculator will
do. The routine was suggested by Peter Alexis.

“By way of example,” you say, “I'm thinking of a city in
Idaho. It has a population of 30,000, the speed limit is 55, the
highest mountain is 5,000 feet and a good steak dinner costs 53
dollars.”

The spectator punches in 30,000, then adds to it each of the
other numbers. The result he gets will be 35,108.

“And that tells you exactly where you are,” you remark.

The spectator will not know what you’re talking about. Have
him turn the calculator upside down. When viewed upside
down, most computer numbers look like letters. In this case
35,108 viewed upside down becomes BOISE.

40. BALLOON BURST

An inflated red balloon is placed inside an empty paper bag.

The magician pushes a pin or needle into the side of the bag.
There is a popping sound and it seems as if the balloon has
burst. But when the balloon is removed from the paper bag, it
hasn’t burst, it has changed color and is now blue!
METHOD: Two balloons are used. Insert a blue balloon into a
red balloon. Inflate the blue balloon and tie off the end. Then
inflate the red balloon slightly so there is an air space between
the two balloons, Figure 59. Tie off the end of the red balloon.
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The basic idea is this. If you touch the point of a pin or
needle to the red balloon it will burst, leaving you with the in-
flated blue balloon. Done this way the change is visible and
instantaneous. There is a slight problem though in that the
pieces of the burst red balloon aren’t always completely
concealed from sight. Thus although the red balloon bursts, it
might leave traces of itself behind.

The alternative is to insert the inflated red balloon into a
paper bag that has previously been shown empty. Insert the pin
into the paper bag just enough to burst the red balloon. Then
reach into the bag, do a double take as if surprised that the
balloon is still there, then remove it and show that it has
changed color. Crumple up the bag (indirectly proving it
empty) and toss it aside.

A double color change can be brought about by inserting a
yellow balloon inside a red balloon and these inside a blue
balloon. Inflate and tie off the balloons as described above.
Puncture the blue balloon and it changes to red. Puncture the
red balloon and it changes to yellow. When setting up the trick
make sure the outer balloon is darker than the inside one. This
way the presence of the inside balloon is concealed from the
audience’s view.

Another approach is to insert two small blue balloons inside a
large blue balloon. Inflate and tie off the two small balloons.
Then inflate the large blue balloon slightly, creating the re-
quired airspace. When the large blue ballon is burst with a
needle, it changes instantly into two small inflated blue
balloons. It is a startling visual transformation which can be
done in plain sight.

41. PUNCTURE PROOF

It is possible to push a straight pin or safety pin right through
an inflated balloon without bursting the balloon. It is done in
front of the audience and looks extremely strange as it is
against all expectations to see a needle enter a balloon without
bursting it.

Inflate a balloon and tie off the end. Then place a small piece
of clear mending tape on one side of the balloon, Figure 60. The
tape can’t be seen by the audience if it is at the side of the
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balloon and the balloon is displayed between the hands, with
the hands covering the tape.

Hold the balloon with one hand, the straight pin or safety pin
with the other. Slowly push it in toward the center of the
balloon, but make sure it punctures the balloon where the tape
is, Figure 61. The tape acts as a self-seal and keeps the balloon
from bursting.

Another approach is to place a spot of rubber cement on one
side of the balloon and push the needle through the treated
spot. If you use this approach, set it up just before doing the
trick. The reason is that the rubber cement contains a chemical
that tends to dissolve the material of the balloon.

42. AN AIRTIGHT CASE

The most recent method of piercing a balloon without causing
it to burst is one which uses no gimmick, not even tape. It is
based on an idea that appeared in a magician’s journal. Inflate
a balloon about three-quarters of the way and tie off the end. If
you examine the balloon you will find a spot of thick rubber at
the top and another near the neck. If you now insert a sharp
knitting needle or skewer into the top and out the bottom,
Figure 62, piercing the balloon through the thick spots, it will

not burst.

Fic. 62.

Withdraw the needle and quickly burst the balloon by pierc-
ing it at some other spot. The reason for doing this rather
quickly is to cover the fact that although the balloon doesn’t
burst in Figure 62, it does lose air, so you should puncture it
before it deflates.
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This version of the Needle Thru Balloon can also be done
with a needle that is threaded with bright (but thin) ribbon.
The sight of a needle and a ribbon going straight through the
balloon is quite amazing to the audience.

43. LOOPS ENTWINED

The trick here is to cause two unprepared pieces of rope or
string to become linked together. It is Jack Avis’s fine handling
of a trick that appeared in a magical journal called The
Phoenix, and it is one of the best.

As the audience sees it, two loops of rope are placed on the ta-
ble and partially covered with a handkerchief as shown in
Figure 63. Note that the ends of the ropes are in view at all
times.

The magician places his hands under the handkerchief,

makes an adjustment, and then causes the two loops to become
intertwined. Immediately all apparatus may be left with the
audience.
METHOD: It possible secure two lengths of cotton rope. This
type of rope is usually available from hardware stores. Ribbon
or string can also be used, but rope is more visible. Each piece
of rope or cord should measure about four feet in length. An
opaque handkerchief or scarf is the only other requirement.

Place the two ropes on the tabletop so that each forms a U.
Cover them with a handkerchief, Figure 63. Call attention to
the fact that the ends of the ropes always remain in view. This
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is true but misleading as there is a bit of misdirection on this
point late in the trick.
Remark that you will try to cause the two loops to become



Conjuror’s Collection 53

Fia. 64. Fi1a. 65.

linked. Place your hands under the handkerchief. When you do,
bring one rope over the other rope, Figure 64, then twist them
as shown in Figure 65.

Grasp the left rope at “x” and the right rope at “y” and slide
the loops out into view, Figure 66. The audience sees the im-
possible; the two solid ropes have become linked.

F16. 67.

Now grasp the ropes and the handkerchief and raise them off
the table, Figure 67. This is the subtle angle because behind the
handkerchief the ends of the ropes disentangle themselves.
Even if they don’t, a slight shake with the hands will cause the
ends to disentangle.

All that remains is to drop the handkerchief to the table. You
are left with two linked ropes in the hands and no clue as to
how the mystery was accomplished.

In the illustrations one rope is shown shaded for purposes of
clarity. But in performance you can use ropes of different color.
This adds eye appeal to the trick and in no way interferes with
the method.



PSYCHIC TRICKS

Psychic and mind-reading tricks are among the most im-
pressive you can do because they are accepted as real magic by
almost everyone. The power of the mind is a subject of endless
fascination. Although the tricks in this chapter depend on
simple secrets, treat them seriously when presenting them be-
cause laymen are enormously impressed by demonstrations of
mental prowess.

44, THE MIND DOWSER

Most people have heard of individuals who have the ability to
dowse for water using a device known as a dowsing rod. Using
common props you can set up an experiment where you dowse
for thoughts.

Balance a strip of paper on a nickel as shown in Figure 68.
Hand a spectator two inexpensive ballpoint pens. Tell him to
rub them on his jacket sleeve or trouser leg, then to take one in
each hand.

Have him hold the pens on either side of the paper, Figure 69,
and draw them closer and closer to the paper. Although the
pens are an equal distance on either side of the paper, in time
the paper will slowly pivot either to the right or to the left. It is
a strange sight.
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If the paper pivots to the left, tell the spectator it indicates
the left side of his brain is more active than the right side, indi-
cating that he is a logical person who is good at figuring out
problems.

If the paper pivots to the right, tell the spectator it indicates

the right side of his brain is more active than-the left, indicating
that he is probably a creative individual who likes music and
other forms of self-expression.
METHOD: When he rubs the pens against his jacket sleeve, the
spectator charges the pens with static electricity. The spectator
is likely to guess this anyway, but there still remains the fact
that the paper will be attracted more to one pen than the other,
even though the pens are equally charged.

When the pens are placed on either side of the paper, one pen

will be fractionally closer to the paper than the other pen, so the
paper will pivot toward the nearer pen.

.
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bluff. But since either statement flatters the spectator, he
agree you are correct. The important point though is that thls
simple experiment nicely sets up the following trick.

1G. 69,

Q “vn
=]

™™
yu
e mu

45. LEFT-HANDED THOUGHTS

Ask the spectator if he is right-handed or left-handed.
Whatever his reply, act as if this information is important. Give
him a penny and a nickel. While you turn your back, ask him
to place one coin in each hand.

Face the spectator again. Ask him to multiply the value of the
coin in his left hand by 12. Then have him multiply the value of
the coin in his right hand by 14. When he has done this, ask
him to merely think of the total of the two numbers.

Without asking a question, you immediately announce the
total. The trick can be repeated with another spectator, and it
can even be done over the telephone.
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METHOD: This is the author’s variation of a trick devised by
Royal Heath. The secret is based on the fact that it will take the
spectator longer to perform one of the multiplications than the
other. Thus, if he has the penny in the left hand and you tell
him to multiply the value of that coin by 12, he will im-
mediately announce that he has the total. But if he has the
nickel in his left hand, it will take him a few seconds to perform
the multiplication.

So, if he hesitates when he performs the multiplication with
the left-hand coin, the grand total will be 74. If he hesitates
when performing the multiplication with the right-hand coin,
the total is 82.

Since it is the hesitation you note, and nothing else, you can
be blindfolded, in the next room, or even in the next town
performing the trick by telephone. Do not tell the spectator
which coin is in which hand because that is a direct tip-off to
the method. Focus attention on the total of the two numbers
and you will baffle even experts.

46. THE PSYCHIC MOTOR

The curious device described here has been around in one
form or another for more than a century, yet the exact means
by which it works is not clearly known, nor has the real secret
of controlling its movement ever been revealed in print. To
construct the motor, insert a needle into a cork. Take a square
of paper measuring about 4 inches on a side and draw the
diagonals to find the center. Bend two opposite corners of the
paper over, one up and the other down. Then balance the paper
on the needle, Figure 70.

by
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Place a cupped hand near the paper. Nothing will happen at
first, but then the paper will begin to spin. It may seem that
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heat from the hand or air currents are responsible for the spin-
ning paper, but the actual mechanism is still something of a
mystery.

To use the Psychic Motor in the context of a trick, draw an

arrow on the paper before balancing it on the point of the
needle. Then ask everyone present to concentrate on something
he wishes will come true. Place your hand near the side of the
Psychic Motor. It will spin for a while and then slow down and
stop. The arrow will point to the person whose wish is about to
come true.
METHOD: First it should be noted that there will be times when
the Psychic Motor spins rapidly, other times it will reverse di-
rection, and still other times when it will slow down, then speed
up again, then stop. Since you want a controlled result, an addi-
tional ingredient is needed, and this is where the real secret
comes into play.

If the motor refuses to spin, or if you want it to stop after it
has spun a while, gently breathe in the direction of the paper.
Do not purse the lips because this is a giveaway. All you want to
do is disturb the air a small amount. The paper is delicately
balanced, and any small disturbance set up by air currents will
be more than enough to cause it to respond.

It requires a few minutes practice to develop the knack of
controlling the spin, but it is worth it. In time you will be able
to cause the Psychic Motor to stop with the arrow pointing at
any desired spectator.

47. UNLISTED NUMBERS

Two-person telepathy involves a sender and a receiver, that
is, someone to transmit thoughts and someone able to receive
them. The following is an excellent test of two-person mind-
reading.

The medium goes into an adjoining room and the door is
closed behind her. The mentalist asks for a credit card or
social-security card belonging to a man and one belonging to a
woman. They are placed on the table before him.

A spectator will act as spokesman for the mentalist. This
means that the mentalist will not speak throughout the test.
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The two credit cards are placed on the table in front of the
mentalist. The spectator indicates one of the cards. It can be
the card belonging to the man or the card belonging to the
woman. The mentalist places the chosen credit card behind his
back.

He nods his head to indicate that he is beginning to
concentrate. The spectator signals the medium by saying,
“Begin.” This is her signal to begin concentrating too.

When the mentalist thinks he has a clear mental image of the
credit card, he nods his head again. The spectator signals the
medium by saying, “Stop.”

With no further communication between the medium and
any other person, she reveals whether the chosen credit card
belonged to a man or to a woman.

True, she could simply guess and would have an even-money
chance of guessing correctly. But the test is repeated three or
four more times, and each time the medium correctly guesses
whether the chosen card belongs to a man or a woman.

For the startling conclusion, the mentalist hands one of the

credit cards to the spectator, who in turn takes it into the next
room to the medium. Concentrating for a few seconds, she
proceeds to name four or five consecutive digits on the other
credit card, the one she never saw!
METHOD: Oddly enough, the key to the first part of the trick de-
pends on a quite unlikely method, the pulse beat. You will have
to time this for yourself, but on the average, the pulse beats
about six times every five seconds.

When you place the chosen credit card behind your back,
secretly place your hand on your pulse. If the card given to you
belongs to a man, nod your head so that the spectator says,
“Begin,” to the medium. Actually this is a signal to her to look
at her watch and begin counting the seconds.

Wait six pulse beats, then nod again. The spectator says,
“Stop.” The medium merely notes that about five seconds
elapsed on her watch and concludes that the chosen credit card
belongs to a man.

If the chosen credit card belongs to a woman, wait about ten
pulse beats. The medium in the next room, consulting her
watch, sees that about ten seconds elapsed between the time she
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heard “Begin’’ and “Stop,” so she concludes that the chosen
credit card belongs to a woman.

After you perform the test the first time, people will naturally
think the medium merely guessed. They will demand that you
repeat the trick. Allow yourself to be talked into doing the trick
again,

The third or fourth time you do the trick you set things up for
the grand climax. When a credit card is handed to you behind
your back, go through the usual business with the pulse to code
the right information to the medium. But pretend to have trou-
ble and ask to repeat the trick. Under your belt or in your
jacket sleeve tucked under your watch, is a pencil stub. Take it
with the right hand and on the back of the card you hold, jot
down four or five consecutive digits of the credit card still on
the table. Make sure you use a pencil that will write on plastic.
Your writing is done on the back of the credit card you hold.
You can add the initials of the owner of the credit card on the
table.

Proceed with the test described above. That is, once you've
jotted down as much information as you can on the back of the
credit card you hold behind your back, nod your head, signaling
to the spectator that he is to say ‘““‘Begin.”” Wait the appropriate
number of puise beats, then nod so that the spectator will say
“Stop.” The medium in the next room then announces whether
the card in your hand belongs to a man or a women.

The card with the secret writing on the back is then handed
to the spectator. Ask him to take it in to the medium. She is
then left alone in the room for a few seconds.

When she is alone the medium turns over the card, memo-
rizes the data you’ve jotted down on the back of the card, then
wipes the pencil jottings off. She then proceeds to reveal four or
five consecutive digits on the other card. It is a very strong
finish to the trick.-

48. RIGHT ON TIME

Tell someone you have a mental clock which registers any in-
terval of time up to a minute. To demonstrate, have someone
call out an interval. Say someone calls out an interval of 20
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seconds. Ask him to consult his watch. You say, “Go,” and then
a bit later say “Stop.” You have said “Stop”’ exactly 20 seconds
after you said “Go.” The trick may of course be repeated.

METHOD: The secret is the same as in the previous trick. You
use your pulse beat to accurately estimate the passage of any
number of seconds up to a minute. The trick can be done with
the hands behind the back where you feel the pulse directly,
but there is another method that is not at all well known.

There is also a pulse beat at the temple, that is, at the side of
the forehead. It you touch the temple lightly with the fingertips
you can feel the pulse. Note and remember how many pulse
beats there are for intervals of 15, 30, 45 and 60 seconds. The
intervals in between can be estimated to a reasonable degree of
accuracy.

The subtle angle here is that when you touch the fingertips to
the temple and close the eyes, it appears exactly as if you are
concentrating. No one except a doctor will realize that you are
telling time by your own pulsebeat.

49. THE MIND TRANSMITTER

This is another two-person test which looks like genuine tele-
is in another room, the mentalist hands a pen and a pad to a
spectator and asks him to draw a circle in the center of the pad.
He then removes any coin from his pocket, places it in the circle
for a moment, and then returns the coin to his pocket. Say the
coin was a dime.

Tearing off the top sheet of the pad, the spectator takes it and
the pen to the medium. She concentrates for a moment, then
writes in the circle the value of the chosen coin. In our example
she would write “10¢.”

The trick can be repeated and the medium always correctly
guesses the value of the chosen coin. At times she can even
name the date on the chosen coin!

METHOD: A code is used, but it rests on a seemingly innocent
object, the pen. The pen is of the inexpensive plastic type with a
cap. Examine any such pen and you will find the manufac-
turer’s name written on the pen. The code depends on how the
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cap is placed on the pen in relation to the manufacturer’s name.

If you place the cap on the pen so that the clip points directly
at the name, Figure 71, you signal that the chosen coin is a
penny. With the pen held upright, if the clip on cap lies to the

CLUP POINTS TO BRAND
NAME,

=t

FiG. 71.

left of the name, the spectator chose a nickel, and if it lies to the
right of the name, the chosen coin was a dime. If the clip lies
opposite the name, the chosen coin was a quarter.

To present the routine, remove the cap from the pen and
draw a large circle on the top sheet of the pad. Ask a spectator
to remove any coin from his pocket. As soon as you see the coin,
1eplace the cap on the pen in the appropriate way. As you do
this, tell the spectator to place the coin inside the circle, leave it
there a second and then return it to his pocket.

He tears off the top sheet of the pad and takes this, plus the
pen, to the medium. Glancing at the way the cap has been
placed on the pen, the medium immediately knows the chosen
coin.

As to guessing the date on a coin, you and the medium agree
that the first time she will be asked to guess the date on a coin,
it will be a 1980 coin. The second time, it will be a 1975 coin,
the next time a 1977 coin, and so on in some order agreed upon
by you and the medium. In other words, you wait until a coin
bearing the first agreed upon date is used before you ask the
medium for the date on the coin.

When you see that a spectator has placed a 1980 coin on the
paper, tell him to remove the coin but to keep it in his clenched
fist. Then the medium guesses the value of the coin and goes on
to reveal the date. The next time she is asked to guess the date
on a coin, it will be a 1975 coin. The next time it will be a 1977
coin, and so on, in the sequence you and she have agreed on.

If the pen cap has a round end without a clip, or if there is no
manufacturer’s name on the pen, use small scratch marks made
with a sharp pin or knife. The relative position of the scratch
marks then key the value of the chosen coin.



62  Self-Working Table Magic

50. CLOCKS

A spectator sets the hands of his watch at any hour. He gives

you the watch behind your back. Taking off your watch, and
with both watches always behind the back, you proceed to set
the hands of your watch at the same hour as the spectator’s
watch. There are no gimmicks.
METHOD: The trick depends on nerve and self-confidence be-
cause it is basically a swindle. First, have the hands of your
watch set at exactly 12 o’clock. Now, while your back is turned,
ask a spectator to set the hands of his watch at any hour. He
then gives you his watch behind your back.

Turn so you face the audience. As soon as you do, slip the
spectator’s watch onto your right wrist. Walk over to a spectator
who is to one side. Tell him you are having trouble removing
your watch. Extend your right hand and ask him to slip your
watch off. Of course this is the spectator’s watch, not yours, and
as soon as you extend your hand, you glimpse the setting on the
watch. Thank the spectator and take the watch behind your
back.

This much of the method is the author’s. But now there is the
problem of setting the magician’s watch to match the specta-
tor’s, and for this we turn to an ingenious idea of Peter Mac-
Donald’s. Slip your watch off your wrist and hold the watch in
your left hand.

Pull the winding stem out with your right hand. While your
right hand holds the winding stem stationary, your left hand re-
volves the watch one full turn, Figure 72. This will advance the

F106. 72.

hands one full hour. Give the watch enough full turns to insure
that the setting on your watch matches the spectator’s. For
example, if the spectator’s watch is set at five o’clock, give your
watch five full turns. This will advance the hands on your
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watch to match the setting on the spectator’s watch. It may not
match the setting exactly, but it will be close enough to impress
the audience.

51. THE EIGHT-OBJECT TEST

Eight ordinary objects are placed in an empty box. The
spectator looks down into the box and mentally decides on one
object. The mentalist then removes objects from the box at
random, then replaces them in the box.

For each object removed and replaced, the spectator mentally

spells the name of his chosen object, one letter at a time. When
he gets to the last letter, he calls stop. The object held by the
mentalist in his hand at that point is the chosen object. The
mentalist never knows the identity of the chosen object until the
spectator calls stop, yet the mentalist is always correct. The trick
may be repeated without fear of detection.
METHOD: The objects you use are a key, a book, a watch, a
pencil, a quarter, an envelope, a toothpick and a half-dollar.
Note that most of the objects are small enough to be concealed
when held in the closed hand. Thus, when you remove your
hand from the box each time, the spectator knows the hand
contains an object, but he doesn’t know the identity of the ob-
ject.

Each time you lift an object from the box, the spectator
mentally spells one letter in the name of his thought-of object.
The first two objects you lift from the box are any two random
objects. But thereafter you lift objects in the exact order given
above. When the spectator gets to the last letter in his mental
spell, he calls stop. Open your hand and it will contain the
thought-of object.

The trick works because the name of each of the objects is
spelled with one more letter than the previous object.

52. BEHIND CLOSED DOORS

A spectator goes into another room with pad and pencil. On
your instruction he draws any simple geometric figure on the
paper, and then draws another geometric symbol inside that.
He is asked to concentrate on what he has written. When he
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feels that he has a clear mental image of the two symbols, he
says he is ready.

The mentalist writes something on a large pad. When the

spectator returns, his pictures are compared to the mentalist’s
and they are the same.
METHOD: The truth is that in most cases the symbols will
match. Occasionally you will get one right and one wrong. On
rare occasions you will get both wrong, but most of the time you
will be right. Further, there is a way to narrow the chances of
failure virtually to the vanishing point.

The trick depends on a little known psychic secret. Asked to
draw a simple geometric symbol, most people will choose either
a circle or a triangle. If they draw a circle, and then are asked
to draw another simple symbol inside that, they will almost al-
ways draw a triangle. There may be some subconscious prod-
ding involved here because the simplest geometric symbols are
the circle and the triangle. In any event, most of the time the
spectator will draw one of these symbols and then will draw the
other inside it.

While the spectator is outside the room drawing the chosen
symbols, you need merely draw a circle with a triangle inside it.
Draw the symbols on a large pad for maximum visibility. If you
draw the triangle inside the circle and the spectator draws a
circle inside a triangle, the test can still be considered a success.
If the spectator draws, say, a square inside a circle, you have
still gotten one symbol right, so the test is still impressive.

If you want to really increase your chances to a near-certain
100 percent correct match, there is an easy way to do it. Give
pads and pencils to two spectators. Direct them to opposite
corners of the room to do their writing. When they return and
compare their results with yours, it is almost certain that at
least one spectator will have drawn a triangle and the other a
circle. Remark that you picked up the strongest thought from
each spectator to make your drawing.

53. THE BORGIA CUP

The closing trick in this chapter is a splendid combination of
an effect of Oscar Weigle’s and a method of Bob Hummer’s.
The patter centers around the fact that the Borgias were known
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to kill their enemies by poisoning the wine served up to their
victims during dinner. When you were a guest at the Borgia
house it payed to know from which cup you drank.

To enact the drama the magician uses three cups. While his
back is turned or he is out of the room, a spectator hides a
“poison” pill under one cup. The cups are mixed and the
mentalist returns. Without asking a question he reveals which
cup contains the poison.

METHOD: The “poison” pill can be a vitamin capsule, an aspirin
tablet or even a slip of paper with the word “Poison’’ written on
it. Three teacups or coffee containers are also used.

The method depends on the fact that one cup will invariably
have a slight imperfection which you can spot, allowing you to
later identify that cup. Plastic coffee containers have knicks in
them, and if they don’t, you can easily put one on with a finger-
nail. The important point is that you must be able to positively
identify one particular cup.

Patter about the Borgia family’s unique interest in poison. As
you patter, place the three cups mouth-down on the table. Ar-
range things so that the cup with the secret mark is at the far
left of the row. Place the poison capsule in front of the cups.

While you turn your back, have a spectator silently lift any
cup and place the poison capsule under that cup. He then
switches the position of the two cups that do not contain the
poison. The switch is done silently by sliding the cups on the ta-
ble, not by lifting them. This way there is less chance of the
marked cup dropping or having its position altered so that you
can no longer see the mark.

Turn around and face the spectator. Remark that you are go-
ing to try to guess which two cups do not contain the poison,
adding, “If we were back in the time of the Borgias, and I
guessed wrong, the mistake would be fatal.” Glance at the three
cups as you talk.

If the marked cup is in its original position at the far left, the
poison is under that cup. If the marked cup is in the middle,
the poison is under the cup at the far right. And if the marked
cup is at the far right, the poison is under the middle cup.

As soon as you know which cup contains the poison, begin to
act as if you are unsure. Start to reach for a cup, hesitate,
change your mind, move on to another cup, again hesitate, and
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so on. Build up audience expectation, finally turn one cup over.
Act relieved that it doesn’t contain the poison, then build ten-
sion again as you try to decide which of the remaining cups is
safe to turn over. Finally turn over the cup that doesn’t contain
the poison, leaving just the poison cup on the table,

With the proper build up this is a masterpiece of deception.



ELASTIC ILLUSIONS

As in the chapter on match tricks, the tricks in this chapter
have been arranged to form a miniature magic act. The only
major item of apparatus is a rubber band, yet, as you will dis-
cover, there is a truly amzing range of tricks and puzzles which
can be performed with this simple prop.

54. TWISTER

The performer puts a twist in a rubber band and then hands
the twisted band to a spectator. The spectator grasps a strand of
the rubber band in each hand and is requested to untwist the
band without letting go of it.

Although the task seems childishly easy, the spectator is un-

able to untwist the band. The magician takes it back and slowly
untwists it. Even if the effect is repeated, the spectator finds it
impossible to untwist the band.
METHOD: This excellent close-up mystery was invented by Alex
Elmsley. to perform it, take a large rubber band and hold it as
shown in Figure 73. By moving or sliding the right thumb and
first finger in the direction indicated by the arrows twice, you
will impart two twists to the band as shown in Figure 74.

-
-
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With the rubber band in this condition, have a spectator
grasp it as shown in Figure 75. Explain to him that the object of
the puzzle is to remove the twists from the band without chang-

Fia. 75.

ing his grip on the ends of the band or letting go of either end.
Other than this, he can change the position of his hands any
way he desires to remove the twists from the band.

In time the spectator will find it impossible to untwist the
band. When he gives up, take the band back from him, holding
it exactly as in Figure 74. Then slowly move the hands to the
position of Figure 76. Strangely enough, the twists in the band
will slowly vanish as you do this.

oo P
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55. TALE TWISTER

This is a variation of Elmsley’s stunt. In this version the
hands never contact the rubber band. Besides the rubber band
you will need two pens or pencils which have clips.

Slide the rubber bands under the clips and hold the two pens
as shown in Figure 77. Slowly raise the left hand pen and lower
the right hand pen to the position shown in Figure 78.

Now have the spectator grasp the pens as indicated in Figure
79. Tell him that the object is to untwist the rubber band. The
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Fic. 78.

Fia. 79.

rubber band must remain in the clips and can’t be rotat
twisted within the clips. To insure this, at the start you can tape
the rubber band in place so it is permanently fastened to the
pens in Figure 77.

Although the spectator has been given a simple task, he will
find it impossible to untwist the rubber bands. When he gives
up, take back the apparatus. Simply reverse the action of the
arrows in Figure 77 and you will be back at the starting posi-
tion. In the process the twists in the rubber band will have
magically vanished.

Knowing how the trick works, the reader may now try to
figure out why it works.

56. SLIPPERY SHEARS

Loop .a rubber band over an open pair of scissors and have
the spectator grip the handles as shown in Figure 80. Then toss
a handkerchief over the apparatus. You reach under the hand-
kerchief, make a small adjustment, and then remove the hand-
kerchief. The rubber band is now looped around the shears as
shown by the dotted lines in Figure 80.
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METHOD: An extra rubber band is concealed in the jacket
sleeve. Under cover of the handkerchief, cut the first rubber
band loose by moving it against the cutting edge of the scissors
until it has a nick in it. Then it can be broken silently between
the fingers and tossed into the jacket sleeve.

Remove the other rubber band from the jacket sleeve and
loop it over the scissors as shown by the dotted line in Figure
80. Since all this takes place while the spectator firmly holds
the handles of the scissors, the effect appears impossible.

To divert attention away from the rubber band, remark that
you have a magical pair of shears given to you by a mystic. By
focusing attention on the scissors, you direct attention away
from the rubber band and therefore away from the method.

57. BET A BAND

Originally a puzzle, this stunt with a rubber band is ideal as a
betting wager. Place a rubber band on the first finger, Figure
81. With your right hand grasp the band and bring it around
the middle finger as shown in Figure 82. Then hook it back over
the first finger, Figure 83. The situation must be exactly as
depicted in Figure 83 for the stunt to work.

Fiq. 81.
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Ask a spectator to grasp your first finger. As soon as he does,
bend the middle finger, and with the aid of the left thumb if
necessary, slide the band free of the first finger. The rubber
band will end up hooked on the middle finger as shown in
Figure 84.

W SPECTATOR'S
l HAND

Fia. 84.

This is the original form of the puzzle. To turn it into a bet,
explain to the spectator that the rubber band will always end
up hooked on either the first finger or the second finger. Set up
the rubber band as in Figure 83. The spectator grasps either
finger, betting that the rubber band will end up on that finger.
Every time he is wrong.

If he grasps the first finger, proceed as above. If he grasps the
second finger, simply slide the rubber band free of that finger,
allowing it to hook onto the first finger. Thus, either way, he
loses.

58. THE JUMPING RUBBER BAND

Introduced near the turn of the century by Stanley Collins,
the jumping rubber band has become a classic of close-up
magic. Some of the best versions of this fine trick are discussed
here.

The basic effect is that an ordinary rubber band is looped
around the first and second fingers. Instantly it jumps to a posi-
tion around the third and fourth fingers.
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METHOD: Place the rubber band over the first and second fin-
gers of your right hand, as shown in Figure 85. Your left hand
does not let go of the rubber band. Instead, as the fingers of the
right hand curl in to make a fist, loop the band over the tips of
all four fingers as shown in Figure 86.

-

F16. 85.

Fia. 86.

Now if you suddenly extend all four fingers, the rubber band
will jump to a position over the third and fourth fingers as
shown in Figure 87.

F1a. 87.

Harlan Tarbell suggested placing a rubber band over the first
and second fingers, but then twisting a second rubber band over
all four fingertips as shown in Figure 88. The audience thinks

a
Fic. 88.
that the first band is trapped by the second, but if you perform

the handling outlined above, the first rubber band will still
jump when the fingers are extended.
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59. DOUBLE JUMP

In this routine two rubber bands change places visibly. Place
a rubber band over the first and second fingers, and a rubber
band of a different color over the third and fourth fingers,
Figure 89. As you close the right hand into a fist, draw the first

RED BLUE
- <’
-
Fia. 89.

rubber band over the fintertips as explained above. Then draw
the second rubber band over the fingertips. Keep the palm of
your right hand toward you as you do this. The audience may
be aware that you are doing something, but they do not know
what.

Have them note the color of the rubber band on the right. Say
it is red. Extend all four fingers and the red rubber band will

now be on the left. The two rubber bands change places
instantly. The double jump was suggested by Fred Furman.

60. FLYING CLIPPER

Bruce Elliott’s version of the jumping rubber band is perhaps
the most magical. Oddly encugh it is not the rubber band which
jumps, but a paper clip. Begin by fastening a paper clip to a
rubber band. Then place the rubber band over the first and
second fingers of your right hand. Place a second rubber band
of the same color over the third and fourth fingers.

Curl the fingers into a fist. As you do, loop the first band over
all four fingers as in Figure 86. Then loop the second band over
all four fingers. Call attention to the position of the paper clip,
Figure 90. If you now extend all four fingers, it appears as if the
paper clip jumped to the other rubber band.

Fia. 90.
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Actually the rubber bands changed places as before, but since
they are the same color, no one notices that they’ve changed
places. Thus the illusion you create is that the paper clip
jumped from one band to the other.

61. A QUICK GETAWAY

The effect is that a rubber band penetrates a pencil while the
spectator holds both ends of the pencil. The routine is based on
a very fine trick of Ken Beale’s.

METHOD: You will need a rubber band, a pencil and a file card
or business card. A playing card may also be used.

Loop the rubber band over the file card as shown in Figure
91. Now as the left hand reaches into the pocket for the pencil,
secretly slide the rubber band up past the center of the card
with the right thumb as shown in Figure 92. This is done behind
the card so the audience is unaware of the secret action.

Push the pencil through the center of the card. It appears as
if the pencil traps the rubber band as well, Figure 93, but be-
cause of the secret handling, the rubber band is already free of
the pencil.

PENCIL 18
PUSHED
THRY CENTER oF canl.

Fia. 93.

Have the spectator hold the ends of the pencil. Say you will
attempt to free the rubber band from the business card without
tearing the card. Pretend to fumble with the card. Finally pull
the rubber band off the card. Act surprised that the rubber
band not only came free of the card and that it came free of the
pencil as well.
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62. STRANGE INTERLUDE

The last trick in this chapter is also the newest in the litera-
ture. The invention of Neal Thomas, it begins as a simple puz-
zle but ends rather strangely as two rubber bands become one.

The magician displays two small rubber bands, saying that
he would like to demonstrate a puzzle. He places the two bands
below the level of the tabletop, arranges them a certain way,
and then brings the hands up into view. The situation is as
shown in Figure 94, with the rubber bands at right angles to one

another.

F1a. 94.

The rubber bands are tossed to the spectator. Of course he
has no trouble duplicating the situation of Figure 94. Anyone
can do it. After the spectator has succeeded, the magician, act-
ing puzzled, says, “I think there’s an element missing. Here, let
me show you again.”

Taking back the two rubber bands, the magician again forms

the configuration of Figure 94. The no-doubt exasperated
spectator will insist that it’s a childishly simple puzzle and that
he got it right the first time. But when he takes the two rubber
bands from the magician, he is surprised to find that they have
changed to a single large band!
METHOD: The reader should have no trouble forming the con-
figuration of Figure 94 with two small bands. The real secret to
this trick is forming the same configuration with a single large
band.

Three rubber bands are needed for the routine. Two are
small. The third band is twice the size of either of the other two.
The large band is in the lap at the start of the trick. To begin
the routine, form the configuration of Figure 94 with the two
small bands. Challenge the spectator to duplicate it. Of course
he does.

Take back the two bands. Lower your hands into your lap.
Say, “I don’t think you quite got it. Let me show you again,”
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Drop the two small bands into your lap and grasp the large rub-
ber band. Place the large band on your right forefinger, Figure
95, grasp end A with the left hand and give the rubber band a
twist in the direction of the arrow.

14

F1a. 95.

The situation now is shown in Figure 96. Give the band
another twist in the direction of the arrow in Figure 96. The
result is shown in Figure 97. Slip your right middie finger
through loop X. You’ve now reached the situation of Figure 98.

S
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F1a. 96. Fia. 97.
Fia. 98,

Grasp the strand indicated by the arrow in Figure 98 and pull
it upward. The result is the required configuration of Figure 94.
The entire sequence from Figure 95 to Figure 98 is accom-
plished in about two seconds.

Bring the rubber band up into view again. It appears as if
you have two small rubber bands at right angles to one another.
Say to the spectator, “This is how it should look.”

He’ll fall for the bait. Thinking you have just two small rub-
ber bands, he will grab for them and will be amazed to discover
that they have changed into one large band. It is a surprising
outcome,



HANKY PANKY

All of the tricks in this chapter use an ordinary cotton or
linen handkerchief as the major item of apparatus. A cloth ta-
ble napkin may also be used. Although a handkerchief folds up
into a small package and can easily be carried in the pocket, in
its unfolded state it is a large piece of apparatus, easily visible
even from the platform or stage.

The chapter opens with some basic handkerchief knots, then
moves on to penetration effects and closes with a spectacular
routine built around a special handkerchief fold.

63. NOT A KNOT

The magician appears to tie a secure knot in a handkerchief,
yet the knot instantly disappears. There are many ways of ac-
complishing this effect. One of the most convincing is the
following method.

METHOD: Clip the end of a handkerchief between the first and
second fingers of your left hand. Then loop the handkerchief
around the back of the left hand and across the palm as shown
in Figure 99.

F1a. 99.

Now place end B through the loop, forming the apparent knot
of Figure 100.
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Fia. 100.

Do not let go of end B with the right hand. As you give the
knotted handkerchief to the spectator behind his back, slip end
A out with your left hand. This has the effect of dissolving the
knot. The spectator grasps end B behind his back, thinking that
the handkerchief is still knotted. When he removes the hand-
kerchief, the knot has vanished.

64. THE APPEARING KNOT

This effect is the opposite of “Not a Knot.” Here you hand a
spectator an ordinary handkerchief behind his back. You snap
your fingers. When he removes the handkerchief, a knot has

X .
mysteriously formed in the center.

METHOD: Begin by placing a handkerchief over the hand as
shown in Figure 101. Note that end B hangs down lower than
end A. Note too that end B is clipped between the third and
fourth fingers.

Fia. 101.

The right hand turns palm down. In the same motion end A
is clipped between the first and second fingers, Figure 102.
Release the third and fourth finger’s grip on end B.
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F16. 102.

With a sharp downward movement of your right hand, shake
the handkerchief off your right wrist. The result is that a knot is
tied in the center of the handkerchief, Figure 103. With just a

W Fia. 103.

bit of practice the one-hand knot can be formed instantly. If
you have trouble getting the handkerchief to slide off your
hand, twist it rope fashion before placing it on your hand in
Figure 101. If the knot is formed in view of the audience, it hap-
pens so quickly that it will appear as if you shook the hand-
kerchief and a knot mysteriously formed in the center.

65. TRANSPOSITION

“Not a Knot* and ‘“The Appearing Knot”” can be routined
together to produce an effect where a knot travels from one
handkerchief to another. Required are two handkerchiefs and
two spectators. Display one handkerchief, tie a knot in it and
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give it to a spectator to hold behind his back. Actually you go
through the procedure described in “Not a Knot,”” so that when
the knotted handkerchief is given to the spectator behind his
back, the knot dissolves.

Now display another handkerchief and give it to a second
spectator behind his back. As soon as the handkerchief is out of
sight behind his back, tie the one-hand knot described in “The
Appearing Knot.”

Command the knot to jump from one handkerchief to the
other. Snap your fingers. The first spectator brings his hand-
kerchief into view and the knot has vanished. The second
spectator brings his handkerchief into view and it is seen that
the knot has jumped to the center of his handkerchief.

Either of these knots can also be used in a seance if true
darkness can be achieved. The idea here is that if a room is
completely dark when the lights are turned out, you can
perform a spirit effect. A handkerchief is knotted and dropped
into a paper bag. The spectator holds the top of the bag closed.
The room lights are turned out for a few seconds, then turned
back on. When the spectator removes the handkerchief from
the bag, the knot has vanished. Clearly this is the work of
spirits who operate in total darkness.

Of course the real secret is that you tied the dissolving knot
described in “Not a Knot,”” and caused the knot to vanish as the
handkerchief was being placed in the bag. The rest is a matter
of dramatic presentation. In years past the ability of spirits to
tie and untie knots in rope and handkerchiefs was considered
proof that ghosts existed. It is still an effective presentation.

66. THE KNOT PARADOX

If you grasp the ends of a handkerchief, it is impossible to tie
a simple overhand knot in the handkerchief without letting go
of the ends. But because it is impossible, magicians have de-
vised a number of ingenious ways to apparently tie a knot
without letting go the ends of the handkerchief.

Perhaps the oldest method is the following. Stretch the hand-
kerchief out on a table. Then cross the arms as shown in Figure
104. Grasp one end of the handkerchief in each hand. Pull the
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Fia. 104.

left hand to the left and the right hand to the right. The result is
that a knot will automatically form in the handkerchief. The
trick works because in crossing your arms you have in effect
formed a knot with your arms. In uncrossing the arms the knot
is transferred to the handkerchief.

67. THE SECOND PARADOX

The above method is something of a gag and it can easily be
duplicated by most spectators. When they’ve done it, ask them
if they can figure out another method of tying a knot without
letting go of the ends of the handkerchief. When they give up,
you demonstrate the following method.

Have a spectator hold a handkerchief by the ends as shown in
Figure 105. Cross your arms and grasp the ends as shown in
Figure 106. Have the spectator release his grip on the hand-

kerchief.

Uncross your hands and a knot forms in the center of the
handkerchief. Done smoothly and fairly quickly, this method
will fool even an astute observer.
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68. THE THIRD PARADOX

After performing the above two versions, you are ready to
perform one of the strongest variations of the “impossible”
knot. Place the handkerchief on the table in the form of an in-
verted U, Figure 107. Grasp end B with the right hand.

Fia. 107.
A

Now slip your left hand under the handkerchief, double the
hand back as shown by the arrow in Figure 108, and grasp end
A. Immediately separate your hands and a knot will form in the
center of the handkerchief.

Fia. 108.

At this point ask the spectator to duplicate the knot. If you
have performed the three versions described above, the specta-
tor will be completely unable to form the knot. When he gives
up, you can repeat the three versions of the knot, but in a dif-
ferent order. If he turns away for a second, you can form the
one-hand knot described under ‘“The Appearing Knot,” page 78.
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Thus when the spectator turns back, there is a knot in the hand-
kerchief. The spectator will be so confused that he will find it im-
possible to form a knot without letting go of the ends.

69. POPPER UP

In this routine a pencil placed under a handkerchief im-
mediately pops up through the handkerchief. It is a fast, visual
penetration.

METHOD: You can use a pencil or a pen, a cigarette or even a
breadstick for this trick. In this description we will assume that
a pencil is used.

Hold the pencil as shown in Figure 109, between the thumb

and third and fourth fingers. The left hand picks up a hand-

¢ /
Fia. 109.
kerchief at its center and drops it over the pencil. But what
actually happens is that the pencil is lowered out of the way
and the first and second fingers are covered with the hand-
kerchief.
Now snap the pencil to an upright position. From the front it

appears as if the pencil instantly penetrated the handkerchief,
Figure 110.

Fi1a. 110,
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Since the pencil protrudes from the back of the handkerchief,
when performing the trick make sure the audience is directly in
front of you.

70. COMEDY VANISH

If asked to repeat the above trick you can perform this
routine as it starts out the same but has a different ending.
Based on a classic trick of Martin Gardner’s, it appears as if a
pencil placed under a handkerchief is made to vanish in an
extremely puzzling way. But the trick has a funny and unex-
pected ending.

Grasp the pencil between the right thumb and second finger.
The left hand starts to cover the pencil with a handkerchief. In
the process the right first finger is extended and it is actually
the first finger that is covered with the handkerchief, Figure
111. As in the previous trick the pencil extends out from the
back of the handkerchief.

Fi1c. 111.

Raise the handkerchief so it is directly in front of the face.
Pretend to grasp the pencil through the handkerchief with the
left hand and lift the handkerchief a bit. As you do, move your
hands back a bit and grip the pencil between your teeth.

Release your right hand’s grip on the pencil and slowly turn
your right hand so that the palm is toward the audience, Figure
112. Your left hand then whips the handkerchief off your right
hand. From the front it appears as if the pencil has completely
vanished, Figure 113. Actually the right hand blocks the
audience view of the true situation.

Wait for the applause to stop. Then lower the right hand and
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show that the pencil is in your mouth. It is an amusing and
surprising finish to the routine and should earn you another
round of applause.

71. FOURTH-DIMENSIONAL HANKS

In this ingenious routine, two handkerchiefs penetrate one
another. It is the invention of Edwin Tabor.

If possible use handkerchiefs or scarves of different colors.
Place one on the table and a second on top of it at right angles,
Figure 114. Grasp end D and place it under the shaded hand-
kerchief in the direction of the arrow in Figure 114.
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You are now at the point of Figure 115. Grasp end B and
move it in the direction of the arrow in Figure 115. This will
bring you to the situation of Figure 116.

Fic. 116.

Fia, 115.

Place end C with end D and let the spectator hold these two
ends. Place end A with end B and hold these with your right
hand. Place your left first finger at the center of the intertwined

handkerchiefs to keep them in place on the table.

Mention that it would be impossible to separate the two
handkerchiefs unless you twisted them through the fourth di-
mension. Slowly and gently pull on the ends of your hand-
kerchief and it will visibly penetrate the other handkerchief.

72, THE MacCARTHY HANK FOLD

In the realm of ingenious magical thinking, E. Brian Mac-
Carthy’s handkerchief fold rates at the top of the list. It is a
utility device which can be applied to a great many different
magical effects.

One of the most impressive applications is this. The magician
borrows four coins from a spectator. One of the coins is marked.
All four coins are dropped into a bag made from a folded hand-
kerchief. The coins are mixed around. Then, without moves, the
marked coin penetrates the bag and falls to the table. The other
coins remain in the center of the handkerchief.

The above effect was suggested by J. W. Sarles, who pointed
out that the apparatus need not be restricted to coins. You can
gather keys, rings and other smalil objects in the handkerchief
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bag. On command any desired object penetrates the bag and
falls to the table or into the spectator’s hand.

METHOD: The strength of this method lies in its simplicity. It is
set up in front of the spectator, yet it is so well concealed that
the real working is never suspected.

Place a handkerchief in front of you as in Figure 117. Bring
end A up to meet end B, Figure 118. Then bring corner C over
to the right to the position shown in Figure 119. Finally, bring
corner D over to the left. The completed fold looks like that
shown in Figure 120.
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Fig. 119. Fia. 120.

From the audience’s view you have simply folded a hand-
kerchief to make an impromptu handkerchief bag. But the in-
genious construction of the hank fold allows you to steal a coin
or other object in the easiest possible manner.

The idea is this. If you hold the handkerchief bag as shown in
Figure 121 and drop a coin into compartment x, it will fall into

AD

x D c
Y.

Fia. 121,
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the center of the bag. But if you drop a coin into compartment y
it will not fall into the center of the bag. Instead it will drop be-
hind the bag, yet it will still be concealed in the folds of the
hank.

After you drop a coin into compartment y, reach into the fold
at the base of the handkerchief bag with the left thumb, Figure
122, and pull the coin out. It will appear as if the coin has mys-
teriously penetrated the center of the bag.

AB

F1a. 122.

This is the basic effect, but it is too obvious if presented this
way. To disguise the principle, ask the spectator for several
coins. Tell him to mark one of them. As he does this, make the

h Al hiaf 1 A
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Pick up the spectator’s coins one at a time and drop them
into compartment x of the handkerchief bag. Drop the marked
coin into compartment y. Shake the handkerchief bag gently to
mix the coins. Don’t shake it too hard or the coin in compart-
ment y will fall out.

When ready to complete the effect, contact the bottom of the
bag with the right hand, reach into the folds with the thumb
and pull the marked coin into view. Then open the bag to show
that the other coins remained inside.

The effect can be reversed. Drop the marked coin into com-
partment x and the other three coins into compartment y. On
command the three unmarked coins penetrate the handkerchief
bag, leaving the marked coin inside.

In handling the MacCarthy handkerchief fold you may find
that the coin placed in compartment y has a tendency to fall
out as soon as it’s dropped inside. To avoid the problem make
sure corners C and D are held higher than A and B.
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73. TIME FLIES

This spectacular handling of the MacCarthy handkerchief
fold was suggested by Slydini, the master close-up magician. It
has surprise, drama, comedy and mystery, all of the ingredients
of a classic of close-up magic.

Needed is a large man’s handkerchief. Fold it into the Mac-
Carthy handkerchief bag. As you do, ask for the loan of a few
keys, a few coins, and a wristwatch. All of these borrowed ob-
jects are dropped into the handkerchief bag.

Then the bag is slammed against the tabletop in a dramatic
gesture. Naturally the spectator who loaned you the watch is
likely to faint as he mentally pictures his valuable watch being
smashed to bits.

He opens the handkerchief bag and is astonished to discover
that although the keys and coins are there, his watch has
vanished. For the finish, you produce his watch on your wrist!
METHOD: Form the handkerchief bag as already described. As
you do, ask for the loan of several keys and several coins. The
idea here is that you want metal objects which are unbreakable
in themselves but which produce a terrific noise when banged
against the table.

Drop these objects into compartment x of the handkerchief
bag. Ask for the loan of a wristwatch. When you get the watch,
pretend to examine it. Say, “This looks like a very expensive
watch. I imagine it would cost quite a bit to repair it in the un-
likely event that it was damaged.” The spectator hears the voice
of doom, but it is too late. Drop the watch into compartment y
of the handkerchief bag.

Jingle the contents of the bag. Shake your head and say, “It’s
not enough. We need one more coin. Does someone have a
quarter?”’ This is merely a diversion. As the spectators search
their pockets for a coin, lower the handkerchief bag so that the
bottom of it is below the level of the tabletop. Your left hand
quietly steals the watch from the bag, Figure 123.

Leave the watch in your lap. Take the quarter from the
spectator and drop it into compartment x of the handkerchief
bag.

Remark that everyone has heard the expression, “Time
flies.” Say that you will demonstrate what it means. Raise the
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handkerchief bag, then smash it down against the tabletop. If it
is a wooden table, or if you are afraid of scratching the surface,
place a book or newspaper on the table and smash the hand-
kerchief against that.

There will be a predictable reaction from the owner of the
watch. He will leap up and open the handkerchief bag to re-
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handkerchief bag, you have ample opportunity to slip the watch
onto your wrist. Keep your hands below the level of the tabletop
as you do this. Also, keep your elbows against your sides so
there will be little visible movement as you slip the watch on
your wrist.

At this point the spectators will realize that the watch has
vanished from inside the handkerchief. Stand up, push the
coins and keys aside as if helping the spectator search for his
watch, look behind you, pat your pockets, then say, “I’'m really
sorry about your watch. I haven’t a clue as to what happened to
it. Why don’t you take mine.”

The watch that is apparently yours is removed from your
wrist and handed to the spectator. He will be astonished to dis-
cover that you have handed him back his own watch.

On occasion the spectator will tell you that he doesn’t want
your watch, he wants his own. Even when you jokingly say,
“But mine is just like yours,” he may not believe you are
actually handing him back his own watch. This sets up an
amusing situation that only adds to the entertainment value of
the routine.



CLOSE-UP ILLUSIONS

Whereas the stage magician must rely on special apparatus to
perform his illusions, the close-up magician is always ready to
perform because he uses borrowed props in an impromptu set-
ting.

In this chapter we will describe, among other secrets, how to
stretch your finger, how to float a toothpick, and what happens
when an ordinary card is twisted through the fifth dimension.

74. DEXTEROUS DIGITS

The magician succeeds in stretching his little finger until it is

as long as his first finger. Then he shrinks it back to normal size
again

TAmEAsiSs.

METHOD: Hold your right hand palm-up and call attention to
the fact that the little finger is aptly named since it is the
smallest finger. ““As you can see, it’s about an inch smaller than
my first finger.”” As you say this, point to the disparity in size,
Figure 124.

“But if I stretch it like this, an odd thing happens.” Turn the
right hand palm down and tug on the right little finger with the
left thumb and first finger. Then display the palm-down right
hand as shown in Figure 125.

Fig. 124, Fia. 125.
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If you try this and hold your hand as shown in Figure 125,
the little finger will actually be almost the same size as the first
finger. The reason is based on a well concealed secret, and it is
that the right hand has been twisted or angled to the right. Keep
the right arm stationary and twist the hand at the wrist.
Properly performed, it appears as if the little finger has sud-
denly become the same length as the first finger.

Turn the right hand palm-up again. “I’d better push it back
to its normal size.” As this is said, grasp the right little finger
with the left thumb and first finger. Pretend to push the right
little finger. Then display you right hand as in Figure 124 again.
The little finger is now back to its normal size.

The above presentation is a variation of an idea of George
Starke’s.

75. IT FLOATS!

The performer borrows an ordinary toothpick and then

causes it to float mysteriously in the air. A match can be used
in place of a toothpick. This routine is a logical sequel to “The
Penetrating Matches,” page 23.
METHOD: This is actually a combination of two secrets. Borrow
a toothpick and hold it in your clenched left fist. Grasp your
left wrist with your right hand. The situation is shown in Figure
126. Note however that the right first finger does not show in
Figure 126. It is behind your left hand.

When you open your left hand, the toothpick appears to be
suspended in the air, Figure 127. The true situation is shown
from in back, Figure 128. The right first finger actually holds

the toothpick in place.

F16. 128. F1a. 127.
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Fi1a. 128.

If the left second and third fingers are kept together, they
screen the presence of the right first finger. The illusion from in
front is perfect. Just be sure no one stands at your right because
they will see how it’s done.

This is a more or less standard trick and can be done with a
pencil, a pen or any similar object. But the follow-up trick, in
which the object appears to float and dance in the air, can be
done only with a slender, lightweight object like a toothpick.
Here are the details.

Hold the toothpick between the thumbs as in Figure 129.
Curl the fingers in and interiock them, but do so with the right
middle finger in back of the other fingers as shown in Figure
130.

Fig. 129, Fi1a. 130.

Wedge the toothpick under the fingernail of the right middle
finger. Then move the thumbs apart. The result is shown in
Figure 131, a perfect illusion of a floating toothpick.

FiG. 131.
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Slowly move the right finger back and forth. The toothpick
will appear to dance in the air. Let the toothpick float for a few
seconds, then reverse the above handling to bring it back to the
situation of Figure 129.

76. AN OPTICAL TRICK

There are many optical illusions which trick the eye and fool
the mind. This is an outstanding example. Two pieces of paper
or cardboard of the same length are placed at right angles to
one another as shown in Figure 132. Then the magician picks
up one piece and stretches it so it is longer than the other. The
piece actually is longer as can be verified by the spectator.
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METHOD: Actually the secret to this trick has already been
explained. If you study Figure 132 closely you will see that the
pieces of paper are not the same length. Piece a is about three
inches long, while piece b is two and three-quarters inches in
length. But by placing the pieces at right angles as in Figure
132, the pieces of paper appear to be the same length. This is
the key to the mystery.

To perform the trick, place the pieces at right angles as in
Figure 132. Then pick up piece a and pretend to stretch it by
tugging gently on it. Then place it against piece b, but in the
manner indicated in Figure 133. Now it looks as if piece a is
much longer than piece b.

Finally pick up a, saying, “I did’t mean to stretch it that
much.” Blow on it, then place it alongside & (that is, parallel to
b), to show that it is still longer than b, though not quite as
much as before.
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The trick can be done with two pencils or any similar objects
which can be cut to the correct proportions. From time to time
the trick has been done with cigarettes. The long cigarette is
king-sized and the short cigarette is regular-sized. In any case,
the handling is the same as given above.

77. WHISK AWAY

Some illusions are based on sound. The sense of hearing,
rather than the sense of sight, is tricked by the magician. In the
following curious illusion you use two spectators and a whisk
broom. This unlikely combination produces a trick that will
puzzle the audience and astound one of the assisting spectators.

Tha twn onnnl-ofnrn atand fanine the andience Vnn etand In
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back of the assisting spectators. In your hand is a whisk broom.
You explain that you would like to try a little game to test the
reflexes of the assistants. You are going to brush the whisk
broom against one spectator’s back. Before you have brushed
his back three times he is to reach behind him and grasp the
whisk broom.

It’s a simple test that appears vaguely logical. You begin to

brush the whisk broom against one spectator’s back. He grabs
for the broom, but grasps only your right hand. The brush is in
the other hand.
METHOD: The method is simply explained, but you will have to
try it (or have it tried on you) to convince yourself just how
remarkable the illusion is. The secret is this. With the two
spectators standing in front of you facing the audience, grasp
the whisk broom in your left hand and brush the back of the
spectator on your left.

But at the same time brush your right hand against the back
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of the spectator on your right. Synchronize the motion of both
hands and the spectator on the right will swear that it is his
back which is being brushed with the whisk broom. The specta-
tor hears the sound of the broom and he feels something brush-
ing against his back. His mind places the two sensory inputs
together and he concludes that it is his back which is being
brushed with the whisk broom.

The audience cannot see clearly what you are doing because
you are standing behind the two spectators. But they will see
that the spectator on the right grabbed your hand and they will
be puzzled that he thought his back was being brushed with the
whisk broom. The spectator on the right will be amazed to grab
for the whisk broom and find only your empty hand. It is a
strange aural illusion.

78. LOOKING-GLASS LOGIC

The saying that it’s all done with mirrors is literally correct
in this trick since a mirror is the major item of apparatus. The
patter line, suggested by R. M. Jamison, is, “I have a rare mir-
ror, a piece of Alice Through the Looking Glass mirror. Things
are a bit different in Looking Glass Land. Let me show you an
example.”

The apparatus consists of a hand mirror or pocket mirror and

several slips of paper or pieces of cardboard on which you have
printed words and numbers. When the spectator looks at the
printed words, he sees one sentence, but when he looks at the
mirror image he sees a different sentence. The transformations
are surprising and amusing. Once the idea is grasped, the reader
can invent many variations.
METHOD: The following material is taken largely from ideas
suggested by Martin Gardner. To grasp the basic idea, first note
that certain letters of the alphabet do not appear reversed when
viewed in a mirror. The following capital letters are non-reversi-
ble: B, C, D, E, H, I, K, O, X. If a word is made from some of
these letters, it will not be reversed in a mirror.

To take a simple example, print the word BOB on a piece of
paper. Hold a pocket mirror upright in the hand, keeping it in
place with the thumb. Place the paper on the fingertips and
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look at the mirror image of the writing, Figure 134. You will
find that the mirror image of BOB is BOB.

Fi1a. 134.

The classic example of mirror writing is printed on a package
of Camel cigarettes. Look at the words Choice Quality on the
pack, then look at the same words in a mirror. Quality is
reversed but Choice is not. For those unfamiliar with the basic
idea, it is startling to see one word reversed and the other
perfectly readable in the mirror.

Using the above letters one can form words and sentences
which do not reverse in a mirror. For example, DID BOB
KICK ED reads correctly when viewed in a mirror. But to add
an element of mystery, some sort of transformation should take
place. The following idea has been suggested. Write the words
CHOICE QUALITY on a piece of paper, but write CHOICE
with red ink and QUALITY with blue or black ink. Explain
that you have a new type infrared mirror which is sensitive only
to certain wavelengths of light. Hold the paper up to the mirror.
The black writing is reversed as it should be, but the red writing
is not. I believe the use of different color inks was suggested by
Louis Histed.

To elaborate on the Looking Glass theme, there are a number
of amusing sentences that can be made up. First, print ED DID
HIDE, WOW on a piece of paper. Show it to the spectator, say-
ing that it was the headline in a famous missing-persons case.
To solve the case, detectives had only to peer into the Looking
Glass. Hold the paper in your right hand, thumb on top, fingers
below. Cover the comma after the word HIDE with the right
thumb as you place the paper near the mirror, Figure 135.
When the spectator looks into the mirror he sees the solution to
the case: ED DID HIDE MOM.

Remark that the Looking Glass also explains why one store-
keeper was fined for overcharging. Show a piece of paper which
has the words CHOICE DICE—50¢ written on it as shown in
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ED DID HIDE ~AWOW
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Fra. 135.

Figure 136. When the spectator looks at the mirror image of the
writing he finds the real price because now the words read
CHOICE DICE—20¢.

The next example uses some lower case letters as well as
capital letters. As shown in Figure 137, you display the words
Bob Kicked Pop. To find out why he did it, look at the mirror
image of the writing.

CHOICE DICE -50¢J [bob KICKED PoOpP /

Fia. 136. Fia. 137,
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come letters when viewed in a mirror. The best example is this

one suggested by Martin Gardner. The addition problem of

Figure 138 is obviously wrong, but you explain that it’s really a
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code. To break the code, view the numbers upside down in a
mirror. The result is surprising and amusing, and forms a good
finish for a mirror-writing routine.

The reader may wish to experiment with other ideas. For
example, one can secretly add lines to the mirror. These lines
will merge with the mirror-image letters to form completely dif-
ferent words. The other avenue of exploration is relatively new
to this subject. It rests on the fact that certain pictures, when
viewed upside down, transform into completely different pic-
tures. This is especially easy to do with cartoon renditions of
faces. The subject is too lengthy to go into here, but the reader
will surely profit from experimentation.
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79. HYPERCARD

One of the newest paradoxes is a strange and seemingly im-
possible configuration known as Hypercard. Using an ordinary
file card, giving it a couple of cuts and folds, you end up with
the card as shown in Figure 139. Before going further, you may
want to try to figure out how it is possible to arrive at such a
configuration using a single file card that remains in one piece

throughout. \\ﬁ.\

Fig. 139.

The problem appears impossible because the center panel is
at right angles to the rest of the card. But if the problem is sim-
plified, the solution becomes obvious. If, for instance, you were
asked to cut a file card to form the configurate of Figure 140,
you would have no problem. This is actually the solution to
Hypercard also, except that the cuts made in the card are dif-

ferent. ?
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To form Hypercard, divide the file card into eighths by fold-
ing it along the dotted lines shown in Figure 141, then make the
cuts from A, B and C to the center line. Give the right half of
the card a half-turn, Figure 142, and you will have constructed
Hypercard.
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Fia. 141, Fia. 142,

It can be used just this way. Have someone initial the left
side of an uncut card. Fold the card into eighths, then place the
card below the level of the tabletop, make the required cuts
with a pair of scissors, give the right half a twist, then bring
Hypercard into view. Show it on all sides, then place it in your
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pocket. Hand the spectator another file card and a pair of
scissors. Challenge him to form a Hypercard. He will almost
certainly find it impossible.

80. THE FIFTH DIMENSION

In the form given above, Hypercard is a puzzle. But you can
make a magic trick out of it by using a clever idea suggested by
Mel Stover and Howard Lyons. This is to perform part of the
cutting operation prior to the performance of the trick, and then
concealing this fact. The following is a handling based on the
Stover-Lyons premise. In this trick a set of initials written on
the card by a spectator seem to change their position.

To prepare the file card, divide it into eights as before, then
place your initials on the back of the card in the position shown
in Figure 143. To complete the prior preparation, use the
scissors to make a cut from C to the center of the card. The
result looks like Figure 144,
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F1a. 143. Fi1a. 144,

In presenting the routine, hold the file card with your right
thumb covering the cut at the center. Then openly cut from A
to the center and from B to the center. The result will look like
Figure 145. Remember that this cutting is done openly but the
audience is unaware of the cut concealed by the thumb. Also,
they do not know that your initials are on the bottom of the
card.

Fia. 145.
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Now fold the center panel down toward you as shown in
Figure 146. Slip the right thumb on top of the panel to keep it
in place. The panel now conceals the secret cut in the file card.

A=N

F1a. 146.

Have the spectator initial the upper-left corner of the card.
Hold the center panel down with your left hand. Then openly
initial the right corner. Make these initials look like the secret
initials on the back of the card. The situation thus far looks like
Figure 147.

Fi1a. 147.

Using both hands, and taking care to keep the center panel in
place, pick up the file card. Then grasp it as shown in Figure
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the initials closer together, you must pass the card though the
fifth dimension. Still holding the card as in Figure 148, place it
below the level of the tabletop and out of the spectator’s line of
vision.

Grip the card with both hands as shown in Figure 149. While
your left hand remains stationary your right hand turn palm
down with its section of the card. The result of this action is
shown in Figure 150. The initials that were secretly written on
the underside of the card are now in view.

Fic. 148.
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The left hand now releases the center panel. The result is the
seemingly impossible Hypercard of Figure 151. Bring the card
up into view and rest it on the table so that the spectator can

WL
L1
Fra. 151.

clearly see the result. His initials are indeed closer to yours than
they were at the start, and the center of the card is now stand-
ing upright and at right angles to the rest of the card. Point to

the center panel and say, “This is the trapdoor, and you know
that all magic is done with trapdoors.”

Note that by having the spectator initial the card, you have
dispelled the possible suspicion that you switched out the
original card and switched in a special card. This only adds to

the astonishing result.



THE LINKING PINS

One of the most recent additions to the literature of magic is
the subject of tricks where safety pins magically link and
unlink. Perhaps the newness of the subject is due to the fact
that safety pins in their present form are themselves an inven-
tion of fairly recent times, yet already there is a substantial
body of material on the subject of safety-pin magic.

The basic effect is that two safety pins, honestly linked
together, are made to instantaneously unlink. What is remarka-
ble about the trick is that there are no gimmicks or sleights.
Several variations on the theme will be given in this chapter,
including an uncanny version where the pins unlink while held
in a spectator’s hand. The chapter closes with a Pin Through
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this field.

81. SAFETY PIN-UP

The effect is as already described: two safety pins, honestly
linked together, instantly unlink. It is best to begin with a brief
statement of the nomenclature, most of which was suggested by
J. G. Thompson, Jr. This nomenclature will be used throughout
the chapter to describe the handling.

Try to obtain pins as large as possible. Blanket pins are ex-
cellent because they are easily obtainable, and being of a large
size, add to the visibility of the trick. The head and spring ends
of the pin are indicated in Figure 152. The pin is the pointed
end that moves in and out of the head. The bar is the stationary
segment permanently fastened to the head.

Newer pins usually work best in tricks of this type. Older
pins tend to lose their springiness and will sometimes open
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inadvertently during the handling of the trick. In all of these
tricks it is important that the pins be linkéd and held exactly as
shown in the illustrations. The handling is easy and certain, but
only if the instructions are followed exactly.

To perform the basic unlinking trick, hold a closed pin in the
right hand. Link the other pin through it as shown in Figure
153. Make sure the audience is aware that the pins are securely
linked. Then grasp them as shown in Figure 154. Pull them
apart with a quick sharp motion and the pins will unlink
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probably fool yourself the first time you try it.

instantly. If you try this with the apparatus in hand vou will
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82. SWINDLE PINS

When you perform “Safety Pin-Up,” the audience is likely to
ask you to repeat the trick. Repeat it once more as described
above. You can if you like use a variation in linking the pins.
This is shown in Figure 155. With the pins linked this way, pull
them sharply and they will unlink.

Now offer to demonstrate the trick one more time. But here
you switch to a swindle suggested by Don White. Pretend to
link the pins once more, but actually engage them as shown in
Figure 156. With the pins closed and held as in Figure 157, it
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F1a. 155.
Fia. 156.

Fia. 157.

appears as if the pins are linked, but really they are not. Turn
both pins over and hold them as shown in Figure 158. Remark
that whereas before you unlinked them at the head end, this
time you will try to unlink them at the spring end.

Pull the pins apart and of course they magically separate.
Anyone who tries to duplicate the effect is doomed to failure.

[/

F1a. 158,

83. THE IMPOSSIBLE UNLINK

If the audience asks to see more safety pin magic, you can
present them with a truly impossible-seeming effect invented
by Tom Ellis. It requires a few minutes practice to get the han-
dling, but the effect is worth the small investment in time. Start
with the left-hand pin open. Insert the point of the pin through
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the spring of the right-hand pin, Figure 159. Close the left-hand
pin. The pins are now obviously linked in such a way that to
unlink them seems impossible.

v J
Fi1a. 159.

To unlink them, your right hand moves its pin to the right
until the spring is adjacent to the head of the left-hand pin,
Figure 160. Your left hand holds its pin firmly in place as your

L}

Fia. 160.
right hand turns its pin in toward the body and continues to
rotate the pin up and away from the body over the top of the

left-hand pin.

The right-hand pin is rotated a half-revolution around the
left-hand pin. If done slowly, you will see the spring of the
right-hand safety pin pull the pin of the left-hand safety pin out
of the head, Figure 161.

The right-hand pin is now pulled to the right and free of the
left-hand pin. When performing, use a little up and down mo-
tion of the hands to cover the unlink. This motion conceals the
actual working and makes the trick look impossible.
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84. THE REPEAT IMPOSSIBILITY

If asked to repeat a trick it is always wise to have a different
method in readiness. Thus, no matter how closely the audience
watches, even though they think they are seeing a repeat
demonstration, they cannot follow the trick because you are in
fact doing a different trick.

Tom Ellis devised this method of following ‘““The Impossible
Unlink.” Insert the pin point of the open left-hand pin through
the spring of the right-hand pin and then close the left-hand
pin. The situation is shown in Figure 162.

Bear down just a bit with the left thumb. This has the effect
of pushing the pin of the left-hand safety pin down slightly and
makes the unlink easier. When you gain familiarity with the
trick you will find this step unnecessary. After the pin has been
pushed down slightly, pull the right-hand safety pin sharply to
the right in the direction of the arrow in Figure 162 and it will
unlink from the other safety pin.

This method requires a bit of practice to get the knack.
Pressure must be firm and the right hand must move quickly to

the right for the unlink to work.

85. UN-SAFETY PINS

This is one of the strangest tricks which can be done with
unprepared safety pins. Two closed safety pins are placed in a
spectator’s fist. Explaining that these are un-safety pins, the
performer says that the name derives from the fact that the
pins insist on opening themselves.

The spectator is asked to slowly and gently open his fist a bit.
As he does he will experience an uncanny sensation because he
will feel the safety pins twist and turn in his hand as they
magically open themselves!
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METHOD: This trick was invented by Jerry Andrus. It is not
quite impromptu because of the way the pins are set up at the
start. But a good plan is to do several of the tricks in this
chapter, then act as if the performance is finished. As you talk
about some other subject, pretend to absently handle the pins.
Actually you arrange it so that the pointed end of each pin is
secured under the head of the other pin, Figure 163.
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Holding the pins as in the illustration, place them in a specta-
tor’s hand. Don’t let go of them until he closes his hand into a
tight fist. Then explain that these are un-safety pins because
they insist on opening up by themselves.

Have the spectator loosen his fist a bit. As he does, the pins
will twist and turn in his hand until they open themselves. Have
him open his hand and the two open pins will fall out onto the
table.

Before doing the trick it is a good idea to file down the
pointed ends so they have been dulled. This will prevent the

spectator from getting scratched by one of the pin points.

86. QUICK RELEASE

Fasten one safety pin to the right edge of a spectator’s jacket
(with his consent, of course). Then slide another safety pin
through a buttonhole on the left side of his jacket and link the
two pins together.

Tell the spectator to close his eyes, grasp the pins and unlink
them. He is to do it as fast as possible. Have someone time the
spectator. To insure that he must fumble a bit opening the pins,
have him close his eyes before you explain the object of the
trick. This way he won’t know quite how the pins are linked
and it will take him that extra few seconds to get them untan-
gled.

Regardless of how quickly he unfastens the pins, tell him youa
will better his time. Fasten the pins together again, but in the
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manner described in “Safety Pin-Up.”” Ask the spectator who is
keeping time if he is ready. He says yes. Then you instantly
unlink the pins, using the method described in “Safety Pin-
Ups.” Until this point it appears to be a simple game, but with
the instant release it becomes a puzzling bit of magic.

87. PIN-A-TRATION

Two linked safety pins are placed inside a handkerchief. One
at a time the pins penetrate the handkerchief. All articles may
be borrowed.

METHOD: Actually the routine combines two ideas already
described in this book. Make an impromptu handkerchief bag
using the MacCarthy Hank Fold described on page 86.

After doing one or two unlinking tricks with the safety pins,
pretend to link them together, but actually use the fake method
described in “Swindle Pins,” page 104.

Hold the pins in one hand and pick up the handkerchief bag
with the other. Drop the two apparently-linked pins into the
handkerchief bag, allowing the pins to go into compartment y.
Shake the bag to allow the pins to fall to the bottom. Then
reach up with your free hand to the bottom of the bag, insert
your thumb into the fold and remove one of the pins with a
snap. Then remove the other pin.

The audience is thus faced with a double mystery. Not only
have the safety pins penetrated the handkerchief bag, they have
unlinked from one another in the process.

88. ULTRA PENETRO

After performing “Pin-A-Tration” you are ready to perform a
knock-out penetration that seemingly has no answer, What the
audience sees is a series of logical actions leading inexorably to
a remarkable conclusion.

This trick is the invention of Richard Durham. As seen by
the audience, the magician borrows a handkerchief, folds it in
half and pins a safety pin through the center of the hand-
kerchief. He then opens the handkerchief to show that the pin is
fairly pinned to the fabric.
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Again folding the handkerchief, the magician proceeds to
wrap the handkerchief around the pin, but leaving one end of
the pin in full view. After the handkerchief is completely
wrapped around the pin, the magician has the spectator pull the
safety pin. Now, believe it or not, the safety pin slides com-
pletely free of the handkerchief.

What is most unexpected about this trick in terms of method

is that there are no hidden moves and no handling other than
what the audience sees. Thus we have a trick that looks im-
possible yet is completely self-working.
METHOD: Any borrowed handkerchief may be used, but when
you first practice the trick, make sure you use an inexpensive
cotton handkerchief. The reason is that if you make a mistake
or are not too sure of the handling, the handkerchief may snag
or tear. When you become familiar with the handling you can
do the trick with any handkerchief.

The handkerchief is folded in half and the pin passed through
the double handkerchief at about the center and down about a
half-inch from the fold, Figure 164. Open out the handkerchief

Fic. 164.

so the head of the pin is away from you, then turn the hand-
kerchief over and spread it out on the table with the pin
underneath. All that shows is a portion of the pin as indicated
in Figure 165. Be sure that the head of the safety pin is toward
you.
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Grasp the top of the handkerchief and fold it toward you so
the spring end of the pin shows. Taking hold of the safety pin
at the Spring end, turn it over and over, thereby wrapping the
handkerchief around the pin, Figure 166.

Take hold of the spring end of the safety pin and pull. Im-

possible as it may seem, the pin will slide free of the hand-
kerchief.

PIN
WRAPPED
w HANKY

Fic. 166.



PEN-ULTIMATE MAGIC

Perhaps because the magic wand has so long been associated
with magic, tricks using objects of similar shape have occupied
a prominent place in the literature. Routines using wands,
knives, pens, pencils, even cigars and canes, form an important
part of the art of close-up magic.

In this final chapter we will consider some of the classic
stunts and puzzles on the subject, and close with a number of
magical routines. In some of the tricks a pencil will be used and
in others a pen, but in most cases objects of similar shape and
size can be substituted. In keeping with the approach used
throughout this book, there are no special gimmicks or sleights.
So, if you have nothing to work with but a pencil and you know
the tricks in this chapter alone, you are ready to perform a
complete close-up act of fine magic.

89. BUTTONHOLED

This classic stunt is believed to have been invented by Sam
Loyd. The present version uses a ballpoint pen with a cap and a
length of string. Once this impromptu version is made up and
the principle understood, you can make up a more permanent
version, as will be explained later.

Assuming the pen is about 5% inches in length, take a piece
of string about 9 inches long, tie the ends so a loop is formed,
and jam the loop between the pen and the cap, Figure 167. The
pen-and-loop combination can now be threaded through a

ﬁ
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spectator’s buttonhole in such a way that the spectator will find
it impossible to remove the apparatus.

Start with the apparatus as shown in Figure 168. The loop is
behind the spectator’s buttonhole. Pull the cloth through the

/
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Fi1c. 168.

loop until you are able to push the pen through the buttonhole,
Figure 169. The result is that the apparatus is “locked” onto the
spectator’s buttonhole, Figure 170, and can’t be removed unless
the spectator knows the secret.

> N
Fia. 169,
F16. 170
METHOD: The secret is to reverse t..e actions described above,
But in practice, don’t do this. Instead, when the spectator gives

up, remove the cap from pen, pull the loop free of his but-
tonhole, then reset the apparatus as in Figure 167.

Now if the spectator asks you to repeat the stunt, or if
someone else asks you to do it for him, they might glimpse how
you got the apparatus hooked onto the buttonhole, but they
won’t know how to get it off.

As to why it works, what is involved here is a triangle, with
the pen forming one side, the string another, and the jacket
another. As you draw the jacket through the loop you are mak-
ing one side of the triangle longer and longer. When it is long
enough, the pencil can be worked through the string to dissolve
the loop.

A more permanent version of ‘“Buttonholed” can be made
from a ruler with a hole drilled through it at one end. The loop
of string has to be shorter than the ruler. The handling is the
same as given above.
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90. LOOPHOLE LOGIC

In the unlikely event that a spectator knows how “Button-
holed” works, there is a subtle way to mislead him, using his
knowledge to work against him. The apparatus is the same, but
instead of looping the apparatus through a buttonhole, you will
loop it through the handle of a teacup.

The loop of string must be at least as long as the circum-
ference of the cup. If it is, you can loop the apparatus through
the handle so it looks like Figure 171. The clever angle here is
that if the spectator tries to slide the pen through the loop of
string, the method that worked in “Buttonholed,” he will find it
impossible to apply that thinking here.

The way it’s done was suggested by Ken Allen. Push a loop of
string through the handle of the cup, Figure 172, then draw it
completely over the cup, Figure 173, and you will have the ap-
paratus locked onto the cup as in Figure 171. Keep this method
in reserve for the fellow who knows “Buttonholed,” and you will
be able to spring on him a baffling close-up mystery.

91. THE SNAPPER

The invention of G. W. Hunter, this is more of an amusing
gag than a trick. Remarking that he is always losing the cap to
his pen, the magician says, “But recently I found a pen where
the cap can’t come off. Darndest thing. I can’t figure out how it
works.”
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The magician removes the pen from his pocket. He pulls the
cap partway off, lets go, and immediately the cap snaps back
onto the pen. He does it a few more times and each time the cap
snaps back. When the spectator tries it, the cap does nothing.
METHOD: Hold the pen as shown in Figure 174. Pull the cap
about halfway off the pen. To make it snap back, apply
pressure with the thumb and finger. The cap will “squirt” back
onto the pen. It looks as if there is an elastic connecting the cap
to the pen. The audience will assume this, but when they try it
the cap doesn’t move.

Fi1a. 174,

92. THE HANDS ONLY

In this stunt you use a pen or pencil plus your hands. The
pencil is held as in Figure 175. You give the hands a smooth
twist and the pencil ends up as shown in Figure 176. The stunt
looks simple, yet when spectators try it, they find it impossible
to duplicate.

A

Fia. 175. F1a. 176.

When you get the pencil back you repeat the stunt, but this
time the pencil breaks in half and then vanishes!
METHOD: Hold the pencil as in Figure 175. There is one crucial
move that makes the transition to Figure 176 smooth and easy.
This is to cross one thumb over the other as shown in Figure
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177. Continue moving the right hand to the position of Figure
178 and then to the end position of Figure 176. A reversal of
these moves will bring the pencil back to the starting situation
shown in Figure 175.

Fre. 177.

After the spectator has tried the trick a few times, take back
the pencil and position it as in Figure 175. Repeat the moves
and bring the pencil to the position of Figure 176. Then rest
your hands at the table’s edge and allow secretly the pencil to
drop into your lap, Figure 179.

Say, “Here’s another puzzle. The idea is to divide the pencil
into two exactly equal pieces.” Raise your hands above the ta-
ble and make a breaking motion, Figure 180. Then open your
hands to show that the pencil has vanished. Thus a clever close-
up stunt has been converted to a surprising magical effect.

\ Fia. 180.
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93. INVISIBLE INK

“A secret agent gave me this pen as a gift. He said it writes
with invisible ink.”” As you say this display a pen and cover it
with a handkerchief.

“But I think there’s been a mix-up. It’s not the ink that’s in-
visible but the pen.”” Here you shake out the handkerchief and
the pen has vanished!

METHOD: Hold the apparatus as shown in Figure 181. As you
place the pen under the handkerchief, allow it to pivot to a hori-
zontal position and slip it into the left sleeve of your jacket.

Fia. 181.

Your right hand continues moving up under the handkerchief
as if it held the pen. The right forefinger is extended and your

lafi hand allasre tha handlbawcrhiaf $4a Avanas Avare dha miclhéd Loawd
1CLL 11Allud Aalluwo LlIc llalluncl\:lllcl X0 ulapc uvel l:ll.c llsllb nana.

Your left hand grasps the apparent pen through the cloth,
Figure 182.

Fie. 182.

Your right hand then moves out from under the hand-
kerchief, grasps a corner and flicks the handkerchief at just the
point where you say, “It’s not the ink that’s invisible but the
pen.” The pen has vanished.
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To produce the pen (a good idea if it’s a borrowed pen and
you want to retain the friendship of the fellow who loaned it to
you) drop your left hand into your left trouser pocket. The pen
will slide down the sleeve and into the hand. Pretend to produce
the pen from your trouser pocket.

94. PEN KINK

A fine trick invented by Martin Gardner, “Pen Kink” forms
the basis for the last routine in this book. As the audience sees
it, you explain that you like to give people your autograph be-
cause you gain by the experience. As you patter, borrow a
spectator’s pen, write something on a piece of paper, then
return the pen to your jacket pocket.

The spectator will naturally object, but then you produce the
pen from his jacket pocket. It is a quick, bewildering trick.
METHOD: The only requirement is that you be wearing a jacket.
Take the pen from the spectator and on a slip of paper write,
“Thanks for the pen.” Now your right hand seems to place the
pen in your inside left jacket pocket. But really you allow the
pen to slide down the left jacket sleeve. This idea, done with a
coin, was originated by Arthur Finley.

The spectator will of course object, but before he has a
chance to say much, you say, “All I need is for you to cosign
this paper.’”’ Show him the slip of paper with your right hand.

As you do this, allow the left hand to drop to the side. The
pen will slide down into your waiting left hand. Since the
spectator is sure to raise loud objections by this time, reach into
his jacket pocket with the pen and produce it from his pocket.

95. WRITE OFF

If you have just performed “Pen Kink” and want to repeat
the trick, this gag, devised by the author, allows for a different
ending. You have just returned the pen to the spectator and
have performed some other trick. Then you ask for the loan of
the pen again to perform a trick such as “Popper Up” (page
83).
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At the conclusion of that trick, return the pen to your pocket,
then remember that it belongs to the spectator. Hand it back to
him and apologize by saying, “I keep thinking this pen ought to
belong to me.”

The spectator takes the pen, then realizes that is has changed
to a pencil!

METHOD: In your inside jacket pocket is a pencil about six
inches in length. It rests point-up in the pocket. This is the only
preparation.

Borrow the spectator’s pen. It must be a ballpoint pen with a
cap. Perform “Popper Up.” Then place the cap back on the
pen. Holding the pen with the cap end up, place the pen in your
inside pocket. Say, “Wait a minute. I made this mistake
before.”” As you speak, remove the cap from the pen and place
it on the end of the pencil. This is done with the apparatus in-
side the jacket, so the spectator is unaware that you are trans-
ferring the cap to the pencil.

Remove the pencil so that only the cap shows, Figure 183.
Say, “I keep thinking it ought to be my pen,” and hand it over.
Go on to some other trick. The spectator opens his hand and
discovers that you've given him back Ais cap on your pencil.

A\ %

N

F1ac. 183.

96. INK OF ANOTHER COLOR

There is an old gag where the magician, removing a pen from
his pocket, says that this remarkable pen can write any color
called for. Someone calls out “Red,” and the magician simply
writes the word “Red” on a piece of paper. The following trick
is a literal application of this gag, except that in this case you
cause the spectator’s pen to actually write in a different color
ink.

METHOD: In your inside jacket pocket you have a pen that
writes with, say, red ink or green ink. The color should be any
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color except black or blue, and the pen should be of the
inexpensive variety found in common use. This means that the
pen is likely to match the spectator’s pen, and that is the situa-
tion you wait for.

Do some trick like “Popper Up” with the spectator’s pen, put
the pen in your inside jacket pocket and switch the cap to the
other pen. Remove this pen from your pocket, apologize for tak-
ing his pen, and hand it to the spectator. Immediately do some
other trick, say a coin trick.

If his pen matches yours in appearance he probably won’t
notice the switch. This means that you can now perform a
strange trick where the ink apparently changes color. Hand the
spectator a piece of paper. Tell him to take his pen out of his
pocket, put the paper behind his back and write the word
“Red” on the paper.

Then he gives the pen to you. Take another piece of paper,
turn your back and write “Red’’ on the paper. With your back
still turned, secretly drop this pen into your inside pocket and
bring out the spectator’s pen. Hand his pen back to him and tell
him to put it in his pocket as it won’t be needed.

Have him read what’s written on your paper. He reads the
word “Red” and also notes that the word was written with red
ink. Remark that this is unusual in that his pen writes only in
blue ink. He may think it’s a gag of some kind, but when he
checks the piece of paper he wrote on and still has in his
possession, he finds that the word “Red’” was written with red
ink. Thus he is faced with the impossibility of his own pen writ-
ing in a different color ink.

97. PEN ULTIMATE

The most successful magic is that which is amusing and vis-
ual, and which can be performed standing with people all
around you. This brilliant routine, invented by Howard Wurst,
is just such a trick. The plot is simple, the effects are surprising,
and the finish is both funny and baffling.

The routine is this. You display a pencil and openly drop it
down the right jacket sleeve. Naturally the pencil slides down
the sleeve and falls into the right hand.
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Again you drop the pencil down the right jacket sleeve. But
this time it emerges from the left sleeve. It is the same pencil
and can be marked prior to performance.

The pencil is now dropped down the jacket’s left sleeve. It

emerges from the bottom of this sleeve. This is not surprising,
but suddenly the magician stretches the pencil so that it is now
three times its original size!
METHOD: The trick is not quite impromptu since it is necessary
to carry two pencils of similar appearance in the pocket. The
first is a pencil that can be comfortably palmed in the hand.
This pencil should be about four or five inches in length, al-
though the length will be determined by the size of the hand.

The other pencil should have an eraser end that matches the
eraser end of the small pencil. If both pencils are new, the
eraser ends will match. This pencil is nine or ten inches long.
The actual length is determined by one factor; you are going to
drop this pencil down the left sleeve of your jacket and it must
sit comfortably inside the sleeve between the shoulder and
elbow.

Carry both pencils in the inside left pocket of your jacket.
Just prior to performance, secretly remove the large pencil from
the pocket and drop it down the sleeve. Keep your elbow bent
and the large pencil wiil rest inside the sieeve between the
shoulder and elbow. This prior preparation can be accom-
plished while you turn your back during a previous trick or
when you have the opportunity to leave the room for a moment.

With the preparation complete, remove the small pencil from
the pocket. Display it with the left hand. Remember to keep
your left hand bent at the elbow. After showing the small
pencil, openly drop it down the jacket’s right sleeve.

Your right arm is lowered so the pencil is allowed to slide
down and into your right hand, Figure 184. Display the pencil.
Then transfer it to the left hand again.
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You are apparently going to repeat the same action. Say,
“Magicians are accused of using their sleeves, and that’s be-
cause they do. This is how they practice.” Turn your right side
to the audience. Pretend to drop the pencil down the right
sleeve, but retain it in your left hand. Your left hand comes out
loosely cupped and drops to the left side. But all attention is on
the right hand as you shake the arm and apparently allow the
pencil to drop down the sleeve.

The audience anticipates the pencil will appear in the right
hand. Act puzzled, then say, “It fell down my left sleeve.” Look
at the left hand, open your left hand and show the pencil. This
is a puzzling effect, but you are setting up for a really surprising
conclusion.

Take the pencil with your right hand and pretend to drop it
down the jacket’s left sleeve. Really you drop it into the inside
jacket’s left pocket.

Lower your left arm slowly. Shake it and allow the long
pencil to slide down so that the eraser end hits your palm. Curl
your left hand around the pencil. With your right hand slowly
remove the pencil. Keep pulling it into view, Figure 185. The
startling illusion is that the pencil has stretched to many times
its original size! It is an astonishing trick.




