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How to Answer “How’'d You
Do That?”

Revealing how you actually did a trick makes you look like
an amateur. But you gotta say something when they ask
how you did it. Here are a few snappy answers to get you
started:

“Quite well, don't you think?"

“If | told you, I'd have to kill you.”

“I'm a genetic freak.”

“The question isn't how —it's why.”

“What are you, from 60 Minutes?”

“Pure luck.”

“Can you keep a secret? Well, so can [.”
“Witchcraft. Didn’t you see me wiggle my nose?”
“Through years of tedious practice and self-denial.”
“What do | look like — the Masked Magician?”
“Camera tricks.”
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What to Say When
Vou Flub a Trick

Ideally, you never would flub a trick. If you've
rehearsed in private until your acts of wizardry
are smooth and comfortable, flubbing should be
impossible. But when bad luck rears its ugly
head, here are a few lines to have ready:

+~ "l forgot to compensate for the rotational

effect of the Earth.”
“Hmm. It worked in the magic store!”

“It's all part of the show, folks — the part
that hasn't been rehearsed.”

“That's the first time that ever happened
again.”

“It doesn't look as bad from my side.”
“The real magician will be here shortly.”

“I'm curious to see how | get out of this
myself!”

“Wow, it's so quiet in here, you could hear a
career drop.”

A Field Guide to the Audience

Most audiences enjoy the mystery, entertainment, and
challenge of a magic show. But let's face it: At its core,
magic is an assault on every law of nature we've ever
learned — which makes some people’s brains squirm.
As you progress in your magical career, here are some of
the rarer species of spectatoris weirdus to watch out for:

The Yellow-Bellied Grabber: This spectator can't resist
grabbing your props. Befare you perform, you'll find him
circling you like a vulture, trying to peek into your stuff;
after each trick, he’s the first to snatch your props
away in hopes of finding out how you did it. Turn him
into your ally by choosing him to help with a trick that
makes him look goad.

The Ruby-Throated Guesser: Immediately after you've
created some moment of impeccable, poetic magic,
this species shouts out her theory as to how you did it.
(“You switched it when we weren't looking!”} That can
rattle you if you're not used to it; have a clever line {or
another trick) ready to go, justin case.

The Farfetched Guesser: This sub-class of spectator
also likes to shout aut guesses — but this variety
comes up with incredibly ridiculous theories. They’ll
accuse you of writing down a prediction in your pocket
during the tenth of a second when you were reaching
for a pen, or of having magnets installed in your hands,
or of having made a secret agreement with everyone
else in the audience before the show started. Although
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most people recognize the absurdity of these guesses,
the outbursts can still detract from the delicious final
moment of a trick.

The Longbilled Believer: In this age of Psychic
Hotlines, X-Files, and alien-abduction thearies, an
increasing number of audiences actually believe in
magic. Do a mindreading trick for this kind, and you get
almost no reaction at all — just a small, knowing smile
and some nodding. It can be hard to impress one of
these onlookers, since they've guietly believed all
along that reality is a government conspiracy.

The Clueless Dodobird: Somebody who forgets his
card, making your trick worthless — or, worse, doesn’t
follow instructions.

The Puff-Chested Boyfriend: In the presence of a
girlfriend, a funny thing happens to this ordinarily easy-
going species: He becomes surprisingly defensive,
remarkably unreceptive to being entertained by the
magic. He doesn't like her to see that he can be fooled.

The Fuzzy-Tummied Hatchling: Performing for

children — or the childlike — can be one of the most
rewarding experiences for a magician. A child doesn’t
yet have the ego of a Guesser or a Puff-Chested
Boyfriend, and therefore isn’t threatened by your
magic. As a result, you can relax, focusing on what
you're saying, on creating a feeling of mystery, on your
delivery — and then bask in a young child's reaction of
pure wonder and delight.
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Magic Words Worth Knowing

There isn't much jargon in Magic For Dummies. But the
field of magic — videas, lectures, and ather baoks — is
filled with it. Here's a guide to some of the terms you'll
hear most often.

burn — To watch a trick intensely, with an unblinking
stare, immobile head, and general resistance to
conventional misdirection. A spectator who's burning
you clearly isnt there to be entertained.

clean — The blissful state when a magician’s hands
and props can he examined because they're not rigged
in any way. Example: You're “clean” at the end of “The
Ring off Rope” (see Chapter 5). The audience can
inspect the props from now until doomsday without
learning how you did the trick.

confederate — A secret assistant pretending to be an
audience member. The confederate may, for example,
subtly feed the magician information. Confederates
should be used infrequently, and rarely as the primary
“spectator” in an audience-participation trick
(otherwise, their assistance will be toe obvious).

false shuffle — To simulate shuffling the deck without
actually altering the paosition of certain cards. Some
false shuffles are designed to keep all 52 cards in their
original locations. Other false shuffles, such as the one
described at the beginning of Chapter 10, keep only
some cards — such as the top or battom one — in their
original locations.

force — A standard magic procedure in which an
audience member is offered what seems to be a fair
and free choice (usually of cards) — but, in fact, the
magician has predetermined the outcome. See
Chapter 11 for several easy card forces.

French Drop — A sleight usually used to vanish a coin
held at the fingertips. Magicians today rarely use the
French Drop because of its unnatural appearance.

gimmick — A piece of equipment, unseen by the
spectator, that helps the magician accomplish the
effect. (You may also hear the adjective form, used to
describe a prop that's been specially rigged: “You
probably have a gimmicked pretzel.”)

impromptu — Without advance preparation, using the
materials at hand. Most of the tricks in this book can be
done impromptu, since they involve ordinary, unpre-
pared objects.

lap — To secretly drop something into your lap (when
seated at a table) — or to retrieve an object already
there. Never lap anything that has an open flame.

misdirection — Audience distraction. Misdirection is
an essential magic skill — probably the most important
one; by directing the audience’s attention, you create
opportunities to do tricky maneuvers where the
audience isn't looking.

palm — A tricky move in which a card, coin, or other
object is concealed in what's supposed to be your
empty hand — for example, by pinching it between
opposite sides of your cupped hand. There are many
forms of palming: finger palms, thumb palms, back
palms, and so on.

patter — What a magician says while performing.

play — To work as rehearsed {and to be enthusiasti-
cally accepted by the audience). Professionals often
recommend tricks or presentations by saying, “This
definitely plays.”

riffle shuffle — The most common way to shuffle a deck
of cards: The two halves of the deck are butted against
each other, their ends interlaced by riffling, and finally
mixed by pushing the two halves together.

routine — A series of tricks performed in a logical
seguence, such as the two sugar-packet tricks
described in Chapter 8.

sleight-of-hand — The secret manipulation of props
(usually by the fingers) to generate a miraculous effect.
When magicians speak, they drop the last two words:
“He did a version of the trick involving sleights.”

stacked deck — Also known as a “set-up” or
“prearranged” deck. A deck whose cards the magician
has pre-arranged, unbeknownst to the audience.

stage illusion — A trick that’s big enough to be
performed in a large auditorium. Examples of famous
stage illusions: The Levitation; Sawing a Woman in Half;
The Water Torture; Vanishing an Elephant.

sucker trick — A trick in which you let the spectators
believe that they understand how a trick is done — only
to have their “understanding” dashed.

vanish — (a verb, oddly enough): To make something
disappear. “He vanished my wallet!”
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Praise for Magic For Dummies

“The primary message of magic is that we are all magicians, living in a
magical world. However, most of us don’t have a clue about how to
access that magic. Until now. Magic For Dummies provides a wonderful
introduction, not only to the “How it’s done,” but to the “How and why
you can do it, too.”

— Tobias Beckwith, Producer and Manager

“This excellent introduction to magic is easy and fun to read. The infor-
mation it contains is of as high a quality as many of the more difficult to
obtain (and harder to understand) magical classics. Any one of the card
tricks alone is worth the price of the entire book. I hope readers will
appreciate and respect the value of these secrets.”

— Daryl, the Magician’s Magician

“When I first started magic, which was as far back as [ can remember, |
would have saved a lot of learning time if I'd had a copy of Magic For
Dummies. It’s got so much good advice and material, I'd heartily recom-
mend it to anyone deciding to take up this fascinating business. But
more importantly, it's very readable too.”

— Billy McComb, Society of American Magicians
Hall of Fame, Vice President of The Magic Castle,
Hollywood, California, and Gold Star Member of
the London Magic Circle

“Magic For Dummies teaches more than the mere mechanisms of magic
tricks. It imparts the psychological and dramatic essentials needed to
share a pleasantly magical ambiance of temporary liberation from the
tyranny of natural laws. If that isn’t enough, it’s also a hoot!”

— Looy Simonoff, Associate Professor of
Mathematics and Lecturer on Magic at the
University of Nevada, Las Vegas

“I wish this book were available years ago. All the impromptu magic you
are about to learn represents an accumulation of some of the best effects
in magic. Yes, this one book will make you the life of the party, and from
here you may go on to a new career in magic.”

— Tony Spina, President, Louis Tannen Magic
Company, World’s Most Modern Studio, NYC
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‘Dummies’ is a sign of the times.”

— The New York Times | “...you won't go wrong buying them.”
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— U.S. News and World Report
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About the Author

From age nine, David Pogue (page 17) was the magician at practically every
birthday, street, and Halloween party in his native Cleveland, Ohio until the
day he went to Yale. After graduating, he moved to New York City, where he
conducted Broadway and Off-Broadway musicals for ten years. Along the
way, he founded and taught the magic courses at New York’s Learning Annex
and the New School for Social Research.

In his other lives, David is the back-page columnist for Macworld magazine
and the author or co-author of 15 books, including Macs For Dummies, Opera
For Dummies, and Classical Music For Dummies, all published by Wiley
Publishing, Inc. He teaches more than magic, too — his computer students
include Mia Farrow, Carly Simon, Harry Connick Jr., Stephen Sondheim, and
others.

David is a regular speaker at computer shows and user-group gatherings
nationwide, and has been profiled in USA Today, in The New York Times, and
on the CBS program 48 Hours. He and his wife Jennifer Pogue, MD, live in
Connecticut, where David is a first-time father, a frequent after-dinner
trickster, and a member of the International Brotherhood of Magicians. His
Web page is at www.pogueman.com, and his overstuffed e-mail box is
david@pogueman.com.

About the Magic Consultant

Mark Levy (page 195) fell in love with magic when he was four years old,
after the waiter at a local deli made the letter M appear on Mark’s palm.
Bitten by the magic bug, Mark haunted libraries, bookstores, and magic
shops for the next 30 years, learning all he could about how to make letters
appear on other people’s palms.

Mark’s trick inventions have been published in now-classic books and
periodicals, such as Richard Kaufman’s CardMagic and CoinMagic, Apoca-
lypse magazine, and Magic: The Independent Magazine for Magicians. At his
day job, Mark works in publishing, where he has currently sold over a
quarter of a billion dollars worth of books, and was twice nominated for the
Publishers Weekly Rep of the Year Award. Mark has written reviews for The
New York Times, celebrity interviews (Leonardo DiCaprio!) for entertain-
ment newspapers, and business articles for industry magazines.

He wishes to thank all his friends at Bookazine, and most importantly his
dear family: Rhoda (his mom), Stella, Paul, Joyce, Gil, Joan, Irwin, and
especially his father Sheldon and his Aunt Barbara, who would have been
happy to see his name on this book. His e-mail address is squanto2@aol.com.
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This book would have been only a hollow shell of its current self if it weren’t
for my longtime friend, magic and book expert Mark Levy. It was his brilliant
idea to approach the Western hemisphere’s leading professional magicians,
inviting each to submit a favorite trick to include in this book.

Only one thing topped Mark’s idea: his execution of that idea. He tracked
down all the members of what we affectionately call our Advisory Pantheon,
persuaded them to participate, and secured their submissions, biographies,
and advice.

Along the way, Mark was a constant source of inspiration, ideas, and ingenu-
ity, helping me to cull through hundreds of possible tricks for inclusion in
this book. He was also a source of chapters, beautifully drafting the final
four chapters in the Part of Tens, the glossary, and the short story in the
Intermission.
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time and tricks to the book; you'll get to meet them in the following pages.
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original idea — that it'd be more fun for you, the reader, to see a different
magician performing each trick than to stare at me for 408 pages — proves
to have been right on, thanks to these friends’ patience and good humor.

Thanks, too, to the friendly and expert Jon Racherbaumer, a pro with an
encyclopedic knowledge of magic. He and Mark Levy were this book’s
technical reviewers, frequently reining me in from the brink of error.
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Editor Mary Goodwin, Associate Project Editor Andrea Boucher, Acquisi-
tions Editor Mark Butler — and Mimi Sells and Catherine Schmitz, who
encouraged me to propose the book to begin with.
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stood by me (or crawled by me, as the case may be) throughout the writing
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The Advisory Pantheon

A group of professional magicians contributed tricks, advice, and other
material to this book. I call them the book’s Advisory Pantheon. (Pantheon
means “the officially recognized gods” or “a group of illustrious persons.” In
professional magic, these performers are both of the above.)

I'm presenting them to you here so that you can make a point of going to see
them — they’re tops in the biz — if you ever see that they're performing
near you. Some of them have even provided contact information — just in
case a little magic is what you or your special events require.

David Copperfield called Michael Ammar “the magician’s
magician.” Michael has received six Academy of Magical
Arts’ “Oscars” — the most a magician is allowed to win.
Michael has served as magic consultant to Copperfield,
Doug Henning, Siegfried & Roy, and Michael Jackson. He'’s
also kept busy lecturing, doing corporate magic, and
producing a line of big-selling videos. E-mail:
ammarmagic@aol.com

Mike Bent describes his act is an “homage to ‘B’ science-
fiction and horror movies, comic books (not the stories —
just those strange ads in the back), atomic visions of the
future, brains, schlock movie gimmicks, and '50s hygiene
films.” His TV appearances include A&E’s Evening at the
Improv and Caroline’s Comedy Hour, as well as Comedy
Central’s Short Attention Span Theatre. E-mail:
mikejb@aol.com

Christopher Broughton brings class and humor to the
stage in ways that stun his audience into applause. Using
pop music to accompany his staged “playlets,” Chris
“bounces” a live dove off the stage floor and, in one truly
astonishing moment, produces a child from his empty
hands. The music industry’s top stars — Puff Daddy, Busta
Rhymes, and Gladys Knight, among them — have requested
Chris to be their opening act. Phone: 702-876-8896




According to Stagebill magazine, Eugene Burger is “univer-
sally recognized as perhaps the finest close-up magician in
the world.” Using a few simple props, such as a candle and
cards, Eugene creates miracles more astonishing than
illusionists with a trailerload of apparatus. Twice Eugene
has won the Academy of Magic Arts’ Lecturer of the Year
Award. He was prominently featured on PBS’ The Art of
Magic, A&E’s The Story of Magic, and The Learning
Channel’s Mysteries of Magic. E-mail: magicbeard@aol.com

Lance Burton won the prestigious Grand Prix at the
Fédération International Societé de Magic, with an act
described by magic historian Mike Caveney as “the best
twelve minutes in magic.” That was in 1982. Since then,
Lance’s act has exploded into such brilliance that a major
Las Vegas resort signed him up for an unprecedented
thirteen-year run and honored him by building a theatre
just for him — The Lance Burton Theatre. To magicians,
Louisville, Kentucky is not known for bluegrass or horse
racing. Instead, it’s the birthplace of Lance Burton!

Not only is Mike Caveney considered “one of the funniest
magicians in America” (says The Hollywood Reporter), but
he’s one of magic’s premier historians (his latest subject:
Carter the Great). Mike is a member of the Inner Magic
Circle of London, has been nominated ten times as Stage
Magician of the Year, and was twice named Lecturer of the
Year by the members of the Magic Castle. He also runs his
own publishing company, Mike Caveney’s Magic Words.
E-mail: Caveney@aol.com

At age 13, John Cornelius sorted magazines in the base-
ment of a magic shop. Today, his mindblowing effects —
one of which Doug Henning used as an opener for a TV
special — earned John the International Brotherhood of
Magicians’ Creativity Award. John is the only American
ever to win the Fédération International Societé de Magic
world championship in two different categories — card and
close-up magic.



Daryl has won The Magic Castle’s Magician of the Year
award six times — twice each as a close-up performer,
parlor performer, and lecturer. Daryl sows the seeds of his
magical wisdom in lectures, at workshops, and through the
products made by his company. His video series, Daryl’s
Encyclopedia of Card Sleights, has become the best-selling
series of its kind. Fax: (702) 435-7227. For a catalog of his
tricks, write to P.O. Box 13821, Las Vegas, Nevada, 89112.

Doc Eason is carrying on a record-breaking 21-year run at Colorado’s Tower
Comedy/Magic Bar. There, Doc performs from behind the bar. Among his
best known tricks: Doc not only finds the selected cards of 25 spectators,
but he calls out each spectator’s name as he goes (*Mary, this is your 9 of
Clubs. Joel, here’s your Jack of Diamonds . . .”). Phone: 970-927-3197.

Web: www.doceason.com

Roberto Farini (or “Bob Farmer,” as he is sometimes known) is unable to
provide any biographical material about himself or “any other man of
respect,” owing to his “pledge of Omerta” (don’t ask — we don’t know what
that is, either). All we can infer about him is that during his leisure time,
Roberto enjoys thinking up tricks involving dismembered doll limbs, as
you'll discover in Chapter 6.

Paul Harris’s wild thinking and elegant invention has influenced a genera-
tion of magicians. Recently, Paul acted as magic consultant on David Blaine’s
controversial TV special; produced the Brett Daniels magic extravaganza in
Mississippi; and was hired to make a scene in Mission Impossible Il seem
more impossible. Paul is developing his theory of astonishment, in which
magic helps steer spectators towards a greater appreciation of life.

Bill Herz is one of America’s premier corporate magicians.
Corporations like MTV, Morgan Stanley, Time Life, and
Coca-Cola hire him to custom-make magic tricks that get a
company message across at meetings, banquets, and trade
shows. Since 1987, his company, Magicorp, has sent
magicians around the world to present their wonders at,
and for, companies. You may have read about Bill in
Fortune, Forbes, or The Wall Street Journal.




Jade has become one of magic’s most elegant performers.
Her act is homage to classical Asian magic, filled with
parasols, flowers, and ceramic bowls overflowing with
water. In one breathtaking illusion, Jade tears up bits of
paper — then waves her fan and turns them into a dozen
animated butterflies. Jade is an International Brotherhood
of Magicians’ “Gold Medal” award winner. Phone: Tobias
Beckwith, Inc.: 702-697-7002

Kevin James has wowed spectators in some of the most
demanding showrooms in the world, including at a com-
mand performance for Prince Albert of Monaco. As an
inventor, he has designed illusions for David Copperfield,
Doug Henning, and Mark Wilson; no wonder he was the
guest editor for Genii magazine’s special issue on magic
creativity. His magic company is called Kevin James’
Imagination Unlimited.

Aye Jaye, a comedian and a Clown Hall of Fame inductee,
has been an entertainer since age four, when he appeared
with his carnival-performer parents. Since then, Aye has
performed at countless circuses, Radio City Music Hall, the
Macy’s Thanksgiving Parade, and the Rose Bowl. Aye is the
author of the bestselling Golden Rule of Schmoozing: The
Authentic Art of Treating Others Well (published by
Sourcebooks Trade), and his new career is delivering

| “Schmoozing seminars” to corporations and business
schools. Phone: 414-567-6673

Chad Long has been performing his casual, funny, engaging
brand of magic since the age of thirteen — across the U.S.,
Canada, Europe, the Bahamas, and Japan. He performs
regularly at trade shows, hospitality suites, sales meetings,
banquets, and private parties. A multiple award winner,
Chad has authored several magic books, and his tricks
have been featured in magic publications and videos
around the world. Phone: 904-274-2735. E-mail:

Y Shuffle@mindspring.com




Harry Lorayne has invented hundreds of tricks, which he’s
written about in his 25 magic books. On TV, you may have
caught him performing a mind-blowing demonstration:
remembering the first and last names of each of 500 people
in the audience, each of whom was introduced to him only
once. In short, Harry is the world’s foremost memory
training expert, having written 14 books on the subject,
which have sold 8,000,000 copies worldwide.

Jay Marshall is the last of the living vaudevillians. For
decades billed as “one of the better, cheaper acts,” Jay and
his hand puppet, Lefty, played (as Jay puts it) “the Hippo-
drome in Pottsville, Pennsylvania, the Palladium in London,
and lots of places in between.” Jay, along with his wife
Francis, owns one of the world’s most renowned magic
shops: Magic, Inc. Phone: 773-334-2855

Jeff McBride is one of magic’s superstars. In an act com-
bining equal parts Kabuki theater, Shamanistic spirituality,
and 22"-century conjuring principles, Jeff coaxes water
from the sky and levitates on beams of light. Jeff has won
the Magic Castle’s Magician of the Year award, as well as
the rarely issued Star of Magic citation from The Interna-
tional Brotherhood of Magicians. Recently, Jeff has ap-
peared on Star Trek: Deep Space Nine as Joran, a character
written for him. Phone: Tobias Beckwith, Inc.: 702-697-7002

Tom Mullica is one of magic’s funniest, most respected
close-up performers. He delights the public in his Atlanta-
based Tom Foolery Magic Bar Theatre and with his travel-
ing show. Tom was featured in Penn & Teller’s book, How to
Play in Traffic (publihsed by Boulevard) and on Late Show
with David Letterman. Currently, Tom is in Las Vegas, doing
a daily tribute show to his comedic mentor and friend of
17 years, Red Skelton. E-mail: poolery@aol.com

Rich Marotta performs standard stage illusions, but with a
hilarious difference. When “sawing a woman in half,” for
example, the star of the routine is a dummy — and its cloth
innards tumble out as it's sawed in half. Assisted by his
wife, Tamara Haas, Rich has brought laughter and mystery
to the best known comedy clubs in the country (Caroline’s
and Dangerfield’s), as well as to TV (Comic Strip Live and
The Showtime Comedy Club). Phone: 212-532-5019. E-mail:
richmarotta@earthlink.net



Mike Maxwell is a close-up performer, writer, editor,
producer, director, and owner of the magic video and
publishing house A-1 Multimedia. He published the com-
plete works of Paul Harris as The Art of Astonishment,
Volumes I, Il, & Ill. Phone: A-1 Muitimedia: 800-876-8437.
E-mail: gr8trix@aol.com

Billy McComb received a medical degree from Queen'’s
University in Belfast — and promptly went into magic.
Since then, Billy has performed at Buckingham Palace and

! the London Palladium. He appeared in over 30 movies, plus
his own magic TV series. Billy was the first non-American
ever elected into the Society of American Magicians’ Hall of
Fame, and he received both the World Magic Summit’s
Living National Treasure Award and the Academy of
Magical Arts’ Lifetime Achievement Award. These days,
corporations hire Billy to attend awards dinners disguised
as “our British representative” — where he delivers a hilarious speech full of
buzzwords and half-truths. The guests laugh until they fall into their cheese-
cake. Fax: (213) 850-5570

Jon Racherbaumer, this book’s technical reviewer, came to the Big Easy in
1961 for the Madi Gras and is still recovering. He says, “New Orleans is in
the land of dreamy dreams, where there is great food, music, and uninhib-
ited celebrations of every kind. It is the greatest open-air asylum in the
world. Every day is undeniably magical.” Jon has written over 50 magic
books, sired 7 children (Karen, Michael, Jona, Jonathan, Erika, Robynn, and
Ry), survived voodo, Ann Rice mania, hurricanes, and the swampy heat. He
can often be found at the Reality Check, an imaginary bar, with six charac-
ters in search of an unforgettable card trick!

As an illusionist, Richard Robinson has performed at venues from The Yale
Art Gallery to Atlantic City’s Trump Castle. Richard runs one of the most
sophisticated magic sites on the Web — www.allmagic.com. In other careers,
Richard wrote and produced live satellite radio broadcasts for Mick Jagger,
Sting, Duran Duran, and Pat Benatar; wrote several books, including Rock,
Roll & Remember with Dick Clark; produced records for Lou Reed, David
Johansen, and The Flamin’ Groovies; and directed some of the earliest rock
videos for Blondie.

George Schindler was the national president of the Society of American
Magicians before being elected into its Hall of Fame. While George special-
izes in performing his comedic miracles for corporate clients, he’s also an
expert at ventriloquism. You may have seen George in the Woody Allen
movie New York Stories, in which he played Chandu the Great.



Jeff Sheridan is credited with restarting an entire art form
« in the U.S.: street magic. Before Jeff started performing his
card, cigarette, and sponge-ball routines in Central Park
during the 1960s, there were no American street magicians.
Both the public and the magic fraternity paid attention —

1 Jeff counted among his magic students teenagers Jeff
McBride and David Coppertfield. Recently, Jeif toured
Germany in a show directed by movie impresario Werner
Herzog. Phone: 212-969-0735

Looy Simonoff claims — get this — that he doesn’t exist. If Looy did exist,
however, he’d be a math professor at the University of Nevada, Las Vegas,
teaching a celebrated course called Beginning Magic. The fictional Looy
would be adored in magic circles, both for his wit and his wild effects. In
one, for instance, he says, “I think | have a stone in my shoe” — and removes
a rock the size of his foot from inside the shoe. Phone: 702-895-0361

Jim Sisti specializes in a demanding area: close-up restau-
rant magic. The restaurant’s customers watch selected
cards stick to the ceiling and magically appear under their
own drinking glasses. Jim publishes a national newsletter

1| for restaurant and bar magicians called The Magic Menu.
Not all of his spectators have napkins in their laps — he
also performs for corporations such as Norelco, Pfizer, and
Hewlett-Packard. E-mail: jsisti@ibm.net

Tony Spina has been a regular on TV, including The Tonight
Show. A winner of the Society of American Magicians’
Magician of the Year award, he’s served as consultant to
David Copperfield, Doug Henning, and Woody Allen. But Tony
may be best known as the owner of New York City’s Louis

| Tannen Magic, arguably the most famous magic shop in the
world. Phone: 212-929-4500. E-mail: spinamagic@aol.com

Jamy lan Swiss has performed his riveting sleight-of-hand
for audiences from Fortune 500 companies to Caesar’s
Palace to the Smithsonian. He has appeared on 48 Hours
(CBS), Sonya Live (CNN), Nova (PBS), and The Art of Magic
(PBS); served as creative consultant on feature films and
prominent magicians; and has lectured to magicians in 13
countries. He writes a column in Genii magazine; is a
contributor to Skeptic magazine; and cowrote The Art of
Magic, a companion book to the PBS documentary. Phone:
(212) 581-7120. E-mail: jamyianswiss@uworldnet.att net




Dan Sylvester (also known as “Sylvester the Jester” and
“The Human Cartoon”) does things previously seen only on
Saturday morning cartoons: His eyes bulge from their
sockets; he threads a rope through his head and plays a tune;
and he attaches a car battery to his ears, making voltage
visibly shoot through his body. And that’s just the opening!
f Dan has performed his outrageous miracles on many TV
shows, including NBC'’s The World’s Wildest Magic and
Nickelodeon’s Make Me Laugh. Phone: 562-867-4884

Johnny Thompson, along with his wife and co-star Pam,
have won dozens of magic awards worldwide, some of
which would require umlauts and tildes to cite. The Great
Tomsoni & Co. (as they're known) are one of the earth’s
most hilarious, mystifying, and sought-after magic acts.
While most performers spend a lifetime trying to be
serviceable in either close-up or stage magic, Johnny can
stun spectators five and 500 feet away equally adeptly. He
has designed special effects for amusement parks and
industrial shows, and he’s also a virtuoso on the bass
harmonica.

Torkova is never at a loss for pocket change. During his
award-winning act, he produces hundreds of coins from
thin air, to standing ovations. The New York Post calls
Torkova'’s sleight-of-hand and misdirection abilities “un-
questioningly among the best.” While Torkova regularly
performs for corporations and at international festivals, he
also wows the likes of Dustin Hoffman and Don Johnson at
private parties. Phone: 212-686-4050. E-mail:
torkova@earthlink.net

Gregory Wilson performs and lectures worldwide — for
Fortune 500 companies, comedy clubs, colleges, lavish
yachts, and even backyard hot-tub get-togethers (where his
polyneoprene tuxedo really comes in handy). He’s a featured
favorite at Hollywood’s famous Magic Castle; the latest in his
list of bestselling instructional videos is Card Stunts: Cards
that Disregard their Own Personal Safety for Your Entertain-
ment Pleasure. Best quote: “People often ask me if [ can
actually make a living doing magic. Of course, | don’t mind if
they ask that before the show.” Fax: (949) 650-1135. E-mail:
theothergw@oco.net



Meir Yedid was recently elected The Society of American
Magicians’ Magician of the Year — and is the only man ever
to win that society’s close-up championship twice. As a
maker of magic tricks, Meir’s braintrust of inventors

| includes Harry Anderson, John Bannon, Gene Maze, and

| Johnny Thompson. Meir also publishes a highly regarded
online newsletter, MagicTimes. For a free copy, e-mail
meir@mymagic.com. His Web site is at www.mymagic.com.

Finally, a super-special thanks to the other magicians who contributed time,
expertise, and friendship: the hilarious and internationally famous Terry
Seabrooke; the Amazing Jonathan, who really is amazing; Barry Lubin (also

known as Grandma the Clown, a man who, at Ringling Brothers Clown
College, majored in “Idiocy and Oops, with a minor in Stupidity”); Todd
Robbins, America’s most esteemed freakshow performer; C.W. Wolfe, voice-
over artist extraordinaire; rubber-band genius Dan Harlan; creative genius
Steve Fearson, who can levitate himself five different ways; Seth Ossinsky;
skeptic Ray Hyman; Ron Bauer; Milt Kurt; Dick Zimmerman; grand illusionist
David Seebach; Richard Kaufman; Zsajsha and Zeke Jaye; Erika Larsen and
Jim Krenz of Genii magazine; Stan Allen of Magic magazine; super-agent and
performer Peter Reveen; and Dave Goodsell of M.U.M. fame.
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Maybe you've noticed: In this age of X-Files, Psychic Friends Hotlines,
and a new UFO movie every month, magic is making an explosive
comeback. David Copperfield, Lance Burton, David Blaine, and The World’s
Greatest Magicians specials appear on TV almost monthly. Maybe society
needs a break from encroaching technology, or maybe we’re just riding the
upswing of the big spiritual pendulum — but there’s no question that magic,
as a hobby, a performance art, and a belief, is booming.

A magic trick creates a tiny, giddy, momentary bubble of disbelief. “That’s
got to be a trick,” the audience says to itself — “. . . almost certainly.” For a
split second, you, the magician, have grabbed the spotlight in a way that
nobody can resent. Magic is therefore the perfect skill for the business-
person who needs an ice-breaker, the teenager who wants a self-esteem
boost, the ham or klutz who needs a socially acceptable outlet, or the
romantic who wants to impress dates. (1 should know: [ won my wife over
with magic tricks!)

About This Book

Would you like to know how David Copperfield makes airplanes disappear?
Would you like to saw beautiful women in half? Would you like to escape
from a water tank on national TV?

If so, you've picked up the wrong book. Sorry about that.

In this entire book, there’s not a single trick that requires a crew, not one
trick bigger than an icebox, and not a single prop whose construction
involves a table saw. Big TV stage magic is glorious to watch, but wait until
you see people’s faces when magic happens in their hands. Trust me on this:
The joy isn’t in knowing how other magicians work; it’s in being the magi-
cian yourself.

I'll teach you how to perform little miracles. You can do them on the spur of
the moment, using unprepared items you borrow on the spot: money,
pencils, clothing, silverware. You'll be surprised at how just a couple of
extraordinary stunts with ordinary things can add charm to your personal-
ity, impress friends, and land important job promotions.
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And by the way: There’s no real sleight of hand in this book. Not one of the
tricks in this book require days of practicing “moves” over and over again.
Out of the 841,302 magic tricks in the world of wizardry, I've found 100 that
are astounding without being difficult. But you’ll see that for yourself.

That’s not to say, however, that doing magic doesn’t require skill; 'm just
saying that you don't have to have great manual dexterity. No, the talent
required here is showmanship. Only a small percentage of doing a trick well
is trick. Most of it, believe it or not, is presentation — timing, eye contact,
style, and talking. Learn to put over a magic trick well, and you’ll also find
yourself improving at making speeches, telling jokes, and understanding
politics.

Where the tricks came from

In most cases, the magician who makes up a new trick gets no money for it.
The idea may catch on — at magic conventions, in conversation, in perfor-
mance — and may get passed along from magician to magician, but the
inventor doesn’t get rich. As any lawyer will tell you, you can’t copyright
an idea.

As a result, magicians make it a point to honor the originator when they
write about a trick. Professional magic books and videos are full of such
crediting. The thoroughness of this may sometimes seem ridiculous — “This
is a trick originally developed by Dai Vernon and adapted by Jay Marshall
into a version Michael Ammar presented in his first video, with the ending
twist added by Johnny Thompson” — but it’s a sweet and noble tradition.

Although there’s nothing illegal about publishing a bunch of tricks without
acknowledging who thought them up, doing so is definitely not classy.
That’s why this book’s technical reviewers and I have done everything we
could to accurately credit the various inventors and refiners of each trick —
you'll find the complete lineage of each trick in Appendix C, the Trickography.

As a result, all the tricks in this book were either dreamed up (or enhanced)
by the 35 magicians who contributed material, or the tricks are so ancient
and well-established that nobody can remember who invented them. (Or, as
magician Aye Jaye would say, “Sure, | know who came up with that. It was
Schlobotnik the Fool in 7 A.D.™)

Of handedness

To keep everyone from going insane, 1've written this book as though
everyone’s right-handed. If you're a lefty, simply scan the book into your
word processor and do a global search, substituting “left hand” for “right
hand” everywhere it occurs.
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How This Book Is Organized

This book comes pre-sliced into five handy chunks.

Part I: Becoming Magical

The hardest part of getting into magic is just getting over what I call
magician’s stage fright. That’s a lot like the traditional fear of failure in
public, but compounded by the terror that somebody will figure out how
you're doing the trick.

The first two chapters of the book, therefore, are risk-free. They're meant to
ease you into the spotlight with tricks that are either pure humor (and very
little mystery), as in Chapter 1, or so sure-fire (Chapter 2) that your confi-
dence will skyrocket.

Part 1l: Wizardry Anywhere

The great thing about magic is that you can do it anywhere. This style of
spontaneous, borrowed-prop magic is called impromptu magic, and it’s the
focus of these chapters. They cover tricks you can do with money, office
supplies, other people’s clothing, and stuff you encounter while out and
about.

Part 111: The Restaurant Zone

To a magician, a restaurant is like Prop Land. These chapters, which offer
tricks you can do with tableware, food, and matches, are ideal for any
magician who eats.

Between Parts Ill and 1V, by the way, is a strange little written interlude 1 call
the Intermission. A piece of fiction, actually, but a very telling one — that
may inspire (or frighten) anyone considering a full-time career in magic.

Part IU: Pick a Card . . . Trick

These are some of the best — and most unusual — card tricks ever
squeezed into a single chapter. A second chapter teaches you the basic
components of a good card trick, in the hopes that you'll then be able to
construct one of your own.
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Part U: Party Time

Many of the tricks in this book take place on a stage no bigger than your
palm. In these three chapters, however, you enter the world of parlor magic —
tricks big enough to do standing up before a room full of people. Tricks with
rope, mindreading, and rolls of toilet paper.

Part Vl: The Part of Tens

Five top ten lists, for your winding-down pleasure. They’ll give you insight
into the traditions, history, rules, and humor of magic — and show you ways
to get even more into magic.

Part Vll: Appendixes

The book wraps up with three bursts of reference info. One is a glossary;
one’s a list of magic shops, publications, and organizations; and the
Trickography credits the various magicians who have left their marks on the
tricks in this book.

lcons Used in This Book

Cute little icons dress up the margins of this book. They're there to help you
spot items like these:

This icon denotes something you have to do before performing. Because
this book is so heavily slanted toward tricks that don’t require much setting
up, there aren’t many of these icons.

The tricks in this book aren’t difficult to do, but that doesn’t mean they
don’t require practice. This icon clues you in to the parts that require the
most rehearsal. Get this part smooth, and it’s downhill from there.

Much of magic is acting, if not downright lying. You've got to pretend you're
actually violating the laws of nature. Here are your moments to ham it up.

Misdirection, of course, is drawing the audience’s attention to the wrong
thing at the right time, so that you can get away with whatever sneaky deed
is required. This icon indicates those delightful opportunities.
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Most people love watching magic. Some, though, treat your performance as
a challenge to be conquered, and you as a charlatan to be exposed. This
icon tips you off to places where, if you're not careful, an audience member
could ruin your trick.

This icon points out subtle touches that enhance the illusion by playing
upon human nature. You'll see.

Yep, it’s a tip: a sage morsel of good advice accumulated from battle-scarred
experience. ‘

The Process of Learning a Trick

So how do you learn a new trick? Read about it. Get the necessary props and
try the trick in private. You'll usually know right away if the trick is going to
be any good. For example, | recently tried out a trick that involves threading
somebody’s wedding ring over the four corners of a cloth restaurant napkin.
Are you kidding? That'’s like trying to stuff a blanket through a straw. Next!

If the trick shows promise, though, most books advise you to try the trick in
front of a mirror. ( Now you know why magicians are so often in the bathroom.)

A mirror is great for letting you see what the audience sees, for making sure
the secret isn’t visible, for practicing moves. But it has one huge drawback:
You have to watch the mirror as you do the trick! That’s nearly impossible
to do.

In the real world, you’ll never be watching yourself; you'll just be doing the
trick. Many tricks take advantage of misdirection — directing your
audience’s attention to the wrong place by looking there yourself. Well,
guess what? It’s impossible to practice misdirection in the mirror, because
the minute you look away from the mirror, you can’t see how you're doing!

Fortunately, you were foresighted enough to wait until the Camcorder Age to
take up magic. The camcorder neatly solves the mirror problem: It lets you
perform the trick exactly as you’d perform it for an audience, complete with
misdirection, eye contact, and so on — and still analyze your own weak
spots by watching the videotape playback.

Not everyone has, or can borrow or rent, a video camera. But doing so
makes a huge difference to the speed of mastering magic. It’s worth the
effort.
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Welcome to the Circle

Writing a book like Magic for Dummdies is not without its risks.

Some professional magicians believe that magic is a private club, a closed
circle to which newcomers are not welcome. One pro | know, who I'll call
Floyd the Great, broke out in screaming red hives at the thought of a magic
book for beginners. “Magic is for magicians,” Floyd told me. “If you write this
book, you'll be destroying the art!”

As the co-author of Opera For Dummies, 'm already familiar with art forms
that some consider a private club. | know that there’s an upper echelon of
“experts” who, having clawed their way to the top over many years, feel
threatened by the thought of throwing open the doors to anyone who’s
interested.

Ah, but | believe that these people have it absolutely backward. The art of
magic will die if it isn’t taught, if the excitement isn’t passed on and ampli-
fied. After all, where the heck did Floyd get his start? You better believe that
some book or some person taught him. I'm firmly of the belief that everyone
should know at least a couple of magic tricks. The more people get inter-
ested in magic, the more they’ll do it, invent it, watch it, buy it — and even
become Floyd'’s fans and followers.

So prove them wrong. Make the art prosper by doing a few tricks really well.
In doing so, you'll find your life enhanced in ways that have nothing to do
with magic. You'll be more comfortable in front of crowds, more confident in
everyday transactions, and more fun to be around. You may not believe in
magic, but you’ll be turned on to the magic of physics, of words, and of
psychology. In other words, you may very well discover the magic of magic.
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In this part . . .

ver had a nightmare where you're standing in front of
a crowd to give a speech — but you can’t remember
what to say?

No wonder — fear of public embarrassment is coded into
our genes. The self-working, confidence-building tricks in
this part are designed to get you over the hump of stage
fright. With these sure-fire miracles, you can gently adapt
to being the center of attention.




Chapter 1
All Form, No Content
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In This Chapter

# How to get comfortable in the spotlight
# The importance of patter

% A few goofy, funny tricks to warm you up
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f you've read this book’s Introduction (which I highly recommend), you

already know that only a tiny percentage of a magic trick is what you do.
The rest is how you do it: your sense of humor, timing, and talkiness. Hate to
break it to you, but behind the scenes, some of the world’s greatest magic
tricks actually look pretty dumb. Out front, they look spectacular — but you
may have to overcome a certain self-consciousness when doing them.

How can | possibly stress the importance of personality in magic? How can |
cure you of worrying that you might get caught doing something silly? How

can | hook you on the rush of entertaining people, even if you've never been
a show-off before?

Hey, I've got it: I'll begin the book with tricks that are nothing but showman-
ship. These tricks aren’t even tricks. They’re optical illusions, hilarious
visual jokes, laugh-out-loud quickies. These tricks aren’t about fooling
people; they’re about entertaining people — which, after all, is the goal of
magic. Because there’s nothing for the audience to figure out, you won’t
suffer that kind of performance anxiety.

These tricks will, however, get you into the habit of performing. Try them
out. Get a sense of how people react to you. Practice being onstage. See how
it feels to talk as you go. (See the sidebar “The importance of patter” on the
next page for more about talking and performing at the same time.) After you
do a few of these, you'll be ready for the added excitement of astonishing
and entertaining people; that’s what the rest of the book is about.
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The importance of patter

Patteris magicians’ terminology for “what you
say while you're doing the trick.”

Not every magician talks while performing;
some stage magicians, for example, hit Play
on the CD player before doing their stuff. You,
however, may find it a tad inconvenient to whip
out a boombox as you sit down at the restau-
rant table or stand in line for movie tickets.

Except for the occasional mime, no magician
performs in absolute silence; it's just too un-
comfortable, and therefore less entertaining.
Because the music thing isn't ideal for close-
up, impromptu performances, you have to talk
while you do your tricks.

Patter can take various forms. If you can't think
of anything clever, just describe what you're
doing. {“Now I'm going to insert this steak
knife, which you've previously examined, into
the melon ..."” and so on.) Sometimes you may
be able to create a story line that goes with

your trick. {“"Centuries ago, there was a magi-
cal steak knife from India who fell in love with
a forbidden cantaloupe . ..")

If you're a business person and you're going
to perform a trick to begin a speech, it’s usu-
ally easy to make up patter that ties in with
your pitch. ("Now, most consultants are like
steak knives plunging into a melon. They only
tackle prablems they already know they can
solve . . ."} The point is to say something
as you go. Make it funny, make it serious
and mysterious, make it New Age and life-
affirming — just say something.

Because patter is a huge part of any good
magic trick, I'm going to suggest patter for
every trick in this book. If you use it, great. If
you don't, replace it with your own homemade
patter. Whatever you do, don't perform in
silence.

The Anti-Gravity Pencil

You don’t necessarily need a pencil for this trick. Advisory Pantheon

member Richard Robinson, who recommended this illusion, uses a magic
wand; but you could also call this trick The Anti-Gravity Pencil, Butter Knife,
Letter Opener, Straw, Ruler, Magic Wand, or Other Long Skinny Doodad.

The effect: With great concentration and a furrowed brow, you clench a long
pencil (or other long skinny doodad) in your fist. You hold it high above
your head — and open your fingers one by one. But the pencil doesn’t fall! It
hangs there against your palm, defying gravity.

The secret: The only thing defying gravity is the index finger of your other
hand. Like | said, this one isn’t really designed to fool anyone older than
about nine years old (although you may be surprised). But it sure looks
good, and it’s great practice for overcoming the “The-secret-is-so-stupid-I-
can’t-believe-I'm-doing-this” syndrome.
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1. Rub the pencil (or other doodad) up and down against your clothing,
as though you’re building up a static charge.

“Did you ever fool around with static electricity when you were a kid?”
you might say. “We used to rub balloons against the carpet, and then
they’'d stick against the wall.”

2. Lay the pencil across your open left palm (photo A in Figure 1-1).

For added effect, you might pull it away from your skin a couple of
times, as though you're testing the static charge.

3. Close your hand into a fist. Grab your own wrist with the other hand,
as shown in photo A. Turn your fist so the back faces the audience.
As you do so, straighten your right index finger (which is out of
sight) so that it pins the pencil against your palm (photos B and C).

You'll have to open a couple of your fist fingers briefly to let your index
finger in.

Yes, [ know — you're worried that people will see this move. They
won't. First, your turning wrist blocks your index finger’s movement.
Second, your audience isn’t even tuned in yet — as far as they’re
concerned, you haven’t even started the trick yet! If you act as though
nothing important has happened yet, so will the audience.

<'\\\“51

After you're in position, however, your attitude should change. Now
you're into science. Now the hush falls over the crowd. Now get slow,
deliberate, and highly mystical. Start acting.

“The funny thing is — when the humidity is just right .. .” (It’s okay to
not finish your sentences here. You're much too busy concentrating.)
“I've found that even heavier objects can sometimes — here, I'll just . . .”

4. Raise your hands to the level of your head. Look at your hands. With
a great display of difficulty, balance, and danger, open your fingers
one by one (photo D).

Leave the thumb last; to the last moment, you want your audience to
think, “Oh, big deal. The thumb is still holding the pencil.” Then, when
you finally do open your thumb (and the pencil doesn’t fall), there’s a
moment of genuine shock or hilarity, depending on how seriously your
audience is taking you.

At this point, spread your open fingers wide. You might decide to move
your hand slowly around, maybe even shaking it. You might even roli
the pencil mysteriously up and down your palm (with your index
finger), although doing so immediately gives away the secret. (Which is
fine if you're doing this for comedic effect or for children.)
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Figure 1-1:
At the
outset, the
setup looks
innocent
enough (A),
here
featuring a
magic
wand. After
you‘ve
closed your
left hand
(B), your
right hand
(seeninC
from
behind} is
missing a
finger,
although
nobody will
notice. And
voild ...
anti-gravity
(D)

5. Finally, close up your fingers again and bring your hands down.
Deliberately turn your left fist knuckles up — which perfectly con-
ceals your right index finger sneaking back out of your palm and
joining the other fingers on your wrist.

You've just reversed the move you made at the outset. There's nothing
left for the audience to see but your left fingers opening, revealing an
ordinary pencil that, by now, has lost its static charge.

If anyone actually looks mystified, you can now hand over the pencil: “You
wanna try? It feels really neat!”

Otherwise, if everyone’s smiling and thoroughly entertained, you might
decide to (a) get back to work, (b) break your pencil with a dollar bill (see
Chapter 3), or (c) push the pencil up your nose (see Chapter 4).
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Truths of Magic, Part 1: Nobody
questions the procedure

At one point in the Anti-Gravity Pencil trick
that opens this chapter, you're supposed to
grab your wrist with the other hand. In 1,000
performances, nobody will ever ask why it's
necessary for you to grab your own wrist!
Deep down, they'll assume you're trying to
stabilize your fist, help lift it into the air, guard
against germs, or whatever.

But the more important lesson here is useful
in overcoming your shyness about doing
magic: When it comes to how you do some-
thing, the advantage is definitely the
magician’s. For some reason, audiences sim-
ply don't question the way you do something;

they just assume that the rules of the trick are
a given.

Look: If a stage magician were really magic,
he'd just stand there in the middle of Times
Square with his assistant and slice her in half
with a power saw. But he doesn't. He puts her
in a box, on a table, on a stage, with the audi-
ence seated out front, blocking their view of
his assistant before cutting her in half.

But not a single person complains about all
that setup. To them, a woman still got bisected,
and it's a darned-tootin’ miracle.

13

The Disappearing Anything

You won'’t get far in your study of magic without hearing about misdirection.
That’s when you make the audience look at the wrong thing, so they com-
pletely miss the real action of the trick.

You probably assume that misdirection is very difficult, especially with an
audience all around you. Actually, though, misdirection is amazingly easy,
thanks to this handy piece of psychological trivia:

People look where you look.

If you're talking to me at a party and | look sharply at something over your
shoulder, you turn and look, too. But if 'm looking you straight in the eye
while I talk, you must look me in the eye. You can’t help it. Meeting the
speaker’s gaze has been programmed in your DNA and reinforced every day
of your life.

You probably assume, too, that you're new to misdirection. Actually, | doubt
it. Misdirection goes on every day, all around you, in fields unrelated to
magic. It happens in child-rearing. (*Thud. * “Waaaaaahhhh!” “Ooh, look,
little Timmy! Here comes Mr. Teddy Bear! Lookie here!™) It happens in
politics. (“You had an affair while in office!” “Look out! There’s a war in the
Middle East!”) It happens in relationships. (*You're late again.” “Oh, yeah?
Well, you forgot my birthday last week!™)
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Keeping your eyes on the prize

Beware one common misdirection pitfall of
beginning magicians. Painfully aware that
you're doing something tricky, and deeply wor-
ried that someone will catch you, you may try
to cover your actions by staring at your audi-
ence. That is, if you're at dinner, you might
unconsciously stare into the eyesof your date.

They, programmed (like all humans) to meet
your gaze, will completely miss the trick.
They'll also think something’s wrong with you.

Instead, look above peoples’ heads, as though
you're going to chuck this poor croissant all
the way to the rest rooms. And it's not staring,
anyway; it's aiming.

You're about to see a trick that relies purely on misdirection. Mastering it
will require a big mental gulp on your part — you won'’t believe you can get
away with it — but it’s super-easy and quite magical-looking. In short, I'll
show you how to make anything disappear. Anything small, anyway.

The effect: You grab something small — a dinner roll, a $20 bill, a cork, a
business card, an oyster, an egg timer — and toss it into the air, where it
vanishes instantly.

The secret: It’s all misdirection. You look where the thing is supposed to fly;
everyone else will follow its trajectory. Trouble is, it won’t be there. The
trick is over before they start paying attention!

The fake-out toss is probably easiest to learn at a restaurant, where you'’re
seated at a table. For this example, say you're working with a dinner roll.
1. Hold the object in your right hand.

“Hey, have you read any of the new research about the aerodynamic
properties of dinner rolls?” you might say. “Check this out!”

Photo A in Figure 1-2 shows a dinner roll in pre-throw position.

2. Drop your hand back and down, as though you're preparing to throw
a Frisbee.

This all happens in one fluid motion, by the way.

3. Simultaneously, turn your head out and to the right and look where
the roll would go if you were really going to throw it.

Again, this is exactly what you’d do if you were going to toss a Frisbee.

4. Drop the roll into your lap (the table hides it) and whip your hand in
the direction you’re looking.

Once again, your hand moves exactly as though you’d just tossed a
Frisbee ( photo B).
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Figure 1-2:
{(A) shows

the windup.

You're
looking
where
you're
going to
“throw the
object.”
And then
(B): It’s all
over.

.|

Thanks to the power of your eyes and your violent hand motion, there’s
no way anyone can help jumping back and watching to see the roll’s
flight through the air. After about one second, they’ll realize the roll is
gone, and they’ll immediately stare at your hands — which are, of
course, empty.

The whole thing takes less than a second.
\4
P Don’t be nervous, don’t slow it down, and don't look at the roll once you've
begun the windup. It’s just a quick toss. If you can videotape yourself, you'll
see how incredibly convincing this illusion is.

The One-Legged Leg Vanish

Here’s another gag that won’t fool anyone, but will have everyone thor-
oughly entertained.

The effect: You hold a coat or towel in front of your legs for a moment as you
sing corny circus music. When you lift the coat, one of your legs has van-
ished — leaving only the shoe behind!

The secret: Pull your heel out of your shoe before you begin the trick. You
then simply tuck your leg up behind the coat.

To prepare, grab a coat, towel, throw rug, or some other piece of opaque
fabric big enough to cover your legs from the knees down. You’ll have best
results if you loosen your shoe before you take the stage.

1. Stand with your feet together. Lower the coat so that only your shoe
tips peek out.
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“All my life I wanted to do magic tricks,” you might say. “But time after
time, people would just say: ‘Hey — try making yourself disappear!” and
they’d burst out laughing.”

2. As you talk, pull your foot free of the shoe; your toe is touching the
floor of the shoe for balance.

Photo A in Figure 1-3 shows your starting position.

“The funny thing is, 1 took ’em seriously. I'm working my way up to
making my entire body disappear into thin air. Wanna see what [ can do

so far?”

3. Behind the coat, lift your free foot up, balancing on the remaining

foot.

Look down as you do this. (Remember: The audience looks where you

look.)

4., Slowly lift the coat about two feet, enough for people to see that your

leg is missing.

It’s actually a very funny sight — not what you’'d call mystifying, but
extremely weird (photo B). (Of course, it'd look at lot less weird if
people could see you from behind, as shown in photo C.)

As you hold this position for a moment, you might fill the time by
singing some corny show-biz tune, like the Johnny Carson theme:
“DAAAH-dot-dot-daah, dahhhh . ..”

5. Slowly lower the coat to your shoe tips again. Slip your free foot back
into its shoe and whip the coat away to reveal your fully restored leg

(photo D).

Grace under Fire, Part1

Kids, in particular, adore The One-Legged Leg
Vanish. One six-year-old in my neighborhood
nearly nailed me last summer, though. After a
masterful performance of The One-Legged Leg
Vanish, he yelled out, “"Now make ‘em both
disappear!”

So | did what any self-respecting magician
would do: | made something up. By sheer co-
incidence, | was standing directly in front of

the kid’s back porch. A railing came down par-
allel to the staircase, and it ended with a post
just about at the level of my hips.

| did the same trick — except [ loosened both
my shoes. Unbeknownst to the kids, | actually
sat on the railing past, lifted up both my legs,
and — sure enough — convinced the kids that
| was now floating in the air!
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|
Figure 1-3:
The
preparation
(A), the
illusion (B),
the secret
(C), and

the big
finish (D).
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Fingertip Munch

Figure 1-4:
CRRRUNCH!
The
shattering
of your
bone has
got to be
heard to be
believed.
L |

This trick is tacky, juvenile, and completely revolting. It's one of my favorites.

The effect: You've got a hangnail. As everyone watches in grotesque fascina-
tion, you begin nipping at your finger with your teeth. Deeper and deeper your
finger goes into your mouth as you bite, until suddenly — crrrrrunchhh! —
you accidentally chomp your own bone. The sound of splintering skeleton is
loud enough to hear from the next table.

The secret: The sound of disintegrating bone is provided by a cough drop,
peppermint, or other piece of hard candy you’ve previously socked away
into your mouth. (Handy alternative: Slurp up an ice cube from your drink.)

The only tricky part to this whole aifair is getting peoples’ attention — and
even that shouldn’t be too tough. “DARN!” you can exclaim loudly. (That
usually does it.)

1. When everyone'’s staring at you, stare at your index fingernail,
picking at it.

“I hate getting these hangnails. You ever get those?” Now start nipping
at the edge of your finger with your teeth.

2. Push your finger farther into your mouth and chew harder.

As the moment of truth approaches, ensure that your finger is actually
outside of your teeth, between them and your cheek.

3. After about four seconds, kick the hard candy into position between
your back teeth with your tongue. Bite down hard.

Figure 14 shows the effect.

What makes the trick (in addition to the horrific cracking, crunching
sound) is that you freeze in horror, motionless, eyes wide, and let out
just a tiny whimper of excruciating pain.
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After a moment of enjoying the crowd’s aghast expressions, chomp two or
three more times on the pieces of shattered candy, now pretending to enjoy
the taste of fresh finger bone. Finally, pull out your finger, look it over,
announce, “Got it!” and smile broadly.

How to Get Rubbery

You'll never get onto Letterman doing these tricks. You will, however, get
people at the next table gawking and pointing. And you'll be able to enter-
tain the kids on the airplane — you know, the ones in the seats in front of
you who insist upon standing up and looking back at you all the way to
London.

Here they are: three ways to stretch parts of your body in hilariously
realistic ways. Learn to do these three stretchiness exercises with a straight
face, and you’ll be ready to perform real magic tricks without batting an eye.

The Stretchiest Thumb in the World

The effect: You grab your thumb and stretch it until it’s nine inches long.
The secret: It’s all in the twitching.

1. Hold your left hand out. Give a couple twitches.

That is, flex all five fingertips twice, as though you’re scratching an
invisible dog’s neck or slipping into a tight glove.

That’s an important move; you'll repeat this twitching every few
seconds throughout the trick.

“You wanna know why I'm such a great magician?” you can say. “It’s
because I'm double-jointed. Check it out.”

2. Grab your thumb with your right fist. Here’s the twist: Stick your
right thumb between the right index and middle fingers.

When you plop your right hand on top of your left thumb, the right
thumb looks like your left thumb sticking out. (Photos A and B in
Figure 1-5 should make this all clear.)

After you're in position, twitch twice with all the “left hand” fingertips
again. This time, however, your right thumb twitches with the left
fingers, in perfect sync.

3. Pretend to pull hard on your left thumb. Slowly pull upward with
your right hand, so that it looks like you're stretching your left
thumb.



20 Part I: Becoming Magical

|
Figure 1-5:

From your

side the
setup looks
like (BJ;
from the
audience,
though, it
looks like
(A). With
plenty of
grunts and
grimaces,
pull until
your thumb
is stretched
(C). You can
end the
trick, if you
like, by
yanking
your thumb
ali the way
behind your
back (D).
——

Make it look like you're really exerting yourself. Grunt. Actually, of
course, your right fist is just sliding up the left thumb (photo C). Every
half inch, pause and do two more fingertip twitches; those twitches go
a long way toward making it look like your left thumb is still visible.

“See, | was born with this extra cartilage. It lets me stretch my fingers in
unusual ways.”

. As you pull, bend and even twist your “left thumb” in hideous

directions.

I like to turn mine, slowly, 180 degrees so that when I twitch, my thumb
tip is pointing toward my shoulder, Exorcist-style. You can also try
bending your “thumb” all the way backward so it touches your wrist. It
looks really grisly.

If you keep stretching and twitching, eventually only the tip of your left
thumb will still be concealed by the right fist.
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5. End the trick by un-stretching, slowly compressing your thumb back
to its normal length, and then taking your right hand away and
showing your left hand back in its normal proportions.

Or you might make a sudden spasm, whipping your hands to either side
of your abdomen, as shown in photo D. ( Your real left thumb disap-
pears behind your back.) Pause — and then twitch. It looks for all the
world like you've just stretched your thumb all the way behind your
back.

Medic!

The Stretchiest Finger in the World

If you've just finished stretching your thumb, here’s a great follow-up,
especially if your audience is kids (or kids and adults).

The effect: You invite a kid to pull your index finger. Sure enough, it’s
stretchy, too — it doubles in length as the kid pulls!

The secret: It’s all an optical illusion. Your index finger doesn’t really stretch —
[ wouldn’t publish any trick that could cut short any budding concert pianist
careers.

1. Put your right index finger between two fingers of your left hand, as
shown in photo A in Figure 1-6.

Your right hand should be turned, so that your thumb is against your
left palm, and your index fingernail points to the right.

Hold both hands down low enough so that a kid can grab one of your
fingers; in fact, your hands should be below the kid’s chin level.

“Hey, you — yeah, you with the hair. What’s your name? Timmy? Okay,
Timmy, wanna see how stretchy I am? Check this out. Grab hold of my
finger. This one right here, the one I'm wiggling.”

2. Wiggle your right index finger. When Timmy grabs your fingertip,
encourage him to pull.

“Okay, keep going . . . keep tugging — yeah, that’s right — keep pulling . . .
AIEEEE!

3. As he tugs, slowly let your right hand slide forward under your left.
Don’t open your left-hand fingers very wide.

As you can see in photo B, the effect looks exactly like your index finger
just keeps growing until it’s twice its original length. (What you're
actually seeing is the top edge of your right hand. But it looks creepy as
all get-out.)

21



22

Part |: Becoming Magical

L |
Figure 1-6:
Two
pictures,
from the
spectator’s
point of
view. The
right index
fingeris
sideways
(A). Let your
assistant
pull it as far
asyou

dare (B).

4. Finally, when Timmy has pulled far enough, pretend that your agony
is the deciding factor in ending the experiment.

“Okay, that’s enough! Quick! Push it back in! That’s it, slowly — slowly .. .”

5. Conclude by reversing the procedure, letting your right hand slide
backward until your finger looks like it’s the appropriate length.

Pull your hands apart. Vigorously snap your right hand in the air as
though you're shaking off drips of water. “Wow, that actually felt pretty
good,” you can tell your young assistant. “Thanks for helping out!”

The Stretchiest Arm in the World

For this grand finale for the stretchy portion of your performance, you must
be wearing some kind of suit jacket or blazer. Anything with elastic at the
sleeves won't cut it.

The effect: You point out to your audience that your coat is a few sizes too
big; your sleeves are positively hanging off your arm. No problem, though:
With your other hand, you dislocate your shoulder, grab the newly freed
arm, and stretch it until it’s a full foot longer than it was before.

The secret: It actually has more to do with sliding than with stretching, but
still, you won’t believe how freakish this stunt looks.



|
Figure 1-7:
Start with
your arm as
short as it
goes (A).
Start
tugging.
Stop when
your arm is
much too
long (B}.
|
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Before you begin, tug your right sleeve downward as far as possible. Scoot
your shoulder backward in the coat to help with making your arm look very
short. Hold your right arm out horizontally.

If you've set up everything right, only the tips of your fingers should be
peeping out. Photo A in Figure 1-7 shows this starting position.

“People sometimes wonder where [ get all the money to buy my magic
tricks. Simple: [ save on clothing! See, [ don’t care what size of clothes I get.
If something’s too big or too small, I just stretch my body to fit. Like this. Let
me dislocate my shoulder here . . .”

1. Use your left hand to karate chop your right shoulder (make a corre-
sponding “Aaah —!” sound).

The idea is, of course, that you're trying to detach or dislocate your arm.

2. Grab your right fingers with your left hand. With tiny, half-inch tugs,
start pulling your right arm “out of its socket.”

Let your right arm be tugged; help it along by shoving it farther and
farther out of your sleeve. The optical illusion happens at your sleeve
edge. People see the flesh sliding past that fixed vantage point — and
get supremely grossed out.

With each left-hand tug, your right arm moves, so your left hand’s
grasping point actually changes. Your first couple of tugs are on the
fingertips; the next tugs are on the middle of the right hand; at the end,
you're grasping your right wrist to continue pulling it out of your sleeve.
At this point, push your shoulder forward, too, to help with the illusion
of added length. It takes me about eight tugs to get to the absolute end
of my limb, but then again, I'm Mr. Lanky.

After you've stretched your arm to its max, hold for just a moment
(photo B).
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3. Drop your arm, shaking both arms, as though you've just run the
marathon.

“The things I do for fashion,” you can mutter as you walk away.

Off the Walt

For the next series of witty stunts, you need an ordinary object found in
homes, schools, and offices all over the world: a wall.

Actually, you need a wall that ends in an opening, such as a doorway. And
you need an audience on the other side of that wall.

It's a bird, it's a plane . . .

The effect: They're all in there, having their cocktails and discussing meta-
physics. You're late. You're embarrassed. You want to make an unforgettable
appearance. So what do you do? Fly into the room, hovering three feet off
the ground, floating halfway in, looking around, and floating casually out
again.

The secret: No secret. Figure 1-8 explains it all.
1. Stand just behind the doorway opening. Bend over as far as you can.

Use one leg for balance (photo B).

You'll be amazed at how far over you can bend — and how much of
your body you can show. Use the wall itself for balance, too, leaning
into it.

2. Move into position gradually, arms outstretched, head down, so it
really looks like you're flying (photo A).

As you “hover,” look into the room. If nobody’s noticing your levitation,
clear your throat loudly.

3. When you’ve had enough, pull yourself backward out of the door
frame again.
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.|
Figure 1-8:
(A):It'sa
bird! It's a
plane! (B):
Actually, it's
someone
standing on
one leg!
|
Social climbing
The effect: This perfect follow-up to the previous stunt is a favorite of
Advisory Pantheon member Looy Simonoff. This time, though, you enter the
room by climbing in, as though you’ve just scaled the wall horizontally.
The secret: You're standing on one leg, just as you did when you were
playing superhero.
Begin the effect standing a few feet behind the doorway opening. Stand on
your left leg (if the wall is on your right). Bend over until your torso is
horizontal. You’re ready to make your appearance!
1. Throw one hand “over” the wall . . . fidget until you've got a good
grip and then throw the other hand over (photo A in Figure 1-9).
Only a couple of heads in the room will have turned at this point.
.|
Figure 1-9:
Who's
coming
over the
wall (A)? Bit
by bit, it’s
you {(B}.
Thank
goodness
nobody
knows how
sifly things
look on your
side of |
the wall.
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2. Strain. Pull yourself into view — just your head.

Ham it up; a little exertion-based grimacing helps quite a bit. At this
point, somebody in the room has certainly heard your grunting and
directed the group’s attention to your efforts.

3. Throw one elbow over, and then the other. Pause, look around the
room, interrupt your panting long enough to say — “Oh . .. hi.”

Photo B shows this happy moment.
But uh-oh . . . this wall is slippery!

4. Suddenly, pull back behind the wall with an “Augh!” sound, catching
yourself only by your hands.

Feebly, strength fading, scrabble for a handhold with both hands. But in
the end, it’s no good; pull yourself back to your side of the wall as
though falling, letting your last remaining hand whip out of view.

(Crashing into the furniture a moment later, as you “hit the ground,” is
optional.)

The mugger nobody knows

The effect: Okay, you've had your fun. You've got the group laughing and
admiring your chutzpah. Now it's time to get serious, to apologize for having
interrupted conversations, to be yourself. As you stand in the doorway,
smiling naturally, assuring the crowd that the worst is over, a hand reaches
from behind the wall and grabs you by the neck, pulling you off balance and
out of sight. No matter how many times you reappear, this backstage mugger
won't let you go.

The secret: Once again, you're doing all the work yourself.

1. Stand in the doorway, your right shoulder just behind the wall. Reach
over to grab your own neck with your right hand.

This final effect doesn’t work at all if people can see anything between
your shoulder and your elbow. So stand close enough to the wall that
nobody sees your upper arm (see Figure 1-10).

Acting skills are essential here. Look shocked and worried.
2. “Fight off” your assailant.

That is, after “he” drags you out of sight, reappear, mussed but okay —
and now “he” has you by the face, or by the hair, or by the collar, again
trying to drag you off your feet. With a little imagination — fueled by
the riotous reactions of your audience — it’s possible to carry on this
way for 20 seconds or more.



Figure 1-10: |
He's got

me!
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And your reward? After you finally dismiss the mugger, you can pretend
to be the victim of a very difterent kind of attack — a romantic one. The
Hand reaches out from behind the wall, slowly, seductively, runs itself
down your face and neck, and finally tugs playfully at your waist.

This time, you can pretend to be perfectly happy to leave the doorway.

27
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Chapter 2
The Instant Gratification Chapter
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In This Chapter

p The next step: foolproof but utterly mystifying tricks
p= A blockbuster card trick

P A cut-and-restored string trick

P A double vanish — first a pencil, then a quarter

p The importance of misdirection
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Tle stunts in Chapter 1 loosen you up, hook you on the joy of being
onstage, and help you overcome the sheer embarrassment of doing silly
things in public. While they may even mystify some people, they’'ll mostly
entertain.

This chapter offers you something even better: actual magic tricks. Tricks
nobody will figure out. Tricks to get you started on the adrenaline rush of
amazing people.

Better yet, the three tricks in this chapter are a rare breed: Although they’re
amazing, they’re practically foolproof. Sure, they depend a great deal on
your presentation; all tricks do. But if you rehearse these tricks a couple
times beforehand and talk while you work, you'll find that these ridiculously
easy tricks have a disproportionately powerful effect on your audience.

As you do these tricks, act as though you're actually doing something
magical. Remember the old saying: “Sincerity is everything. If you can fake
that, you've got it made.”

Two-Card “Sleight of Hand”

There are no real sleight-of-hand tricks in this entire book. That doesn’t
mean, however, that you can’t pretend to make frighteningly difficult moves
with your fingers.
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There’s only one downside to performing this impossible-looking card trick:
After it’s over, nobody will play poker with you.

The effect: You let a spectator bury two cards deeply in the deck. After
describing the hours of lonely magic practice you've been putting in, you
announce that you're ready to try out a very ditficult card manipulation for
the very first time: You'll locate the two buried cards, pull them out of the
deck, and slap them on top — with one hand, in one second. Needless to say,
you succeed.

The secret: The two cards you bury in the deck aren’t the same two cards
that wind up on the top of the deck. But thanks to some clever psychologi-
cal manipulation, nobody in a thousand years will notice.

1. Borrow, or otherwise acquire, a deck of cards. Shuffle it a couple of
times.

Start talking about how you’ve been trying to learn magic. You’'ve spent
hours learning sleight-of-hand maneuvers, standing in front of the
bathroom mirror, practicing card manipulations until your fingertips
bled.

“l can’t wait to show you what | can do — if [ can do it,” you might say.
“But I need a couple of special cards.”

2. As you ramble, look through the deck for four cards and put them on
top of the deck: the two black 9s and the two black 10s.

The order isn't important, as long as the top two cards don’t have the
same suit or number. Good: 9 of Clubs, 10 of Spades. Bad: Two 9s or
two 10s. Bad: Two Spades or two Clubs. Photo A in Figure 2-1 shows a
great lineup.

You're about to pull four cards out of the deck, despite having just
implied that you'll take out only two. So how come nobody complains?
Because you're perfectly open with it; you're finding your special cards
right in front of the crowd. Obviously, therefore, the fact that you're
pulling out certain cards isn’t going to be part of the mystery.

Furthermore, you're not really “on” yet; you haven'’t taken center stage.
Let other conversations continue; join in with the talk about sports and
the weather; let people get the impression that the trick has not yet
begun. Nothing is more boring than watching someone look for cards.
Your audience will relax, zone out, stop watching. In fact, the risk isn’t
that they'll notice how many cards you set up — it's that they’li drive
off to do some errands while they wait.

On the other hand, there’s nothing wrong with putting the four special
cards on top of the deck beforehand secretly, if you get the opportunity.
My point is that if you're in the middle of a series of magic tricks, and it
would look fishy for you to run into the bathroom with the cards, it’s
perfectly okay to set up the deck right under their noses.
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Figure 2-1:
Find the
four cards
and put
them on top
of the deck
(A). Now
begin the
trick,
showing the
two cards
fairly
slowly, but
always
together
(B). After
your
volunteer
has pushed
the two
cards into
the deck, do
some kind
of phony,
sound-
producing
move (C).
Triumphantly
reveal them
“back” on
top of the
deck (D).

When your four cards are in position, you're ready. Turn to fully face
the onlookers, straighten up, and square up the cards into a neat stack.

. Take the top two cards together and show them openly, as shown in

photo B.

“All right, 'm ready to show you my sleight-of-hand trick. We start with
two cards: a black 9 and a black 10.”

That’s the key to the trick! In the entire performance, you never name the
exact cards. You never show them separately, never name them sepa-
rately. The hilarious part is that everyone will lean in, staring, checking
up on your statement. Nobody will bother remembering which 9 and 10
you’re showing.
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4. Hand the two cards to one of the spectators, facedown. Ask her to

stick the cards, separately, facedown, anywhere in the deck.

You can say something like, “I'd like you to stick these cards, separately,
facedown, anywhere in the deck.” Tell her to really bury them, pushing
them all the way in, one by one.

When that’s done, go into slow motion. This is where you start acting.

. Hold the deck face-down on your palm as delicately as you would a

glass that’s full to the brim. Wrap your fingers around the deck, as
shown in photo C.

“In magicians’ circles, the move I've been working on is called the Pinky
Flesh Grab. You probably can’t see it from there, but those two cards
aren’t actually lost. | know exactly where they are. I've managed to
bookmark each of their positions by pinching a tiny piece of my pinky
skin at each location.”

Hold the deck high to “show” your audience. They can’t see anything, of
course, but they’ll sure try.

“Okay. Now, what I'm going to try to do — this doesn’t always work, so
no promises — what I'm going to try to do is pull those two cards back
out of the deck and put them back on the top of the deck — with one
hand. You won’t believe how many hours I've put into this. Okay,
watch.”

You've been moving slowly and cautiously to this point, like a coiled
snake. Here comes the strike.

. Do something fast and audible. For example, quickly turn your hand

palm-down and then back up again (photo C).

Obviously, this accomplishes exactly nothing, but it’s so fast and so
weird that your audience assumes you really did something.

To help the illusion along, make a sound with the cards. While you're
holding the deck tightly with your fingers, riffle the corner of the deck
downward with your free thumb — as you do the palm-down/palm-up
business. Your audience has just seen and heard you do something.

Immediately after this fast action, slow down again.

. Push off the top two cards into your right hand — but before you

show them, look at them yourself.

“Hey, it worked!” (Or just let your smile say this for you.)

. Now turn the cards around so the crowd can see them (photo D).

(That business about looking at them first yourself just underscores
how difficult the trick was.) “And there they are, right back at the top of
the deck!”
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You may find this hard to believe, but only one person in 500 will notice that
the cards are different — and even then, they probably can’t be sure.

So why don’t people notice that these are different cards? Let us count the
ways:

+» You use 9s and 10s, whose faces are covered with too many similar
symbols to leave a visual impression. This trick wouldn’t work if, for
example, one card were an ace and the other a king.

» You never named the cards individually. You subtly asked your audi-
ence to confirm that you were holding a black 9 and a black 10, which
you were. That’s what they're looking for at the end of the trick.

+»* The audience assumes that the fast, confusing motion you made with
your deck-holding hand had to have taken place for a reason.

» You acted so nervous about the trick’s outcome, peeking at the top two
cards before even showing them to make sure everything worked. Why
would you have doubted the outcome if the cards were just sitting on
top of the deck the whole time?

If you play up the sleight-of-hand angle, the illusion is irresistible. Afterward,
slump back into your chair, depleted after the exertion, and shake out your
hand muscles, smiling to congratulate yourself for a sleight well done.

And then, before the spectators have had too great a chance to think over
what they've just seen, sit up straight and go into your next trick; see
Chapter 10 for some ideas.

The Tale of the Tightrope Walker

Talk about idiot-proof! This miracle is so good, you'll cruise the streets of
your town looking for more people to show it to.

The effect: Pattering on about a brokenhearted tightrope walker, you show
two pieces of kite string. You ask a volunteer to hold one end of each string.
You cover the remaining two ends with one hand — and they magically melt
together, leaving a whole, unbroken piece of string. Your hands are com-
pletely empty, and your audience is completely floored.

The secret: Actually, you never had two piece of string. But people today
tend to believe what they see — how foolish of them! — and by golly, they
see two pieces.
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Truths of Magic, Part 2: Give ‘em
something to believe in

In the Two-Card “Sleight of Hand" trick, the
two cards your volunteer buries in the deck
are already on top of the deck, where they've
been sitting for the entire trick. Suppose, for a
moment, thatyou didn‘tdo that ridiculous busi-
ness about twisting the deck and making a
riffling sound. Suppose, instead, that just after
the original cards were pushed into the deck,
you simply said: “Okay, now look at the top of
the deck.”

Nobody would be impressed. They'd stare at
you as though you'd completely lost your
marbles. Everyone would knowthat the cards
on top were different cards. Without some kind
of intervening event, they'd know that the bur-
ied cards could not have moved to the top.

But if you pick up the deck and do some kind of
maneuver, even if it's fast and blurry, you've
planted reasonable doubt. You've given your
audience something to work with — a clue.
Now when the first two cards show up at the
top of the deck, the onlookers can only as-
sume that the fast, blurry movement had some-
thing to do with the outcome.

Let this serve as an introduction to one of the
most important principles of wizardry: A trick

is harder to figure out if you provide a semi-
plausible possible explanation. Even when this
explanation is clearly bogus, it's a mental dis-
traction that throws secret-guessers off the
scent.

For example, Chapter 13 offers some great
mind-reading tricks. One of them ends by your
naming a word somebody's thinking of. Now,
let's be frank: Plenty of audience members are
hard-core skeptics when it comes to ESP. They
simply don‘t believe in it, never having seen
proof that mind reading is possible.

If you were to simply blurt out the chosen
word, everybody would know it's some kind of
trick. But if you squint, muttering, taking your
time — “l see a vowel — no, two vowels . .. |
think a double letter — no, wait, I'm seeing
two double letters . . . is the word — could it
be — beekeeping? s that it?” — if you do that,
you've created enough mental distraction to
create a reasonable doubt. You've got even
the hard-core skeptics wondering, for just a
moment, if you could have actually gotten an
impression. “Hey, the magician only came up
with one puny little word,” they’ll think. “It
could happen.”

The kind of string you use is all-important. Choose a white cotton string
that’s made up of twisted strands, as shown in Photo A in Figure 2-2. (Some
people call it butcher’s twine.) Brown twine won't work. Nor will rope, plastic
string, or dental floss. If you don’t have any white cotton string, visit a
hardware store or drugstore and buy a ball.

Before you do the trick, cut off about three feet of string. At about the

middle of the string, pull apart the strands of the string with your finger-
nails, as shown in the top part of photo A, forming inch-long loops on either
side. If you can grab an equal number of strands on each side, better yet.
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Now re-twist these newly created loops in the direction they seem to want to
go. Twist and tug with your fingers until they look like string ends (as shown
in the bottom of photo A). If you cover the joint with your fingertips (photo
B), nobody can tell that you've actually got one long piece of string.

You're ready to begin.

1. Hold up your “pair” of strings, hiding the joint between your finger
and thumb.

“Did you guys read about the accident in the circus last month? Yeah —
tragic business. They had this high-wire act from Russia. Guy named
Komarynsky. Tightrope walking had been the specialty of the
Komarynsky family for eight generations. And now the circus shows up
here in (name of your town here), the poor guy’s warmed up and ready
to perform — and they find out that the tightrope actually broke during
shipping.”

As you talk, casually display the strings. If you're nervous, keep the
joint concealed by your fingertips. However, if you've plucked and
positioned the strings enough, the rigged spot should actually be
invisible enough that you don’t need to hide it. As you handle the
strings, you can:

¢ Lay the middles of the strings across your open palm. (All four

ends dangle down, together, just as they would if you really had
two strings.)

e Hold the strings, momentarily, by the other ends — the genuine
pair of ends. (People assume the far ends are sticking together
from static electricity.)

¢ Hold both ends of the strings, pinching each “pair” of ends one
inch from the ends.

As long as you make these moves casually and naturally, they’ll contrib-
ute, later, to the audience’s memory of having seen two separate strings.

“Well, the day | went to see this guy perform,” you can go on now, “|
took my little five-year-old (niece/daughter/cousin/school friend) to see
the show, and she was crushed that she wouldn’t be able to see the
Great Komarynsky do his tightrope act. So I nobly stepped forward and
offered my services as a magician!”

At this point, you should again be holding the pair of strings by the
joint.
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Figure 2-2:
Pull apart
the middle
strands of
the string
and re-twist
until they
look like
ends (A). If
you hold the
joint, it
looks like
you've got
two pieces
of string (B).
Have a
volunteer
hold the
free ends
(C). Rub
magically
(D) — the
string heals
itself (E)!
|
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2. With your free hand, take one of the genuine, dangling ends and put
it into an audience member’s hand. Take the other dangling end and
put it in another spectator’s hand.

Or, if you're performing for one person, hand the second end to his
other hand. You're still pinching the “two” remaining ends, as shown in
photo C.

“I told the circus ringleader to fasten one end of the broken tightrope to
each platform, like this. Hold that tight, okay?”

3. Now very slowly and very deliberately, cover up the “two ends”
you're holding with your free hand (photo D). Slowly and mystically
rub your fist back and forth over the center of the rope.

Inside your hand, you’ll feel the phony ends dissolve as the loops
straighten out; your rubbing actually serves to help the strands re-align
into their original, string-like form. If your assistant isn’t pulling the
string tightly enough, you tighten the string by tugging the middle part
toward you.

“And before the audience’s eyes, I healed the two broken ends with one
hand!”

4. Slowly open your fist and hold it, palm open, just under the string, as
the audience registers that you've actually done what you said.

The effect, as shown in photo E, is mind-blowing; your audience can
now examine you and that string until doomsday, and they’ll never find
anything that helps them solve the mystery.

You can’t re-use the same spot on the same piece of string when you do
the trick again, by the way; it will eventually fray enough to show the
dirty work. Now you know why [ suggested that you buy a whole ball of
the stuff. (The other reason: I've got stock in the companies that make
white cotton string.)

The Pencil-and-Quarter Double Vanish

Scattered through this book, you'll find a string of magical bonuses: magic
tricks contributed by the Advisory Pantheon, which includes some of the
most talented magicians in the world. By reading and trying these special
effects, you'll get a great chance to see how each magician has cultivated a
unique style. You'll also get to see how many different directions magic can
take: Some tricks involve psychology, some require secret assistants, others
take advantage of obscure scientific principles.
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Truths of Magic, Part 3: Anticipate
the dumb guesses

At the end of The Tale of the Tightrope Walker
trick, | suggested that you finish the trick by
holding your paim wide open and moving very
slowly. Why?

Because of a pitfall of magic you'll encounter
again and again: People make the dumbest
guesses. “You switched the strings with an-
other piece!” they'll shout. Or: “You had a pair
of fake ends in your hand, and now it's in your
pocket!” Or: “You have a trapdoor in your
thumb!”

These may be patently ridiculous theories to
you, but so what? If your spectators believe
they're right, as far as they're concerned,
they’ve figured out the trick.

Having performed most of the tricks in this book
myself for years, | know the dumb theories

most commonly shouted out. When possible,
therefore, I'll steer you to performance tech-
niques that serve as preemptive strikes
against people’s silliest guesses.

In the case of the tightrope trick, you'll tor-
pedo your own masterful performance if you
finish by (a) dropping your hand to your side,
{b) stepping away, or (c) taking your hand
away from the string but keeping it closed.
Doing any of those things immediately draws
attention to you and away from the string. If,
instead, you leave your hand open, close to
the string, paim visible, the final tableau is
beautiful. Your audience is left with no leads
whatsoever, and they're forced to stare at the
white, whole string, wallowing in their inability
to accept the impossible.

The following trick is a favorite of Tony Spina, who owns the world’s largest
magic store: the galactically famous Tannen’s Magic Store in New York City
(which you can read more about in Appendix A). (Nice guy to contribute a
trick that doesn’t involve buying anything, eh?)

You’ll love doing this trick for two reasons. First, it’s two tricks in one — a
pencil vanishes, and then a quarter. Second, the trick works purely on
misdirection (see Chapter 1) — misdirection so unbelievably powerful, not a
person in the world can catch the sneaky parts. A fiery explosion behind
you couldn’t provide any greater distraction than the misdirection you use
in this effect.

The effect: You show your audience a quarter — and announce that you're
about to perform the Disappearing Quarter trick. You tap the coin with a
pencil once, twice, three times — but the pencil disappears!

You apologize for the misfire. You show how you made the pencil disappear —
you stuck it behind your ear! After exposing your own gag, you admit

that you haven't actually delivered on your promise to make the coin
disappear. So you tap it once, twice, three times again; sure enough, this
time, the quarter is gone for good.
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The secret: This is a close-up trick, designed to be performed right under
your audience’s noses. The misdirection makes it almost self-working.

1. Show the quarter on your palm, which is at waist level. Point to the
quarter with the tip of a long pencil, which you hold at the eraser
end (photo A in Figure 2-3).

“Hey, wanna see a quarter disappear?” you can say. “No joke; I can make
this quarter vanish right from my hand, while you're watching. Now,
can you see the date on this quarter?”

(That last question is optional. It's a gift 'm giving you if you're still
nervous about relying on misdirection. The date of the quarter is
irrelevant and never figures into the trick. But by asking if your audi-
ence can see it, you make them suspicious that this date will later
become important. Result: Your “victim” is focusing even more on the
quarter. Actually, though, this date business is training wheels; you
don’t need it once you're confident doing the trick.)

2. Tap the quarter once per second, counting out loud as you go:
“One. Two.”

Throughout, look at the quarter. Do not look at the spectator. Do not
look up.

Before each tap, lift the pencil all the way up to the side of your head, as
shown in photo B. Then bring the pencil all the way down to tap the
quarter and say “One.” Bring the pencil back again, to your ear, and
back down to the quarter: “Two.”

3. The third time you lift the pencil, lodge it behind your ear. And then
bring your empty hand down to the quarter and say, “Three.” Open
your pencil hand wide (photo C).

oN
é’-‘\ "'6:,;‘ So powerful is the misdirection that most people won'’t even notice that
§ 35‘ the pencil’s gone unless you say so! “Oh, man, look at that, I messed up!
% \ I made the pencil disappear!”

Until you try this trick, you may not believe me that nobody will see you
stick the pencil behind your ear. Everyone, including you, is looking
downward at the coin in your hand. The pencil business is completely
out of their field of vision, particularly if you turn the pencil side of
your head slightly away.

You'll get a great reaction from this first climax. People will look at your
sleeves, on the ground, under your hand. Eventually, they’ll spot the
pencil behind your ear (unless you've got enough hair to conceal it) —
but never mind; you're about to give away the secret anyway.

“Okay, | admit it. That was just a joke. See, | just stuck it behind my ear!
Check it out.”
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Figure 2-3:
Tap the
quarter

(seenin A

and B from

off to one
side),
bringing the
pencil all
the way to
the side of
your head
each time.
The pencil’s
gone (C).
When you
show
where the
pencil went

(D), you've

gota
perfect
chance to
ditch the
quarter in
your
pocket.

That's how

you're able
to make it
disappear
(E).
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4. Turn your whole body sideways so that everyone can see the
pencil — and point to it, too (photo D).

g

If there’s one more powerful form of misdirection than looking at
“‘ something, it’s pointing to it. (If, because of your hairstyle, the pencil is
completely hidden, pull it out instead of pointing to it.)

5. Because the crowd is completely focused on the side of your head,
you have two seconds of complete privacy to drop the quarter,
hidden by your body from the audience, into your pocket.

Everyone is so busy staring at the pencil — and unaware that the trick
is about to continue — that the coin could practically vanish in a puff of

smoke and nobody would notice.

Now turn to face your fans once again.

6. Hold the quarter hand in front of you, just as you did before — but
this time, it’s closed into a fist. Point at it with the pencil again.

“But wait a sec: [ promised you a disappearing quarter, and a disappear-
ing quarter you shall have.

two . . . three!”

Before your eyes, as promised. One.. . .

7. Tap your closed fist three times with the pencil, exactly as you did
the first time. On the third tap, open your fist wide, as shown in

photo E.

The quarter is gone, and your reputation as a magician is well on

its way.

Grace under Pressure, Part 2

The Pencil-and-Quarter BDouble Vanish is one
of Advisory Pantheon member Tony Spina’s
favorite tricks. It's one of the first tricks he
teaches his students, so powerful are its les-
sons in misdirection, focus, and timing.

But timing isn't always a magician’s friend.
Take the moment, for example, when Tony
found himself at a nude beach, enjoying the
sunshine — and a buddy handed him a pencil
and a quarter. “Do that disappearing quarter
trick for my friends!” said the buddy.

Now, let's face it: The power of misdirection
drives most of that Double Vanish — but your

pants pocket handles the finale. On this beach,
on this day, Tony had no pants pocket—that’s a
side effect of having no pants at all.

But Tony's a safe suntanner as well as a quick
thinker. He did the trick perfectly — and fooled
everyone on the beach.

He realized that the suntan lotion he’d applied
was just sticky enough for the task. So instead
of ditching the quarter in his pants pocket (atthe
moment when everyone was looking at the pen-
cil behind his ear), he stuck it against his
suntan-lotioned derriere!
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In this part . . .

mpromptu magic means tricks you can do it anywhere,

on the spur of the moment, using only unprepared
props you can borrow on the spot: money, office supplies,
articles of clothing, and so on.

The next four chapters contain nothing but impromptu
tricks, and there’s nothing like 'em: they’'re miracles you
can perform right under people’s noses, up close, and
without having to plan ahead.
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In This Chapter
p Breaking pencils with money
p Teleporting quarters, or making them vanish
p Making bills penetrate bills
b A “reflex test” that’s fun for the whole family
p Making sure the money left on the table is yours
p- Heads or tails? You always know
\
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Magicians adore money.

Now, by that I don’t mean that we love money the way everybody loves
money — acquiring it, investing it, and spending it (although magicians love
all that, too). ] mean we love to play with money, handle it, perform with it.

What’s the big deal about money? Well, for one thing, it's everywhere. If you
know a trick with coins or bills, you’ll never, ever be caught without a prop.
For another thing, money is above suspicion. Audiences are so familiar with
money, and so confident in its government-issued officialness, that they
can’t imagine there’s anything fishy about the bills or coins you're using. (Of
course, that’s not a safe assumption anymore, as any magician who's ever
bought a double-headed quarter at the magic store can tell you.)

And finally, some money tricks are great because they put money at risk.
Nothing’s more exciting for a spectator who's just loaned you a $1 bill than
getting a chance to take your $50 in exchange.



4 6 Part ll: Wizardry Anywhere

Hard, Cold, Pencil-Breaking Cash

our
¢;\<’

You’'re about to learn the trick that got me started in magic at age seven. It's
with a deeply welling sense of sacrifice that I reveal it now, for the first time,
to the general public.

Okay, it’s not quite such a big deal — in its original form, this trick appears
in just about every magic book ever published. But the original version is
also responsible for sending more novice magicians to the hospital than any
other trick!

Do it my way, and you'll remain in one piece and blow your audience away.

The effect: You fold a dollar bill the long way, really sharply, muttering some
pseudo-scientific mumbo jumbo about how the folded edge must be sharp.
You persuade a volunteer to hold a pencil for you. With furrowed brow and a
sharp snap, you succeed in cutting the pencil in half with the paper money!

The secret: Here’s another trick that works by providing the audience with a
bogus, but marginally plausible, explanation for what they're about to see.
As long as they’re busy trying to figure out if you're telling the truth, they’ll
completely miss the obvious solution.

1. Borrow a dollar bill and a nice long pencil.

Or — because you're going to destroy the pencil during the course of
this trick — provide one of your own.

“Hey, can | borrow a dollar? Just for three minutes, that’s all. See, | read
this really cool article in Scientific American about the properties of
cellulose, which is what they make paper out of. And paper money. |
gotta show you this.”

2. Fold the dollar in half the long way.

Make a big deal about forming a sharp crease, even if it’s a bedraggled
bill. Drag your fingernail along the fold while the bill is pressed against
the table. Look dissatisfied with your work, and then start flattening the
bill against the table with the pencil, as shown in Figure 3-1, photo A.
This is basically a non-speaking part; if you need to keep talking, just
mutter something along the lines of: “Must . . . be .. . sharp...”

3. After 30 seconds of this, slash the bill through the air a couple times.

You're gripping one end as though the bill is a Ninja saber, staring at it
after each couple of whips as though you’re looking for defects in your
equipment.
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4. Hand the pencil to your assistant and oversee the gripping process.

“Okay, I think this should work. Now, [ need your help for this. I'd like
you to hold the pencil like this.” Show your friend by holding the pencil
parallel to the floor between your two fists. As shown in photo B, the
key to the grip is: palms up!

Encourage your assistant to hold the pencil at the very ends, making as
much of the pencil visible to you as possible. “That’s great,” you might
say (if necessary), “but move your fists even farther apart. This bill is
really sharp, and [ don’t want anyone to get hurt. Hold it really firmly.”

Swish your dollar/sword through the air a couple more times and then
take position. Stand with your feet apart, as though you’re about to do
something incredibly difficult that requires a lot of balance. Hold the
bill a couple of feet above the pencil (photo B). Stare down at the pencil.
(Your audience will stare wherever you stare.)

Figure 3-1:
Make sure
the folded
bill is “nice
and sharp”
(A). Raise
the bill high
(B) and
whip it
down past
the pencil
{C) —and
notice

that the
volunteer is
holding the
pencil
palms up.
The third
time’s the
charm (D).
]
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5. Whip the bill, hard, down onto — and past — the pencil. Follow

through, ending up as shown in photo C.

Of course, absolutely nothing will happen; a piece of paper can'’t really
chop a piece of wood in half.

Look perplexed at your misfire. Stare at the dollar. Apply even more
pressure on the crease with your fingernails.

“Huh! Man, the article said that it ought to work. The cellulose fibers in
the paper are supposed to line up and give it a velocipital rigidity . . .”

. Take position again. Repeat the karate-chop thing with the bill — but
this time, start with the bill even higher in the air and use even more
force.

Once again, the bill strikes the pencil on its way down — and absolutely
nothing happens.

Your line: “Darn it!”

Now your reputation is at stake. Get really determined. Third time’s the
charm. Start with the bill nearly above your head now.

. Once again, you're going to whip the bill past the pencil — but this
time, smash it with your fist, not with the bill.

At this point, your arm is moving so fast, and you’re swinging with such
follow-through, that nobody will ever see what happened. Your hand is
in table-pounding position, and the side of your fist — if possible, the
curled-up-finger portion of your fist — breaks the pencil.

Truths of Magic, Part 4: Third time's the charm

In the Hard, Cold, Pencil-Breaking Cash
trick, you try to break the pencil in half three
times — but the first two times, you appar-
ently fail. You've just met one of the most com-
mon and most successful dodges in all of
magic: the “third-time’s-the-charm” principle.

Why bother? Why not just smash the darned
pencil the first time? Actually, the “third-
time's-the-charm” principle has a number of
powerful psychological effects. First, you set
a precedent, teaching the audience what the
routine is without actually saying anything.
Second, you get them slightly bored, which is
to say slightly less observant; by the third at-
tempt, they've seen this all before, so they're

not paying as much attention as they were the
first time. On that third attempt, therefore, you
can get away with changing one element of
the ritual without being detected.

Third, the audience thinks you're screwing up,
which adds some danger and fun to the
proceedings. Now your trick has a miniature
dramatic plotline: Will you overcome your
failure and succeed in the end? Certain audi-
ence members, meanwhile, love seeing magi-
cians botch tricks just because it makes them
feel superior. The “third-time’s-the-charm”
routine gives them that rosy feeling for about a
minute — and then you dash their hopes by
proving that you really are superior, after all.
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If you do this smashing with enough conviction (real conviction, not
the acting you’ve been using thus far in the trick), you won't feel a
thing. Both of you will be staring in amazement at the two shattered
halves of the pencil in your assistant’s hands (photo D).

Most magic books, by the way, tell you to stick your finger out and
break the pencil with it. Are they nuts? About the only thing you'll break
using that method is your index finger’s proximal phalanx bone. No, use
your fist if you ever want to play the piano again.

"

“Hey, wow, it works!” you can say. Hand the bill back to its rightful
owner. “Careful with that! It’s really sharp.”

Sheep and Thieves

If you have trouble keeping patter going in your efforts at magic, you'll love
this trick. Not only is it unbelievably easy to do and profoundly amazing, but
its built-in story is foolproof and practically self-telling.

The effect: Prattling on about a couple of sheep thieves, you put five quar-
ters on the table. Even though you pick up some of the quarters with each
hand, at the end of your little tale of beefy shepherds and sleazy sheep
resellers, all five quarters somehow wind up in the same hand!

The secret: This little miracle, a favorite of Advisory Pantheon member
Johnny Thompson, has got to be among the most intellectually satisfying in
the entire book. The principle behind the secret is simple: You've got an
odd number of quarters. Therefore, you can’t split the quarters equally
between hands — a fact that will become increasingly important as the
routine goes on.

You need seven quarters for this trick — five to represent sheep, and two to
represent lowlife sheep-stealing scum.

1. Hold one quarter in each hand, as shown in Figure 3-2, photo A. Put
the other five quarters on the table.

Begin telling your little fable of livestock trouble in the Swiss Alps. “So
there were these five prize-winning sheep, peacefully grazing in the
prize-winning Swiss Alps,” you can say. ( This opening always grabs the
attention of any sheep and Alps lovers in the crowd.)

“Now, there were also these two sleazy sheep thieves who realized that
these beautiful animals could be worth a fortune on the open sheep
market. So the thieves hid in the two ancient barns that stood on either
side of the meadow.”



5 0 Part ll: Wizardry Anywhere

Figure 3-2:
Start with
the five
sheep on
the table
(A). When
you pick
up the
quarters,
start with

your right

hand (B).

Nobody

ever knows

how many
coins your
hands really
hold (C) —

thus the
surprise
ending (D).

As you say all this, make your metaphor painfully clear — gesture at
the five quarters on the table whenever you say “sheep,” hold up your
two quarter-holding palms whenever you say “thieves” or “barns,” and
so on. You don’t want some bonehead to ruin the proceedings by
saying, at the end of the trick — “So wait a sec. What do the quarters
represent again?”

“Now, because these were prize-winning sheep, they were guarded by
prize-winning shepherds, a couple of strapping former rugby players
from the former Yugoslavia. But as soon as the shepherds left the
meadow for the night, the two thieves dashed out of the barns. They
grabbed the sheep and dragged them into the barns, splitting the flock
between them.”

. Pick up the five quarters, one at a time. Alternate hands. Start with

the right hand.
“One! Two! Three! Four! Five!”

In case the boldface type didn’t make it clear, you must pick up the five
quarters individually, alternating hands as you go — right, left, right,
left, right ( photo B).

Now you're sitting there with closed fists and no quarters in sight
(photo C). Resume the storytelling.

“The thing is, the two Yugoslavian shepherds, halfiway home, noticed
that they’d stopped hearing sheep noises. They ran back toward the
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meadow, but the thieves saw them coming. ‘Quick! Put the sheep back
right where they were!””

. Put the five quarters back on the table, one at a time. Alternate
hands. But start with the left hand.

“One! Two! Three! Four! Five!”

If you've been keeping score at home, you realize that your left hand is
now empty. But you, convincing Method actor that you are, don’t let
anyone know that. You keep both fists shut as you gesture and talk, just
as though there’s still one quarter in each.

There are now five quarters on the table; two in your right hand; and
none in your left. But as far as the audience is concerned, you're right
back where you started.

“By the time the shepherds arrived, everything was back to normal:
Five prize-winning sheep contentedly munching. ‘Huh! said the shep-
herds in crisp Yugoslavian. ‘Must have been our imagination. Definitely
no sign of those sheep thieves we've been hearing about!’ So they left
again, heading home for the night.

“This was just what the thieves were waiting for. ‘All right, the coast is
clear,” they said. ‘Let’s grab the sheep again.’ So once more, they
snatched the sheep into the barns.”

. Pick up the five quarters, one at a time. Alternate hands. Start with
the right hand.

“One! Two! Three! Four! Five!” (See photo B again.)

See what you're doing? Because you didn’t start with the same hand
when you put the coins back, you're quietly stockpiling quarters in
your right hand, while depleting the left hand’s supply. You wind up
with five quarters in the right hand, and two in the Jeft.

“But now, the shepherds were sure that they couldn’t hear any baa-ing
coming from the meadow. They went tearing back — saw that no sheep
were in sight — and immediately got a funny feeling about those two
barns. But when they threw open the barn doors, you know what they
found inside? In the first barn, they found two thieves, fast asleep.”

. Open your left hand to show the two quarters.

“And in the other barn, they found all five prize-winning sheep, safe and
sound.”

. Open your right hand to show five quarters (photo D). Pour them
onto the table for added effect.

Why is this trick so adorable? Two reasons. First, it makes you look like
you're a professional sleight-of-hand artist who spends six hours a day
practicing — and yet it works automatically.

Second, it's got a story about sheep.
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The Vanishing Quarter, Show-Off Edition

You wouldn’t be much of a magician if you couldn’t make a coin disappear —
being able to do so is a requirement in the Magic Bylaws. (Or would be, if
there were Magic Bylaws.)

Not only does this trick offer a vanish that comes as a total shock to the
audience, but in the meantime, you've also entertained the crowd with your
coin-catching skills.

The effect: You balance a quarter on your elbow — and then catch it in the
air as you snap your hand downward. Big deal, right? But the second time

you snap your hand down, the quarter is really gone. Your hands are com-
pletely empty, there’s nothing in your pockets, and — as a handy bonus —
you wind up with 25 cents.

The secret: This one you're going to have to practice. Not the magic part —
only the catching-the-coin-in-midair thing.

In the privacy of your own home, balance a quarter on your elbow, as shown
in Figure 3-3, photo A. (For the purposes of this discussion, let’s say you're
right-handed; put the quarter on your right elbow.) Now snap your hand
forward; try to catch the quarter in midair, as shown in photo B. Rehearse
this until you can catch it every time. Nothing does more damage to your
budding reputation as missing the coin — or accidentally sending it flying
into an onlooker’s eye socket.

When you've got that talent down — and make no mistake, it's an excellent
life skill anyway — venture forth into public.

1. Borrow a quarter. Put the quarter on your elbow.
“Hey — can you do this?”

2. Snap your hand forward, catching the quarter in midair. Show that
you caught it.

Now, in fact, many people can do this. Many a seventh grader spends
his study hall hours learning to catch coins from his elbow. (I actually
learned to catch a stack of coins — at one point, a stack of pennies 21
high — from my elbow. But I'm weird that way.)

So the answer to “Can you do this?” may be yes or no. It makes no
difference.

You're about to pretend that you're going to do the coin-catching thing
a second time — but that’s not what you've got planned at all.

3. Turn the back of your right hand toward the audience and pretend to
take the quarter with your left hand. Actually, just continue holding
the coin in your right fist. Without stopping, assume The Position a
second time. Pretend to put the quarter on your right elbow again.
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Figure 3-3:
This trick
starts out
as the old
“l-can-
balance-a-
quarter-on-
my-elbow-
and-then-
snatch-it-
out-of-the-
air-with-
my-hand”
gag (A and
B). But the
second
time, it
hecomes
the “l-can-
also-make-
a-quarter-
vanish-into-
thin-air”
stunt (C).
|

See the beauty of this arrangement? Your elbow is a flat plane that’s at
or above eye level, so nobody can see that there’s no quarter there.
Furthermore, you haven't said that this is going to be a magic trick.
Nobody has any reason to suspect that you're going to make the coin
disappear. They think you're just showing off with a coin catch you've
been doing since seventh grade.

Here’s the world’s easiest move, known by advanced sleight-of-hand
magicians as the “drop-it-down-your-shirt” move:

4. Drop the quarter down your shirt (photo C).

This action is completely invisible, partly because the audience is
watching your elbow, and partly because people are getting sick of your
stupid quarter-catching stunt. (Now you know why your parents
always told you to tuck your shirt in, by the way. It’s to prevent quar-
ters from slipping through all the way to the floor.)

“Well, I bet you can’t do this” Really bellow that out. You've got to get
the audience awake for your grand finale.
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Truths of Magic, Part 5: The element of surprise

: Most of the time, you should never repeat a
trick. Such tricks as The Vanishing Quarter,
Show-0ff Edition work almast entirely on the
element of surprise; throughout that trick, no-
body even knows you're doing a trick! If you
" were to (a) repeat the trick or (b) announce
what you're going to do before you do it,
people would watch the coin like a hawk. If

catch you nothanding the coin off to your right
hand when you pretend to do so.

Many great illusions work on this principle: If
the audience doesn't know what's coming, it
doesn’t know what to be looking for. Give them
a second chance, and you ruin your own aura
of magicalness.

they're forewarned, they'll be more likely to

5. Snap your hand forward one last time as though you’re catching the
coin. Now, slowly, hold your right hand up and show that it’s com-

pletely empty.

Show your left hand empty, too. Pull your pants pockets, if any, inside-
out. Roll down your sleeves and shake them to show that nothing’s
there.

Nobody is going to find that quarter (which is now resting comfortably
at your waistline). They’ll only turn up the quarter if they strip

search you; your willingness to participate in that little exercise | leave
up to you.

The Big Money Rises

Getting tired of coin tricks? Here’s one with serious money — bills — that’s
half optical illusion, half brain teaser, and all magic.

The effect: You put a $1 bill on top of a $20 bill and roll them up together.
Even though a volunteer pins them down, when you unroll them, the bills
have changed places. Now the $20 bill is on top!

The secret: Of course, you can use any two bills for this trick, such as a $1
and a $5; one pro magician actually uses one American dollar and one
differently colored bill from another country. For this example, I'll use a $1
and a $20. You can, of course, borrow these. The lender gets the curly bills
back at the end of the trick, only heightening the mystery.

1. Place the bills in a V that points toward you, as shown in Figure 3-4,
photo A. The $1 bill is on top.

The long edge of the $1 bill isn’t flush against the short edge of the $20,
however; it’s set into the $20 by about an inch, as shown in photo A.
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Figure 3-4:
Start with
the $1 inset
by about an
inch (A,
shown from
your angle;
all other
photos are
from the
spectator’s
viewpoint).
Start rolling
(B) until the
$20 corner
is about to
disappear
(C). Point to
the $1
corner as
your other
hand
conceals
the $20
corner
flipping
over (D).
Now ask to
have the
$20 pinned
down (E).
Unroll (F)
the bills to
see that the
$20 has
risen to

the top!
|

“Funny thing about money,” you might say. “In our society, the rich
people always seem to have the upper hand. In government, in real
estate, in taxes — wherever there’s money, the big money always
seems to come out on top. ['ll show you what | mean. See how the small
money — the $1 bill — is on top of the $207”
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Your spectator will, of course, agree, probably accompanied by a big
“So what?” expression.

. Peel up the overlapping corners of the bills (where they form a V),

which is closest to you and start rolling the two bills away from you,
as shown in photo B.

If it helps, by the way, you can roll the bills around a pencil or pen.
That’s one of those personal decisions of magical style that you, the
budding wizard, will have to make yourself.

Keep rolling until you're almost on top of the two far corners; as you
can see from photo C, you come to the end of the $20 bill faster than
the $1, thanks to the $1’s inset starting position. Now there should be
only the tiniest corner of the $20 peeping out from beneath the roll.

“See, what happens in financial transactions is that big money and
small money get mixed up in the chaos. For a split second, you can’t
see all of what’s going on. What we really need is some regulation in
these deals. Would you mind helping me out? Here, pin that down for
me, would you?”

. Point to the exposed corner of the $1 bill, tapping it, as shown in

photo D.

Apparently, you're just asking your spectator to pin it against the table
with a finger.

What you're really doing, however, is getting the spectator focused on
the $1 bill while you're doing the funny business with the $20.

. Under cover of your left hand, roll the roll just a hair farther — far

enough for the corner of the $20 to slip out from under the roll.

Because of the bill’s natural springiness, the corner flips forward to
slap right down on the table again. Your left fingers block all of this
action (as shown in photo D), which takes place in a blink.

. Lift your left hand and use it to tap the newly exposed corner of the $20.

“And you'd better pin this one down, too,” you now say, indicating the
$20 corner ( photo E). “You've got to watch the big money closest of all.
Okay, have you got both bills pinned down? Don’t let 'em go anywhere.
Don’t let ’em move.”

. Slowly begin unrolling the two bills, as your helper continues to pin

the far corners against the table (photo F).

“See, the thing is, no matter how much we regulate, no matter how
closely we watch, the big money always manages to come out on top.
That's capitalism for you!”

Sure enough, the $20 is now on top of the $1 (photo F). As far as your
audience is concerned, you simply rolled the bills about halfway up and
then unrolled them — and the bigger bill melted right through the
smaller.
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The 7-Penny Reflex Test

I'm giving you official permission to repeat this trick for the same audience,
despite my dire warnings (in the Introduction) never to do so. A few tricks,
like this one, are extremely small-scale miracles — no flames, no doves, and
certainly no flaming doves — and only with repetition does it mount into a
mind-blowing sensation.

I'm in love with this trick because it’s pure psychology. In effect, your
audience misdirects itself, as you'll see in a moment.

The effect: You challenge a friend to a reflex test. You count seven pennies
into his hand — but no matter how many times you repeat the effort, you're
able to grab the last penny out of his hand before he can close his fist to
keep you out.

The secret: Actually, you never put the sixth penny into your helper’s hand.
But the real secret is the presentation — the way you (a) let a “dry run” lull
your volunteer, (b) inflict your helper with performance anxiety, and (c)
drop the seventh penny from a different hand to attract attention.

1. Announce that you’re about to try a reflex test. Display the seven
pennies on your open left palm.

Take my advice: Arrange them in a group of three and a group of four —
see Figure 3-5, photo A. (Why arrange them this way? So that your
cynical audience can mentally confirm that you really have seven
pennies. The last thing you need is some bozo claiming you never had
seven to begin with. See “Truths of Magic, Part 3: Anticipate the dumb
guesses” in Chapter 2.)

“Hey, want to try a reflex test? [ read this in Seventeen magazine. It’s
really fun. C’mon, wanna try? What are you, right-handed? Okay. Put
your right hand out flat like this. Like a table.”

When your helper does so, as shown in photo B, continue with the
explanation. The patter in this trick is crucial.

“I've got seven pennies here. I'm going to count these seven pennies
into your hand, one at a time. The instant the seventh penny arrives in
your hand, | want you to slam your hand shut into a fist. As fast as you
can. Pure reflex. Okay? Ready?”

2. Begin transferring the pennies, one at a time, into your helper’s
hand, dropping one atop another. Simply pick up each one with your
right hand and place it into his (photos B and C).

Do not throw the penny into his hand. Do not push it into his hand. Just
set it there with a tiny clink. Count out loud. You should put one penny
into his hand per second, or slightly slower.
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Figure 3-5.
(A) Begin
with seven
pennies on
your palm.
(B) Count
the seven
pennies
onto your
volunteer's
open palm.
{C) From
your point

of view: |
You're just |
placing |

each coin,
not tossing
or pushing.
(D) The
seventh
penny
drops from
your other
hand!
|

Photo C shows how to pick up each penny with your right hand: thumb
in back, fingers in front. You can barely even see the penny.

“One. Two. Three. Four. Five. Six.” Let your voice rise with anticipation
on “five” and “six,” although your rate of penny deposits should remain
clock-like and steady.

3. The seventh penny is different. Instead of picking it up with your

right hand, dump it into his hand from your left open palm
(photo D).

If your assistant has any clue at all, he’ll snap his hand shut into a fist
as you've instructed him.

Stare at his closed fist, as though you’re making mental calculations.

“Okay. Hey, you're pretty good. But now we're going to do something a
little bit different. This is where it gets interesting. I'm going to need the
pennies back, please.”



Chapter 3: The Financial Wizard

4. Hold open your hand to receive the pennies.

When your helper gives them to you, arrange them once again in a
group of four and a group of three on your palm.

Now you explain, for the first time, what the real point of all of this is.

“We're going to do the same thing again now. But this time, I'm going to
grab the seventh penny back out of your hand — before you can close
your hand into a fist! That’s right: This is my reflexes against yours.
Who's got the quickest nerve impulses? Here we go. Ready?”

5. Repeat the counting/penny-transferring business.

“One. Two. Three. Four. Five. Six!” Once again, set each penny into his
hand. Once again, intensify your voice (but not your rate) as you
approach seven.

But now comes the sneaky part.

6. Don’t put penny number six into his hand. Instead, just clink it
lightly against the pennies already there — and then drop your hand
to your side as you turn your eyes to your left hand.

Your left hand should be rising, ready to dump the seventh penny,
exactly as it did during the dry run (see photo D). And then it does the
dump.

7. Dump the seventh penny into his hand from your left hand.
“Seven!” you say.

Do you understand now why you did that dry run? It wasn’t to gauge
your volunteer’s speed. No, no — it was to teach him about how your
left hand dumps the seventh penny. Now that you're doing the “reflex
test” for real, all eyes have been trained to watch that left hand coming
up to dump the penny!

Anyway, he’ll slam his fist shut. Let one delicious moment of stillness
pass. Then ask: “How many did you get?”

He’ll open his hand now and find, of course, six pennies. This gives you
plenty of time to hold up the penny you've still got.

“You're good, kid, but not good enough!”

% Let your volunteer try the “reflex test” a couple more times. Why will he
never catch the secret? Because the misdirection is overwhelming. Consider:

“\S Dlﬂf 0

»” You're looking at the left hand at the critical moment.

1 The sixth penny clinks to confirm its arrival, just like all the others.
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You Can’t Catch the Money

Here's a real reflex test — not a bogus one,
like the 7-Penny Reflex Test — that will pro-
vide hours of frustration for the whole
family.

Hold a fairly uncrumpled bill by the end, as
shown in the following photo. Ask an audi-
ence member to put her fingers at about the
middle of the bill, as shown — close, but not
touching, the paper. The patter is simple: “If
you can catch it, you can have it.”

Wait between two and five seconds and then
drop the bill. That's it. Your volunteer cannot
catch the bill, no matter how hard she
watches —it's simply not possible. By the time
her eye has signaled her brain to signal the
hand to close, the bill has already fallen
through her fingers.

What a fun way to kill a long ride on a crowded
city subway!

¥ You've created incredible verbal misdirection by mentioning penny
number seven over and over again. Check out the sample patter — by
the time your volunteer is actually put to the test, you've referred to
that seventh penny at least four times.

1~ The counting thing is so slow and lulling that everyone’s practically
asleep by the time penny number six comes along.

¥ Your subtle comment after the dry run — “Hey, you're pretty good” —
makes your volunteer realize he’s being tested in front of the crowd. He
suddenly realizes that you aren’t the one being judged as a performer
here — he is! Suddenly he’s worried about penny number seven, and his
entire being will be focused on getting that penny before you do.
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After two or three tries, quit while you're ahead — or find another spectator.
If there are others in the crowd, somebody will certainly be pleading, “Let
me try!” at this point. Indulge them. But always do the complete trick as
described here, complete with the “dry run.” That ritual is important in
setting up the participant’s expectations, assumptions, and performance-
anxiety level.

Don’t Show Me the Money

Eyes in the back of your head? Of course! If this trick doesn’t convince your
friends and family that you're a financial wizard, nothing will.

The effect: An audience member sits in front of four bills: three $1 bills and
one $20. She randomly switches their positions while your back is turned.
Yet somehow you know exactly where the $20 wound up.

The secret: This one works itself (thanks to world-famous memory expert
Harry Lorayne, who contributed it). It'd have to work — you don’t even
participate in the trick! You do, however, have to do some mental work as
you go, so pay attention.

1. Arrange four bills on the table: three $1 bills and a $20. (See
Figure 3-6.)

You can, of course, provide your own bills. But here’s a much more fun
way: You provide the $20 bill, but borrow the three $1 bills from a
volunteer. Actually, if you have one, an even larger bill makes the trick
that much more exciting.

(You can also ask your volunteer to lay the bills out in any order she
likes, although nobody’s ever complained to me about not having a
choice of bill order.)

“Do you know what’s wild?” you might tell the crowd. “I've done my
own taxes for each of the last six years. And for six years in a row, |
discovered on April 15 that | hadn’t overpaid or underpaid the IRS by a
single dollar. Every year, [ find that I've got no refund due, and I don't
owe any money, either — it somehow comes out exactly right every
year. | guess I'm just really good at tracking money. Here — wanna see?”
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|
Figure 3-6:
The starting
lineup for
Don't Show
Me the
Money.

t |

“Tell you what we're gonna do,” you tell the volunteer. “You contribute
these three ones, and I'll contribute the twenty. If ] make a mistake in
my demonstration, you'll walk away with that twenty — not a bad
return on your investment!”

“It’s a simple game, really. I'm going to turn my back. ] want you to mix
up these bills. Whenever | say ‘switch,” you swap the $20 bill with one
that’s next to it, like this.”

. Demonstrate. Switch the positions of the $20 and one of the bills on

either side by sliding them around on the table.
If the $20 is on the end, switch it with the bill next to it.
“Easy, huh? Okay, I'm going to turn my back.”

. Before you turn your back, remember the position of the $20 bill!

Imagine that the bills are at positions labeled 1, 2, 3, and 4 (counting
from the left, as the spectator sees them). Remember where the $20 bill
is as though your life depended on it.

. Turn your back and command your helper to make, in all, five

switches.

“Okay, are you ready to start switching? Okay, here we go: Switch! And
switch it again. Another switch! Oh, this is fun! Do it again! Okay, once
more!”



Chapter 3: The Financial Wizard 63

[n all, you should command your helper to make five switches. Don’t
make her aware that five is the magic number; make it seem as though
you're making it up as you go. Keep track of how many times you've
commanded switches, or the trick won’t work; [ usually count on my
fingers.

Things get serious now. “All right. Now, | haven’t seen what you've
done. That $20 bill could be anywhere. But let me see here — I'm going
to ask you to take away one of the bills and keep it.”

Act as though you’re concentrating. Hold your hand to your head; make
a little humming sound; sway back and forth. lf the overall effect could
be confused for a migraine attack, you're doing it right.

. Tell your helper to take away the bill on the far left or far right.

Which one? Depends on whether the $20 bill’s starting position was odd
or even. If the $20 was in position 1 or 3 (odd numbers) when you
turned your back, tell him to take away the leftmost bill (the odd-
numbered end, position 1). If the $20 started out in position 2 or 4
(even numbers), tell him to take away the rightmost bill (the even-
numbered end, position 4). Read this paragraph a couple of times; it's
the only semi-tough part of the trick.

“Now, | want you to take away — let me see — the one on the far
(left/right)! And keep it. That one’s yours.”

Don’t ask me how it works. It just does. Although you can’t see it, the
spectator is now left with three bills — and the $20 is on one end.
Unfortunately, you don’'t know which end. Fortunately, it doesn’t
matter.

. Command one last switch.
“Okay, let’s keep going. Switch the $20 bill again.”

There’s only one place your volunteer can move the $20 bill — and
that’s into the center! The¢-rest is gravy:

“All right. Now | want you to take away — and keep — um — the bill on
the — far left. That should leave two bills left. If my sense of money is
correct, one of them is the $20 bill. This is your last chance to make
some big money: If [ guess wrong, you walk out of here $19 richer. |
want you to take away the bill — on the — right! And I'll keep whatever
bill is left on the table!”

. Turn around and point triumphantly to the only bill left — your own
$20 bill.

Pick it up and put it back into your wallet, purse, or pocket. (Or leave it
out if you want to play the You Can’t Catch the Money game described
in the sidebar earlier in the chapter.)

“That’ll teach you not to play money games with a master of the 1040
form!”
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Heads or Tails: The Shadow Know's

Ever since Advisory Pantheon member Gregory Wilson showed me this
trick, I've been in love with it. Tricks that don’t require anything more than a
quarter are lovable all by themselves — but ones that could, in a pinch, help
you win bar bets are even more attractive.

The effect: No matter how many times you flip a coin, you're always able to
tell whether it’s heads or tails up after you slap it onto the back of your
hand. (And no, it’s not a two-headed coin.)

The secret: You feel the quarter with your thumb in the split second between
catching it and slapping it onto your hand.

1. Flip a quarter (see Figure 3-7, photo A). Catch it on the way down —
overhand — as shown in photo B.

Of course, this instruction presumes that you know how to flip a coin.
I'll bet it’s somewhere in one of those other ...For Dummies books.

If anybody’s watching, you can ask: “Heads or tails?”

2. As your coin hand completes its trip down and over to the back of
your opposite hand, feel the quarter’s face with your thumb

(photo C).

You may not believe this until you rustle up a quarter and try it — but
sure enough, the two sides of a quarter feel completely different. The
heads side is smooth and soothing; the tails side has so much detail it
feels like a Yellow Page done in Braille.

3. Slap the quarter onto the back of your opposite hand, leaving it
covered by the first hand as you call heads or tails (photos D and E).

Of course, you should call the opposite of what you felt with your
thumb.

When you make the call, look away from your hands. Get a misty look in
your eyes and call it — heads or tails. (If your volunteer predicted
heads or tails, add either, “You're right!” or, “No, I'm gonna say the
opposite.™)

4. Lather, rinse, repeat.

Obviously, this trick is pretty stupid if you only do it once — anyone
can call a coin once. Do it ten times in a row, though, calling the quarter
every single time, and you’ve got yourself a doozy of a mystery — or
bar bet.

It's important, by the way, that you never really look at your hands after
you've caught the coin. You don’t want people guessing that you're
somehow looking at the coin. You do want them guessing that, for the
first time in their lives, they’ve actually met somebody with provable
psychic powers.
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Figure 3-7:
Just flip the
coin
normally
(A), but
catch it
claw-style
(B). You
have 1.2
seconds to
feelthe
underside
of the
quarter (C)
en route to
slapping it
on your
hand (D).
Correctly
predict
which side
is up, and
you're
home

free (E).
|
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Chapter 4

New Uses for Old Office Supplies
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In This Chapter

p How to shove pencils up your nose

p- Make rubber bands leap across fingers and help defy gravity
p Put Post-it notes to their best use yet

p Cards, the photocopier, and you
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Magicians view the world differently than other people. To a magician,
the world is a gigantic playroom filled with potential props. Anything

you can pick up — and many things you can’t — is fair game for magic
tricks.

Today’s offices are crawling with small liftable objects (which may explain
why companies have to buy new staplers, hole punches, and pencil sharpen-
ers at the end of each year). This chapter takes you beyond the sheltered
world of your own home and into the bustling, magically tantalizing corpo-
rate world.

Pencil up the Nose

Amazing isn’t the right word for this trick. Breathtaking isn’t the word,
either.

Juvenile is more like it.

Still, nobody will forget the day you grabbed a sharpened pencil and shoved
it all the way up your nose.

The effect: You grab a pencil and shove it all the way up your nose.

The secret: Not just any writing implement will do for this one. You need a
longish pen or pencil. Above all, it must have a uniform size, shape, and
color all the way down its shaft. Bulbous Mont Blanc pens are no good for
this. Striped pencils don’t work, either. You can use pencils with writing on
them — but only if the other side is completely blank.
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After you choose your weapon, you can start the trick:

1. Point out your sinus problem.

For maximum effectiveness (that is, maximum grossness), tie your
patter in to an attack of congestion. Let the “attack” interrupt some-
thing else you're saying at a moment when several onlookers are
available.

“So anyway, | was considering a 7.25 percent jumbo mortgage, but it
was only adjustable aiter the first five-year term. So I thought I'd get
something variable instead, and [ — [ —"

Start squinching up your nose and sniffing loudly, both inward and
outward.

“Excuse me, I've got this — this congestion problem. It’s acting up
again. Let me just take care of it. Here, can | borrow this pencil?”

2. Position the pencil.

Grab the pencil’s eraser end with your right hand. Place the pencil tip
just under your nostril, as shown in Figure 4-1, photo A. (If one side of
the pencil has writing on it, the side with the writing on it should be
away from the audience.) With your left hand, cover up your nostrils
and the pencil tip, as shown in photo B.

Your right hand position is spectacularly awkward, | admit, but nobody
said magic was going to be painless. You're holding the eraser end of
the pencil — but you're not grabbing it from the side, as a sane human
being would do. Instead, you're holding it from underneath, so that your
fingers and wrist are almost extensions of the pencil (see photo B).
Your fingers are toward the crowd, your thumb is toward you.

3. Slowly slide your hand up the pencil, allowing the shaft to slip
behind your hand and wrist.

Do this with a great deal of grunting and grimacing; you’re beyond
words at this point.

Of course, the pencil never actually moves. Your left hand protects
your nostril from actual impalement, holding the pencil point exactly
where it is. You're sliding your right fingertips up the shaft of the
pencil, as shown in photos C and D; your hand and wrist conceal the
pencil shaft (as shown in the transparent photo C). The whole sliding-
up process should take about five seconds.

Because the pencil is the same color all the way down the shaft,
nobody can tell that it’s not actually moving. (Note: Do not actually
insert the pencil into your skull.)
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Figure 4-1:
The tip goes
near your
nostril (A);
hold it in
place with
your left
hand (B).
Keep the
shaft
hidden as
you slide
your right
hand
toward your
nose
(shown in C,
transparently,
and in D).
After you've
finished
“clearing
your
sinuses,”
politely
wipe off the
pencil (E).
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The optical illusion is unforgettable — if you hold your right hand and
arm so that they completely block the pencil’s shaft from view, and if
you simulate sufficient discomfort. Try this in front of a mirror a couple
times before you perform it. Think: What would your face look like if
you really shoved eight inches of plywood into your cerebral cortex?

After the pencil has been “shoved” deeply enough — see photo D —
you may wish to rest for a split second, or even wiggle the pencil
slightly (you know — to loosen up your phlegm).
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4. Slowly extract the pencil.

Once again, you're really just sliding your right fingertips down the
pencil shaft.

When your right fingers hit the metal ridges of the eraser end, grab it
and pull it free from your nose. Look skyward for a moment and inhale
deeply, as though to demonstrate how freely you can now breathe.

5. Be polite! Wipe off the pencil on your clothing (photo E) and gra-
ciously return it to the person who loaned it to you.

Cheapskate Houdini: The Triple
Rubber Band Escape

When you picked this book and saw the word escape in the index, you were
probably hoping for something more along the lines of water tanks and
handcuffs. But come on: I'll bet you don’t even Ahave a water tank. And
bringing handcuffs to the office doesn’t make people think you're cool —
just weird. No, what you need is a trick you can actually perform on a day-to-
day basis.

This trick starts out as a very old gag in which a rubber band jumps around
on your hand. But with the additions of Stage Il and Stage Il], it turns into a
much more impressive trio of feats.

The effect: You stick two fingers through a rubber band. Somehow, the band
jumps to two other fingers.

Just to prove that there’s no lightning-fast sleight-of-hand involved, you now
add a second rubber band. You use it to tie off all of your fingertips — and
yet the first rubber band still manages to leap around from finger to finger.

Finally, just as the mob is about to accuse you of witchcraft, you top your-
self. You add a third rubber band, placing it around the opposite pair of
fingers. Now, even with both rubber bands locked in place by the one across
your fingertips, they manage to exchange places with a single snap.

The secret: What's great about this trick is that there’s nothing sneaky going
on with those rubber bands. But although your audience will quietly return
to their homes and try all night to duplicate your feat, they’ll wind up
unsuccessful, defeated, and blistered.
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Figure 4-2:
(Photos A,
B, and C are
from your
view.) Start
with an
ordinary
rubber band
(A). Use
your other
hand to
create an
opening (B)
into which
you slip
your
fingertips
(C). When
you open
your hand,
the band
leaps to the
adjacent
pair of
fingers (D).
|

Stage I: The rubber band jumps

For the first miracle, you need only a single rubber band. Size counts; the
super-spindly ones are less effective than slightly wider ones, for example.
Colored bands are great. A rubber band about two inches long, unstretched,
is ideal.

1. Put a rubber band around your left index and middle fingers, as
shown in Figure 4-2, photo A.

“You know, Houdini’s famous for escaping from jail cells, locked water
tanks, and things like that,” you might say. “But as a boy, he started
much smaller. In fact, legend has it that he first got the escapism bug
from a simple rubber band, which he would sort of imprison on his
fingers, like this. My first two fingers.”

Calling attention to which fingers the band is on is always a good idea.
Whenever you can accommodate the easily confused in your crowd,
do so.
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2. With your right index finger, pull the palm-side strand of band
toward you about four inches.

As you can see from photo B, you've just created a triangular opening
in the band.

3. Fold all four left fingertips into the open loop (photo C), taking care
not to let the backside loop slip off. Let go of the rubber band with
your right hand.

The band should snap against your fingertips. “What Houdini discov-
ered,” you can continue, “is that certain rubber bands have minds of
their own. Even if you imprison one of these special rubber bands on
two fingers . ..”

4. Open your left fingers, taking care not to let the palm-side band slip
below your fingertips as they open.

The band jumps, all by itself, to your other two fingers (photo D). Don’t
ask me how it works — just be grateful that it does.

“...it can escape to the other two fingers whenever it feels like it.”

When you’re first trying this trick, it's perfectly okay to perform Steps 2, 3,
and 4 as three separate steps, as slowly as you need to, even in public. The
trick works perfectly well as a puzzie.

But after you've practiced enough to do Steps 2, 3, and 4 smoothly and
continuously, in one motion, the trick really starts to look great as an optical
illusion. Eventually, you should get to the point where the audience sees the
rubber band snap (when you release it with your other hand) onto the other
two fingers.

As you try to speed up the steps, however, don't fall into the common
beginner pitfall of trying to throw the rubber band away from you, or
manually flip it forward, in Step 3. Your right hand should pull toward you
and then let go, never moving forward.

After you've nailed making the rubber band jump from your index/middle
fingers to your ring/pinky fingers, make it jump back again! There’s nothing
to it: Simply repeat Steps 2, 3, and 4. See the beauty of it? Now you can make
the rubber band leap from side to side on your hand, each time with the
satisfying sonic thwack of rubber against skin, until your entire audience has
packed up their things and gone home.

Stage 1l: Locked in place

But wait — there’s more!
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“Houdini quickly discovered, however,” you can continue, “that people
suspected him of using sleight-of-hand to make his rubber band jump. They
accused him of doing this — really, really fast.”

1. With your right hand, pull the rubber band completely up off your
fingers. Then place it manually on your other two fingers.

This looks unbelievably dorky, but that’s the whole point.
Put the rubber band back on your first two fingers.

“So Houdini decided he’d prove them wrong. He took a second rubber
band, like this, and he sealed off all four fingers. This way, there was no
way he could remove the first rubber band by hand.”

2. Loop a second rubber band around each of your fingertips, fully
twisting the band between each finger, as shown in Figure 4-3,
photo A.

If you can find a rubber band that’s a different color from the first, the
effect is much stronger.

“The crowds were much bigger now, there in Houdini’s backyard in the
suburbs. Big drunken men placed bets that Houdini couldn’t make the
rubber band jump if his hand was locked off like this. And yet somehow,
the magic still happened.”

3. Make the rubber band jump to your fingers, just as you did in Steps 2
through 4 of Stage I.

You read that right. The fingertip rubber band does absolutely nothing’
The trick works exactly the same, whether there’s a fingertip-sealing
rubber band or not. The jump looks better this way, but you don’t have
to do anything different to make the first band leap from one side of
your hand to another!

Make the first rubber band jump back and forth a couple of times,
exactly as you did before the “sealing off” band was in place.

Stage 1l1: Dueling bands

Just when you sense that your audience has had enough of this, grab a third
rubber band. Now, | encouraged you to find a contrasting-color band to use
in Stage II of this trick — but this third rubber band must be a different color
than the first. ([ guess it’s okay if the fingertip-sealing-off band matches one
of the two around the base of your fingers, although the trick is better if no

two of the three bands are the same color.)
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L]
Figure 4-3:
All of these
photos are
from your
perspective.
(A) shows
how you
“seal oft”
your four
fingers. (B}
is the setup
for the
dueling
bands. Pull
out a loop
that
includes
both bands
(C), put your
fingers into
that loop
(D}, and let
go (E).
When you
open your
fingers (F},
the bands
switch
places.
|
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1. Take off the fingertip band for a moment. Place the third rubber
band around your ring and pinky fingers; the original band should
be around your index and middle fingers.

Figure 4-3, photo B, should make this setup clear (although you won't
add the fingertip band until the next step).

“Now, by the time Houdini was six years old, the neighborhood was
getting pretty tired of his little rubber-band stunt. So on his seventh
birthday, he attempted the greatest challenge of his career so far: The
Double-Rubber-Band Sealed-In Finger Switch.”

2. Replace the fingertip-sealing rubber band, as shown in photo B.

“The challenge, of course, is to make the two rubber bands down
here —” (and here you point to the two bands looped around two
fingers apiece) — “switch places before your eyes.”

3. Hook your right first two fingers inside the palm side of both bands.

You'll have to make two tiny dips with the tips of your right fingers,
hooking first one band and then the other, but otherwise this is much
the same move as Step 2 of Stage 1. (See photo C).

4. Pull the bands toward you, making a triangular loop. Fold your
fingertips once more, this time inside of both rubber bands, as
shown in photo D.

If you're observant, you've probably noticed that you're doing nothing
more than repeating Steps 2 and 3 from Stage 1 with two bands at once.

5. Let go with your right hand. As (or after) the rubber bands snap
against your folded fingers (photo E), straighten them up (photo F).

The two rubber bands jump, exchanging places. (Now do you see why
they have to be different colors? You'd have a hard time convincing the
audience that anything happened at all if the two were identical.)

“And — voila! — despite the impossible odds, the rubber bands really
did exchange places!”

There’s nothing to stop you from repeating Steps 3 through 5 a couple
of times, making the two differently colored bands trade places a few
more times.

Then take all the bands off. One at a time, shoot them far over the
heads of the audience, as described in the sidebar “How to shoot a
rubber band” coming right up.
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How to shoot a rubber band

Shooting a rubber band from your hand is not,
technically, a magic trick. You will not find
David Copperfield an national TV snapping a
rubber band into his Las Vegas audience.

Still, doing so comes into the same category
as many magic tricks: “Doing something cool
that other people can't do.”

Form your right hand into a gun shape, as
shown in the first photo. Pinch one end of the
rubber band against your palm with your
middle finger. Pull the other end tight toward
you, behind and around your thumb, and away
from you — stretch the far end all the way to
your index fingertip. Let the tension hold the
far end of the band against your index finger,
as shown in the second figure.

Now aim carefully (skies and ceiling make
wonderful, lawsuit-free targets); when you're
ready to fire, just release your middle finger.
The band shoots surprisingly far, straight, and
true.

The Antigravity Ring

Wouw, is this trick freaky-looking. Not only that, but it's got some extremely
realistic pseudo-scientific mumbo jumbo to go with it.

The effect: You thread somebody’s finger ring onto a rubber band that you're
holding taut. As you prattle on about the earth’s rotational axis, you show
how, when you cock the rubber band at a particular angle, the ring slides
along the rubber band uphill.

The secret: There is science behind this one, but it’s got nothing to do with
the earth’s axis. [t has more to do with rubber bands’ innate desire not to
remain stretched out.

1. Break a rubber band.

“Do you guys ever read Scientific American? Man, [ could read that
magazine for days,” you could say. “Last month they had this great
feature on nucleotide isotopes. Awesome. And that story in November,
where they subjected quark ions to sub-G forces? [ couldn't sleep for
nights!
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“But the neatest thing is in the current issue. All about gravity and
geothermal physics and stuff like that. They even had a little experi-
ment you could try. Want to see?”

. Borrow somebody’s ring.

“Can I borrow your ring? Thanks . . . ooh, it’s a nice one, too. I'll do my
best not to dent it any more than necessary.”

. Thread the ring onto the rubber band. Now stretch your hands

apart — but keep much more of the band in your left hand than in
your right.

That is, grab the rubber band at about the halfway point with your left
hand — and near the right end with your right. You should have a loose
piece of rubber band hidden inside your left hand.

Stretch your hands until they’'re about a foot apart, as shown in Figure
4-4, photo A. Start with the ring hanging closer to your right hand.

Figure 4-4: A
There's a
lot of band
hidden in
your left
hand {A).
The anti-
gravity
ring(B)1.
|

“Now, you’re probably already familiar with the force of gravity. You
know, gravity? The attraction of all matter toward all matter? Force
equals mass times acceleration? Look. This is gravity.”

. Raise your right hand higher than the left, so that the ring begins to

slide down the sloping rubber toward your left hand.
Let the ring get to within a couple of inches of your left hand.

“But this Scientific American article pointed out that there are lots of
less famous forces. For example, the earth isn’t perfectly upright as it
spins in space; it’s actually tilted on its axis by 23 and a half degrees.
This is one of those weird scientific phenomena, like how water drains
counterclockwise when you're below the equator .. .”

. Turn your body this way and that, as though trying to find the magic

geophysical “sweet spot.”
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“In this case, if you stand in just the right position, you can actually
cancel out gravity. You have to match the earth’s angle of 23 and a half
degrees. Let’s see ...”

6. Gradually relax the tension of your left fingers, so that the rubber
band begins to slide out through your fingertips.

The relaxation of tension is completely invisible. The only outward sign
that the rubber band is actually sliding out of your hand is that the ring
now starts moving uphill toward your right hand, as shown in photo B.

*...and the ring is actually pulled uphill, away from the force of
gravity!”

After the ring reaches your right hand, or you're out of excess band, or
people are applauding and throwing money, stop. Let go with your right
hand, hand the ring back to its owner, and hand the rubber band out for
inspection.

Post-It-ive ldentification

Mike Bent, a Boston magician on this book’s Advisory Pantheon, used to sell
this trick for real money. Lucky for you, he’s donating this jaw-dropper in the
interests of making you a better — and certainly more unusual — performer.

This is also the only trick I can think of that uses Post-it notes.

The effect: You ask somebody in the crowd to choose a card. You grab a pad
of Post-it sticky notes and a magic marker. You write down your guess about
what the card could be — but get it wrong. You try another stab at guessing
the card — wrong again. Finally, in desperation, you tug the first page of the
pad of Post-it notes. To the utter astonishment of everyone in the office (or
office-supply store), this pad of Post-it notes falls into a long trail of linked,
accordion-style sheets. The name of the chosen card is written plainly on
the ladder of sticky notes, one letter per sheet.

The secret: Most of the tricks in this book require you to do nothing before-
hand except practice a few times. This one involves a trip to the mall — the
most worthwhile trip you'll make all month.

To obtain your special prop, head to Staples, Office Depot, or a similar
office-supply store. Buy a pad of Post-it Pop-Up Note Dispenser refills. On this
kind of pad, the notes are sticky at alternate edges, forming a fanfold effect.
(A regular pad of Post-it notes, all gummed on the same edge, won’t work.)

Because of the zigzag nature of the way your Post-it pages are connected,
you're going to need some way designate one edge as the “top” of the pad —
the edge that, if this were a normal pad, would be the spine. To make this



Chapter 4: New Uses for Old Office Supplies

Figure 4-5:
Make a tiny
pencil mark
at the “top”

of the pad
(A), so you'll

know how
to hold it
when it
comes time
to perform.
Write “C-E-
0-F-C-L-U-
B-S” on
every other
page,
starting
with the
third sheet
{B).
Complete
your
volunteer’s
cut (C). At
the climax
of the trick,
the pad
spells out
the chosen
card (D).
|

decision, position the pad so that the free edge of the top sheet is facing
away from you. You're now officially looking at the pad “upright.” Make a
tiny pencil mark across the “spine” of the pad, which at this moment is the
edge farthest from you, right across the edges of the pages (see Figure 4-5,
photo A). From now on, we’ll call that that top of the pad.

79



80

Part Il: Wizardry Anywhere

Grab your black magic marker. Beginning on the third sheet, write on every
other page the letters that spell out “C-E-O-F-C-L-U-B-S.” That’s not a typo —
leave off the A at the beginning of Ace of Clubs. The result is shown in photo
B: A fanfold card revelation that’s missing only the first letter.

On top of this stack, press on two blank, regular Post-it notes, both gummed
at the “top” edge. You're ready to begin. Grab a deck of cards, put the Ace of
Clubs on the top of the deck, and go forth in search of an audience.

1. Fake-shuffle the deck as you talk.

By fake-shuffle, | mean shuffle the deck in such a way that you leave the
Ace of Clubs on top of the deck. (When you're riffling the two halves of
the deck into each other, let the Ace half finish last, that’s all.) See “How
to Shuffle without Really Accomplishing Anything” in Chapter 10 for
details.

“Hey, | just learned a really cool new mind-reading trick,” you can say as
you shuffle. “Will you help me see if it's any good?”

2. Set the deck down. Ask your volunteer to cut the deck into halves.

“Okay, I'd like you to cut the deck into two piles. Just pick off about half
the deck and set it down.”

3. Pick up what was the bottom half of the deck and place it crosswise
on top of the other half, as shown in photo C.

Now comes the critical moment: You need to say one more thing to your
volunteer. You need your volunteer to forget exactly what’s gone on
with that cutting business.

“Very nice — you made a very nice cut. Hey, that’s good — you made
the cut, get it?”

(Bad jokes and good magic go together like Regis and Kathy Lee.)

4. Pick up the top half of the deck and tap the bottom half with it. Tell
your volunteer to memorize the card you're tapping.

In other words, you want your assistant to peek at the top card of
what’s now the bottom pile.

“Okay, great. Now take a peek at the card you cut to. Memorize it as
though your life depends on it.”

If you think about it, that top card (of the bottom pile) isn’t the card
that was cut to; it’s actually the card that was originally on top of the
deck. But that fact is hopelessly forgotten by now.

When the peeking is over, throw your half of the cards back onto
the deck.

“Here, take this half. Shuffle the deck so I've got no hope of finding your
card again.”



Chapter 4: New Uses for Old Office Supplies

¥

Although you may not realize it, you've just pulled off a very sophisti-
cated magic maneuver: In magicians’ lingo, you've forced a card. You've
made your unsuspecting victim “freely choose” a card that, in fact,

you selected beforehand. ( You'll find many more clever forces in
Chapter 11. You're free to substitute any of those forces for this one; I'm
suggesting this particular “cut to any card” force because it’s not only
foolproof, it’s pitifully easy.)

. Pick up the Post-it pad and your black magic marker.

(If you're really good, you'll find that you can casually riffle the pad of
Post-it notes to show that they’re blank — by riffling the “top” edge, the
one you marked with the pencil mark. Lo and behold, they all look empty
when riffled that way! Don’t make a big deal out of it — it’s not as though
anyone suspects a pad of Post-it notes already has writing on it. And
don’t forget to turn the pad around again before you start writing on it!)

“Okay. Now you've got a card in mind, and I've got nothing but a magic
marker. Hey, that’s good — magic marker, get it?”

When the hilarity subsides, continue. “Here’s the deal: 'm going to try
to guess what card you picked. Um — but because this is a brand-new
trick I've never really done before, [ get three guesses, okay?”

Unless you've chosen a real jerk as your helper, you'll get the okay.

. Concentrate deeply. Write a big fat 3 on the top page of the pad.

“All right — all right. I'm seeing an odd number. 'm seeing —a — a
three.”

Show what you've written on the pad. “Am | right?”

No, you're not. Let your panic begin to show. “But it was an odd num-
ber, wasn't it?”

The answer, of course, is yes. “Yeah, 1 thought so. But that wasn’t a
guess! That was just a statement of fact. I've still got two guesses left.”

. Rip off the top page and crumple it up. Concentrate deeply. Write a

big fat 7 on the next page.
“I got it! I got it! You picked a seven! ... Didn’t you?”

Once again, you're wrong. (Spectators love this stuff.) Now you're
deeply concerned. “All right, all right . . . one more try.”

. Rip off the 7 page and toss it. Concentrate deeply. Write the letter A

on the top page of the pad.

“It was an ace, wasn’t it?” Turn the pad around so that the “top” edge is
toward you, so that your volunteer can read the A upright.

“Unfortunately, | haven’t yet said the ace of what. And I'm out of
guesses! At this point, I guess the only way out of this mess is to use —
well, real magic!”

81



82

Part ll: Wizardry Anywhere

9. Pick up the top sheet, the A sheet, by the “top” edge. Pull gently
upward, revealing the full word ACE OF CLUBS spelled out down the
chain of sticky notes (photo D).

“Sooner or later, | knew I'd get it!”

The Photocopied Card Trick

Ever seen a room full of office workers faint simultaneously? Let me tell you,
it'’s a sight not to be missed.

Yet that’s exactly what you'll get as a reaction to this card revelation, a
stunning contribution of Advisory Pantheon member Michael Ammar. Talk
about funny, offbeat, and impossible . . .

The effect: A volunteer chooses a card. You never look at it, never touch it.
You bring out a photocopied page that shows a million face-up cards and a
single face-down card — you mention that you were fooling around on the
Xerox machine earlier in the day. You prove your omniscience by asking the
spectator to inspect the face-up cards in the printout. Her card isn’t among
them! You're amazing!

“Hah, hah,” she smirks, pointing out that lots of cards probably aren’t visible
in the mixed-up photocopy. Determined, you then flip over the page — and
there, on the back of the original printout, are the backs of all the cards —
and the only face-up card is the chosen one!

The secret: You've forced the chosen card. In other words, the card is the
same every time you do the trick — unless, of course, you've spent a lot of
time at the copying machine.

1. Before you perform, prepare your photocopy.

To do so, put the 4 of Clubs face-up on the glass of a copying machine.
Spread the rest of the deck, facedown, all around, until there’s no glass left
showing. Make a photocopy of this arrangement. (Anybody passing by the
photocopier may look at you funny, but that’s a small price to pay.)

You've just recorded Side A; as you can see from Figure 4-6, photo A,
the result is a picture of a face-up deck with a single face-down card in
the middle.

Return to the copying machine. Repeat the procedure, but this time turn
all the cards over. Start with a face-down 4 of Clubs in the middle — and
surround and cover it with the rest of the cards, faceup. Photocopy this
arrangement onto the back of the first one, so the result is a two-sided
sheet of paper. (This “back side” is shown in photo B.)

Have this printout handy. Grab a deck of cards, put the 4 of Clubs on
the top, and venture forth to find a victim.
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Figure 4-6:
The
prepared
photocopy
is two-
sided.
Shown here
is side A (A)
and side

B (B).

2. Force the 4 of Clubs on a spectator.

1f “huh?” is your reaction to this instruction, then you clearly haven’t
yet visited Chapter 11, where the full majesty of card forces is intro-
duced. As you may have read in “Post-It-ive Identification,” earlier in
this chapter, to force a card means to offer your volunteer what seems
to be a free choice — but is actually no choice at all. Chapter 11 offers a
wide variety of such forces; when you have a moment, peruse that
chapter to see if there’s a force you like better than the one described
here.

The force I'll provide here is incredibly easy. Begin by shuffling the
cards in such a way that the top card stays on top — that is, release
that side of the deck last as you riffle the two halves of the deck to-
gether. (See the beginning of Chapter 10 for details on this false shuffle.)

“Name a number between 1 and 15,” you now ask your spectator.
Suppose the answer is nine. “What I'd like you to do is to deal off nine
cards, like this: one, two, three, four, five, six, seven, eight, nine.” As you
do this, demonstrate — deal the cards off the deck onto the table,
making a pile of nine cards. If you really stop to think about it, you'll
realize that you've just reversed the order of the first nine cards.

“When you get to number nine, [ want you to look at the card and
memorize it. Okay? Easy enough? Here you go.”

Pick up the little pile of cards on the table, put them back on top of the
deck, and hand the deck to the volunteer. When she reaches the ninth
card, remind her to memorize it without showing it to you. Then ask
her to bury it in the deck and shuffle.

“All right, put the cards somewhere where [ can’t touch 'em,” you now
continue, reaching for your photocopy. “All right, it’s safe now: loud
and clear, what was the card you chose?”

When she names the card, bring out your photocopy. Make sure you
handle it in a way that nobody suspect’s it’'s double-sided. Place it on
the table or desk, side A upward (see Figure 4-6, photo A).
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3. Show the volunteer how you’ve “correctly” predicted the card.

“The 4 of Clubs, you said? Awesome. Look at this — earlier today, | was
goofing around with the Xerox machine. The incredible thing is, | knew

that you would choose the 4 of Clubs. If you inspect this printout, you’ll
see that one card is face-down. All the others are face-up — but the 4 of
Clubs is not among them!”

Let a moment of inspection go by, and then add, for those who haven't
had quite enough caffeine, “You see? So the face-down card really was
the 4 of Clubs!”

You're sure to get one of those looks that seems to say, “Er, your other
tricks are really a lot better than this one.”

You may even get a comment along the lines of, “That’s the stupidest
trick I've ever seen. There are lots of cards that aren’t visible in this
mess.”

In which case, you have yet to show your, well, trump card.

“No, I'm serious. That card really was the 4 of Clubs. Look, I'll
show you.”

4. Turn over the sheet of paper to reveal the face-up 4 of Clubs,

I hope your office floor is carpeted. Fainting from a standing position
can be hard on an audience.

Truths of Magic, Part 6: The card you chose

The world is filled with card forces like those
described in Chapter 11. Some involve fancy
sleight-of-hand; others are much easier. All,
however, leave the spectator with virtually no
free choice of cards.

If the spectator ever stops to think about what
happened, though, you're doomed. “Why
wasn't | allowed to just think of a card?” he
might say.

That's why, for decades, magicians have used
a subtle lie in their patter: They refer to “the

card you chose.” In the case of the card-
counting force described in “The Photocopied
Card Trick,” of course, that line is patently
ridiculous. The volunteer didn't really choose
that card; that card just came up at a certain
position in the deck.

But using such a reference is a psychological
manipulation that helps the audience forget
the mechanics of how the card was chosen —
and re-paints what actually happened as hav-
ing been a free selection.
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From the point of view of your victims — er, that is, audience members —
the things you do with your own props are fairly impressive. But when
you do magic with their own personal possessions, magic becomes truly
astounding.

In this chapter, you’ll find out how to do stunts involving your spectators’
most personal possessions — the ones they’re wearing.

Give Me a Ring Sometime —
and a String

The funny thing about this classic effect is that it’s not really magic. | mean,
it’s not as though you actually do anything sneaky — there’s no secret to it.
Yet the resulting expression on the onlookers’ faces will prove that they're
convinced you just did something paranormal.

Or abnormal, anyway.
The effect: You borrow somebody’s ring. While it’s securely threaded onto a

loop of string held up by a volunteer’s fingers, you manage to make a few
deft twists and pull the ring right off the string.
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The secret: All you have to do is move three loops of string, but they have to
be the right three loops or you'll wind up looking like a seventh-grader
playing Cat’s Cradle.

Advisory Pantheon member Eugene Burger, who recommended this trick,
suggests a brilliant solution to the how-to-learn-it problem: Put tiny pieces of
tape in the correct places on the string loop, as shown in Figure 5-1, photo
A. Label these points X, Y, and Z, as shown in the figure. (Don’t forget to
remove the tape before you perform the trick in public. You don’t want your
adoring fans thinking you need training wheels.)

<P Oh, and one other how-to-learn-it tip: Practice by looping the string onto
your own toes (instead of somebody’s thumbs). That way you can mess up a
few times without wrecking the trick prematurely for your own relative, best
friend, or significant other.

1. Tie a two-foot piece of string into a loop. Borrow somebody’s finger
ring.

“For this trick I'm going to need to borrow an article of clothing. The
more expensive and personal, the better. Something with deep senti-
mental value. How about a nose ring? Anybody? Anybody? All right
then, a tongue stud? No? [ don’t suppose anyone has a navel ring
either? Well, all right, how about your wedding ring, sir? May | borrow
that for just a few minutes? | promise you'll get it back. In some form.”

2. Thread the ring onto the loop of string. Loop the string over
somebody’s upright thumbs, as shown in photo B.

The ring should be roughly centered between the thumbs.

“Now what | want to achieve here is a sort of goal-post configuration.
Ma’am, if you’d be so kind as to give me a Siskel-and-Ebert two-thumbs-
up sign, like this, just as though you're really enjoying the trick so far.”

“That’s perfect. I'm going to thread the ring onto the string, like this,
and then use your thumbs as the hitching posts, like this. | think you'll
agree that unless there’s some sort of deep disturbance in the laws of
physics today, there’s no way [ can get the ring off the string — without
taking the string off or breaking something in a permanent way.”

Unless your volunteer has no familiarity with the laws of nature, she’ll
undoubtedly agree.

“But as a magician, of course, my job is to violate the laws of physics
whenever possible. I'm going to get this ring off without damaging
anything — and without taking the string off of your thumbs. I'm
allowed to put string onto your thumbs, though, like this.”

3. Grab point X on the far strand with your left index finger. Pull it
toward you, over the near strand.

Your left-hand, point-X finger remains in this position until the final step
(just as you see in photo B).
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Figure 5-1:
For easier
practicing,
tape labels
onto your
practice
loop (A).
Begin by
hooking the
back loop at
point X and
the front
loop at
point Y (B).
Bring loop Y
over the
thumb on
your left (C).
Do the
same with
loop Zon
the near
strand (D).
Finally, grab
the ring {E}
and pull it
free (F).
|

4. Almost simultaneously, grab loop Y (on the near strand) with your
right index finger. Pull it over and to the left of your left hand. Loop
it over the thumb on your left, from front to back.

Photo C should make this maneuver relatively clear. (Throughout these
maneuvers, you can ignore the ring; let it go about its business.)

As you do this looping-over-the-thumb business — which should all
take place in a matter of two seconds — say, “One!”

5. With your right hand, pull point Z (on the near strand) to the left, just
as you did with point Y. This time, loop it over the spectator’s thumb
on your left from back to front, as shown in photo D.
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Again, you should do all of this within a matter of seconds. And say, “Two!”

Actually, the trick is over. The only thing holding the ring onto the
string is your left hand, which still maintains its hold on the original
loop (photo E).

6. Remove your left hand. Wiggle the ring with your right hand as you
pull it down and away from the strings.

The ring comes completely free, to thunderous applause — see photo F.

But where's the theatrics in that? If you're interested in making the
effect a little more magical, remove the ring this way instead:

Cover the ring with your right hand. Release point X with your left. Slide
your ring-covering right fist back and forth along the string a couple of
times, as though you're a magician. Finally, let the ring drop into your
waiting left hand. At the same time say, “Three! And there’s the ring,
free at last.”

The volunteer is right where she began — with a loop of string over her
thumbs. You should now pick up the ring from your left hand, show it
around, and accept the flowers flung at you.

“I'm happy to reveal how I did this one, by the way,” you can lie. “See,
there’s a hole in the ring! It’s true! Yep, there’s a hole. Right here where
your finger goes.”

And you can poke your index finger through the ring a couple of times
to make your appalling joke even more obvious.

Walking through Ropes

Most of my favorite magic is done without preparation — with ordinary
objects that haven’t been secretly prepared — and on the spur of the
moment. Every now and then, though, a trick comes along that, despite
requiring a little bit of preparation, is so amazing, it’s irresistible.

This trick is one such blockbuster. It's just freaky enough that you might
want to have a local therapist’s business cards ready to hand out afterward.

The effect: You pull two pieces of rope through a volunteer’s body and his
clothing.

The secret: The rope we're talking about is clothesline. White, “braided cotton”
(as the package often says) clothesline from a hardware store. This is the
rope magic tricks are made of, as you'll discover in Chapter 12 — it’s a staple
of magicians’ tool kits because it’s soft, pliable, and looks great onstage.

You need two eight-foot pieces of clothesline. Before you go onstage, you've
got a bit of homework to do. Lay the pieces of clothesline next to each other
on a table, ends even — and tie a loop of white thread tightly around the
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|
Figure 5-2:
Handle

the ropes |

mostly by
the center,
concealing

the white |

thread (A).

When the |

time comes,

switch your
grip so that |

one rope’s
ends
protrude
from each
end of your
hand (B).
Help your
volunteer
put on his
jacket,
threading
the ropes
behind his
back (C ).
Finally,
cross one
rope from
each side
(D), hand
the far end
to another
volunteer
(E), and pull
sharply (F)!
|

exact center. If it’s heavy-duty thread, two loops may suffice; if it’s standard
thinness, wrap the string a few times before tying the knot. The result
should resemble Figure 5-2, photo A — in fact, the thread is so hard to see
that it's barely visible, even in the photo.

After the ropes are prepared in this way, spend a few minutes handling them
in private. You'll discover that the tiny white thread in the center isn’t
visible from a few feet away. You can even hold the ropes by the ends (as
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long as the ropes are dangling, parallel and side-by-side), clutch them by the
middle (thus concealing the thread), stroke them while you talk, and so on.

1. Invite two volunteers to help you. One must be wearing a jacket.

Any kind of jacket will do — blazer, winter parka, windbreaker, suit coat,
raincoat — anything. At this point, you should be holding the rope by
its thread-tied center, letting the ends trail out of opposite ends of your
hand; if you were to open your hand, you'd see something like Figure 5-2,
photo A.

“Welcome to the stage. What are your names?” (Volunteer-relations
etiquette is a hallmark of classy magicians.)

“I hope you don’t mind my calling you up here, but I couldn’t help but
notice your jacket. As I'm sure you realized when you bought it, jackets
like these have some special properties. Have you been aware of your
jacket giving you special powers? [ mean, other than keeping you warm
and attracting admiring stares from passersby?”

As you talk, don’t be afraid to casually toy with your ropes. Run one
loosely closed fist down them, for example.

“Actually, 1 can prove to you just how remarkable this coat is. But first, 1
need you to take it off. All off. | mean take the jacket all off.”

2. As your helper removes his jacket, you're holding the rope centers
with your left hand. Slide your fingers among the strands of rope so
that you double them back, as shown in photo B.

Let gravity help you reposition your grip — let the weight of the long
rope ends assist in getting the rope ends reconfigured. Now two ends of
the same rope protrude from each side of your left hand. The thread
holds the centers together. (Of course, you’ve practiced beforehand
enough to know how much pressure and fiddling might actually break
the little thread and ruin the trick before it’s even started.)

“Excellent. Wow, this is a great specimen of coat, too. You could easily
get $50,000 for this on the magicians’ open market.

“Now, if you don’t mind, ['d like you to hold one pair of ends in each
hand — and then put your jacket back on again. Here, ['ll help you.”

3. Standing behind your volunteer, put one pair of rope ends into his
right hand, and the other end into his left hand.

Of course, if you really stop to think about it, you’ve just put both ends
of the same rope into his right hand, and both ends of the other rope
into his left.

But you don’t have to worry about his pulling apart the threads that
hold the ropes together. After all, the ropes are eight feet long, and he’s
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holding the ends. The only way he could put tension on the middles of
the ropes would be if he’s half human, half pterodactyl.

“Your magic coat, sir,” you might say in your best British-accented
butler’s voice. Hold the coat open for him.

. Help your volunteer put his jacket back on as he carries the ends of

the ropes down his sleeves (photo C).

The threaded center of the ropes is now behind your volunteer’s back,
inside the coat.

“Okay, so now you're right back where you started, except that you've
got a pair of ropes threaded through your sleeves and behind your
back. Just think of 'em as the world’s most obvious loose threads.

“All right, you can let go of the ropes now. They’re not going anywhere.”

. Take one rope from each sleeve and tie them in a single overhand

knot, like the first step in tying your shoes (see photo D).

The idea here is to return one end of each rope to the opposite side, as
you see in photo D. Don’t tie a double knot, or you'll have some big
explaining to do later.

“In fact, just to make sure you're not going anywhere either, I want to
just tie you into place with a knot, like this. You can never be too
careful with magic-trick volunteers, you know.”

. Ask your second volunteer to hold one pair of rope ends. You hold

the other pair.

“If you wouldn’t mind just hanging on to these ends of the ropes, I'd
appreciate it. And I'll just hang on to the other ends.”

Take a step back, so that the final pose resembles photo E.

“Now, I said that your jacket has some unusual powers, and [ meant it.
In your cultural education, you may remember some famous clothing
through history: Superman’s leotard made him bulletproof, Spider
Man’s outfit had web-spraying machinery, and Batman'’s outfit had an
entire hardware store built into the belt. But your coat — your coat can
make you walk through solid objects. I'm completely serious.

“In fact, I'll prove it to you. At the moment, you’ve got two ropes behind
your back and through your sleeves. At the count of three, [ want you
to take a step backward. | want you to will yourself — and your jacket —
to dissolve through the ropes. Right through your body, right through
the jacket, setting you completely free. | know it seems impossible, but
you’ve got to believe in your clothing.”

. Give final instructions to your second volunteer — and then do the

deed.
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“I'm going to count to three. And on three, you and | are each going to
give the ropes a tug as our friend here dissolves. Pull forcefully, too —
we don’t want these ropes getting caught on his liver or something,
halfway through his body. Ready? One — two — three!”

On three, give your ends of the ropes a sharp pull (just as your second
volunteer does). That tug breaks the white thread behind the jacket
owner’s back. In a split second, both ropes are suddenly in front of the
jacket owner, who’s now entirely clear of the ropes (photo F). Every-
body — audience and both volunteers — will be equally befuddled. By
now, the tiny piece of white thread has brushed off somewhere or fallen
to the floor undetected. Everything — ropes and jacket — can be
examined.

“This is a great thing! Think of the possibilities — on your way out of
here, you can just walk straight out through the walls!”

This is a great trick. Don’t discount it just because of the need for secret
preparation; get some clothesline and try it!

Scarf Decapitation

Here's a terrific decapitation effect that you can adapt to almost any circum-
stance — anything that’s long and soft, you can pull through your neck. A
winter scarf works great, but you can also use a tie, a piece of rope or string,
a woman's scarf (if it’s long enough), dental floss, or whatever.

In the figures that illustrate this trick (check out Figure 5-3), I've indicated —
with great big labels X and Y — the two places you’ll be handling this scarf.
Fortunately, after you've learned the basic maneuver, you’'ll be able to go in
public and perform the trick without big black letters floating around your
head.

The effect: You wrap a scarf around your neck — and then pull it completely
through your throat.

The secret: Actually, the scarf is never really around your neck, thanks to the
clever way you wrap it to begin with. Sorry about the length of these
instructions — it’s a lot of words for a 10-second trick — but without your
coming over to my living room, this is the best way [ can show you. Follow
the photos, spend 15 minutes in front of the bathroom mirror, and you've
got yourself a portable miracle.
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Figure 5-3:
Grab
opposite
ends of the
scarf(A)
and don't
let go! Pull
X to the left,
forming a
loop that
gets caught
against
your neck
by the other
end, which
you wrap
left across
your body,
up, behind
your neck,
and back
down the
right side (B
and C). The
hard part

is over —
grab the
ends (D}
and pull on
through (E).
|
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1. Drape the scarf around your neck. The right end should hang lower

than the left.

“When [ was a kid, | always hated it when my mom got me all bundled
up for cold weather. | mean, come on. Snow pants? Rubbers? Those
little elastic clips that hold the mittens onto the end of your sleeves?
It's a wonder [ had any self-esteem at all.”

. Grab the right piece of scarf (marked X) with your left hand at about

armpit height, as shown in Figure 5-3, photo A. At the same time, reach
across to grab the left-hand scarf with your right hand (marked Y).

Notice that the left hand is higher than the right. Notice that your hands
are crossing your chest to grab the opposite ends of the scarf. Notice
that all of this happens simultaneously, taking less than a second.

. Pull piece X to the left, straight across the front of your neck. Simulta-

neously, bring piece Y straight up, left, back, and around the back of
your neck.

Photo B should make this procedure clear. Basically, you're just pulling
a loop of X to the side while the real action — your right hand’s awk-
ward trip forward, up, and around over/behind your head — takes
place.

As your right hand pulls piece Y back around to the front of your body
(now on the right side of your head), pull loop X (which your left hand
has been holding all this time) around behind your neck so that nobody
really sees it. In photo C, the loop is on its way back as the right hand
comes down and forward. Let go with both hands.

“But even then, | was a magical little kid. If mom ever put something on
me that I didn’t like . ..”

. Grab both ends of the scarf, as shown in photo D. When you’ve got

everybody’s attention, yank the scarf forward through your neck

(photo E).
“...T'djust pull it off, right through my body!”

Serving suggestion: A loud grunt, jerking your head backward, and an
overall depiction of effort all enhance the illusion.

Give That Purse a Hand

Advisory Pantheon member Meir Yedid is not what you’d call a straight-
laced fellow. His magic is anything but restrained and proper. In fact — how
does one put this? — well, let’s just say that one of his magic books lists
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about ten fun activities he can do with a fake rubber hand (such as leaving it
sticking out of his car trunk as he drives around town). This trick is one of
them.

| realize that asking you to locate a fake, hollow, rubber hand is a small
violation of my promise at the beginning of this book that you'll need only
everyday objects found around the house. I'm guessing you don’t have a
fake rubber hand lying around the house, unless you're Meir Yedid.

Still, your friendly neighborhood novelty shop probably sells them. If all
else fails, you can order fake rubber hands, item #39/935, from the Oriental
Trading Company, 800-228-2269 (at this writing, anyway). Unfortunately,
you can’t buy just one — you get one dozen fake rubber hands per package
(for $18).

But look at the bright side: you'll have presents ready for eleven of your
friends’ birthdays.

The effect: You borrow a purse or book bag, mentioning that much may be
learned about a person by examining what’s in her bag. You reach in and
begin pulling out the most alarming and bizarre items — a marshmallow,
rubber cockroach, a fake mustache, a doll’s hand, and so on. Just when
everybody thinks you couldn’t possibly pull out anything odder, you reach
into the bag and pull out a life-size fake rubber hand!

The secret: All of the bizarre stuff starts out inside the hollow fake rubber
hand. In the process of reaching inside, you deliver the entire hand-full into
the purse.

By the way: A prepared container full of items you intend to magically
produce out of nowhere is called a load in magic-ese. And that’s what I'll call
it in the following steps.

Before you begin the trick, load up your rubber hand. Figure 54, photo A,
shows a typical amount of junk ready to load.

You'll have to do a bit of hunting in order to find stuff that’s (a) small enough
to fit into the hand, (b) big enough to be seen, and (c) bizarre enough that
people will know right away they didn’t really come from your volunteer’s
purse. (I'm sure there are parts of the country where a rubber cockroach,
fake mustache, and marshmallow are perfectly normal items to pull out of
the average person’s purse. Gauge your scavenger hunt accordingly.)

The Oriental Trading Company’s fake rubber hands aren’t the biggest in the
world, but you'll greatly aid your own cause by snipping off the fake red
blood that lines the wrist. Not only is blood inappropriate for this trick, but
snipping off a bit of the wrist gives you a wider opening into which you can
stuff stuff.
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Figure 5-4:
Stuff your
fake rubber
hand

with the
weirdest
little objects
you can find
(A), and
then hook

it on your
back pants
pocket (B).
When
you've
borrowed

a purse,
shove the
loaded
hand inside
(C). Puli out
the bizarre
items one at
a time (D).
|

Now stick the loaded hand’s thumb into your rear right pants pocket (photo B).
If you don’t have pants, wear something with a belt or a waistline and stick
the hand’s thumb into it. The point is that you should be able to face your
audience without them knowing that there’s a stuffed fake rubber hand
sticking out behind you.

You're ready to go.

1. To begin the performance, borrow a purse.

There’s probably some equivalent item you could borrow if your
audience has no purse-bearing members — a winter hat, say, or a belt
pack — but you'll have to use your own imagination here.

“May | borrow somebody’s purse or bookbag? | promise you’ll get it
back in one piece. However, | warn you that | will want to look inside.”
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For best results, look for a smallish purse. You don’t want some huge
handbag that actually could contain a huge assortment of items,
including some weird ones. Yet the purse should be big enough for you
to shove your hand (and your fake hand) into it without obstruction.

“Thank you very much. What’s your name? Amy? See, Amy, [ believe
that you are what you carry. [ think that we can learn a lot about a
person by the items she carries with her at all times. I'd like to test my
theory with your purse.”

2. Open the purse and stare inside. Turn so that your left side faces the
audience; as you do this, grab the rubber hand’s wrist with your right
hand.

“I can’t believe this — look at all this stuff you've got in here!”

3. Shove your right hand — carrying the rubber hand along with it —
deep into the purse.

Why won’t anyone see the fake hand going in? Easy:

¢ Because nobody’s expecting one.

* Because you're looking at the purse, so everybody else is, too.

* Because your motion is fairly fast.

* Because the fake hand looks, more or less, like it’s your hand.
Yes, you can see the fake hand going into the purse photo C, but that’s
because it’s a photo that’s frozen in time.

4. Leave the fake hand in the purse. Pull the first bizarre object out of
the wrist — and out of the purse (photo D).

“The first object that can tell us about your personality is this — this —
pacifier? Amy, do you have an infant at the house? No? Then I'm afraid
'm going to have to ask you about this pacifier. Do have a license for
this thing?”

5. Continue pulling objects out of the rubber hand inside the purse,
making witty and hilarious comments about each.

¢ “A mustache!? Is this what you use when you don’t want to be
recognized?”

¢ “Aha — bikini bottoms. May ] remind you that it’s February? Now
that’s optimism.”

¢ “A Malibu Barbie Cheese Grater. [ don’t even want to think about
what this says about your personality . . .”

And so on. Put each item on your table (if any) before proceeding
to the next.
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6. Finally, pull the rubber hand itself out of the purse.

“Now, there’s one more thing in the purse I think we’d better talk about.
All right, ] can see why you'd carry around some of those other things —
sort of. But | mean, can you explain — this?”

To conclude, graciously thank your purse-donator and return the purse
to her. As you continue to stare at the phony appendage, your final line
of patter is a no-brainer:

“How about a hand for Amy?”
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In This Chapter

» Wreaking havoc at the hardware store

p» Making an impression at your front door

p Creating a new facial orifice at McDonald’s

p- Causing a scene with a straw wrapper or doll hand
» Tricks you can perform anywhere
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F_e beauty of impromptu magic is that it’s the ultimate portable hobby.
You can suddenly start showing off in the kitchen, the subway, or in the
movie theater — a statement you can’t make about such hobbies as, say,
skeet shooting or the four-man bobsled.

This chapter offers tricks designed just for performances when you're out
and about: at a barbecue, in the hardware store, at a fast-food restaurant,
and so on.

And the next time you see a bobsledder, smile with sympathy.

The Missing Spray-Paint Marble

Spray-paint marble. Now, there’s a phrase you don’t use every day.

But the little rattling marble inside a can of spray paint is every bit a part of
modern-day culture as, say, hearing-aid batteries or spray cheese — nobody
talks about them much, but the world would be a greatly diminished place
without them.

And therein lies the beauty of this trick, an invention of Advisory Pantheon
member Chad Long. Not only do you get to do something truly amazing in a
truly unexpected place (the hardware store, art-supply store, or Home
Depot), but for just a few delicious moments, you also get to pretend to be a
nut case.
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The effect: In a hardware store, paint store, or Home Depot-type store, you
call a clerk over. You complain that a can of spray paint is defective: It
doesn’t contain the little rattling marble that’s supposed to mix the paint
when you shake the can. You demonstrate the problem by shaking the can.
Sure enough, there’s no rattle — total silence.

But that's okay — you explain that you don't like going into paint stores
unprepared. You pull a marble or ball bearing out of your pocket and slam it
through the metal walls of the can. Instantly, the marble’s rattling loudly
around inside the can, as it should have been all along.

The secret: A magnet pressed against the side of the can prevents the actual
ball bearing from rattling.

Now, not just any old fridge magnet does the trick for this trick. You need
something fairly high-powered, such as one of those black, inch-wide, two-inch-
long, science-kit magnets you may have had as a kid. (If you can’t find one in
your local magnet store, try American Science and Surplus, 847-982-0874.)

It's also worth noting that not all spray-paint cans cooperate with this trick.
(Krylon brand, for one, does.) Sometimes the walls of the can are steel,
which tends to intercept the magnet’s force and prevent the steel ball inside
from noticing the magnet.

Once you're in the store, therefore, you have three orders of business. First,
experiment with different brands of paint until you find a can whose marble
can be silenced by the magnet. Second, put the actual marble or ball bearing —
the one you've brought from home — into your left pocket. Third, hide the
magnet in your right hand, pressed against the side of the spray-paint can
(near the bottom), as shown in Figure 6-1, photo A, so that the little steel
marble inside doesn’t rattle when you shake the can.

Experiment until you know how hard you can shake the can without dislodg-
ing the actual rattler; in my experience, you can shake it pretty darned hard.

Thus prepared, find a clerk.

1. When you have a clerk’s attention, shake the can to show that there’s
no marble inside (photo B).

“Excuse me,” you can say. “This is exactly the right color paint for my
project, but this can is defective. There’s no rattler inside to mix up the
paint.”

This, by the way, is the most delicious moment of the trick. You get two
delightful experiences: playing the role of the psycho customer from
hell and witnessing the poor clerk’s reaction to what’s certainly the
most bizarre complaint of the year.

“Actually, maybe I can fix this myself. [ think | may even have a spare
marble on me.”
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2. Pull your right hand (and the magnet) away from the can. Pretend to
fish in your right pocket for your extra marble.

“l was almost sure l had one . . .”

3. Pull your right hand out of the pocket, leaving the magnet behind.
Transfer the can to your right hand, as your left hand goes into your
left pocket — to pull out the marble.

This fishing action is shown in photo C. Display the marble triumphantly.

“Ah! See, [ knew | had one! Look, if you don’t mind, I think I'll just use
my own marble.”

Figure 6-1:
The secret,
of course, is
the hidden
magnet (A).
Complain to
the clerk
(B). Fish for
a marble
(C). Finally,
slam it
through the
metal walls
of the

can (D).
]
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4, Slam the marble in your left hand onto the bottom of the can (photo
D). At the same instant, begin shaking the can so that the newly
released, real marble begins rattling loudly.

The illusion is spectacular. One moment you've got a non-rattling can
and a marble outside it, the next the can’s rattling happily.

So what about the external marble, which still rests in your left hand?
No big deal. Anyone within eyeshot is, guaranteed, staring at the much
more interesting sound, sight, and motion of the spray-paint can. Move
your right hand forward with the can, offering the can to the clerk for
inspection.

That’s the perfect cover for dropping your left hand to your side,
fingers curled to hold the marble — or even slipping your hand into
your left pocket in a charming, self-conscious sort of way.

Chad’s bonus tip: This trick works beautifully in reverse, too. As a variation,
consider calling over the store clerk to complain that there’s a hole in the
can. Start shaking the can (so that it rattles) with both hands — your left
contains your own personal marble, your right hides the magnet, heid
slightly away from the side of the can. At the key moment, release the
marble so that it drops to the floor; go chasing it as it rolls down the aisle.
The more disturbed you act, the better.

At this point, let the magnet stick to the side of the can to deactivate the
can’s internal marble. You can show the clerk how the can is now silent —
and if you think it appropriate, you can even put the external marble “back
into” the can by following Steps 1, 2, and 3.

No matter how you perform this trick, you can be sure that your hardware-
store visit will quickly become legendary, talked about over dinner tables
and loading docks for years to come.

The Ninja Key Catch

The Ninja Key Catch isn't something you do in your standard block-party
magic show. Rather, it’s a two-second stunt you do when you're opening the
car door — or your house door — for friends or a date. Either way, with this
trick, you cement your reputation as the James Bond of the neighborhood.

The effect: As you approach your car or house door in readiness to unlock it,
you toss your key ring into the air. When you snatch it out of the air, the
onlookers are stunned to see that you’'ve managed to grab exactly the
correct key — and in precisely the right position to instantly insert it into
the lock.
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Figure 6-2:
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lower
fingers (D).
|
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The secret: Before tossing your keys, remove the key in question from the
key ring — it’s held in your hand the whole time.

1. Get your loose key in position — hidden in your right hand (if you're
right-handed).
Figure 6-2, photo A, shows this starting position.

“Shall we go in?” (This trick isn’t what you'd call patter-heavy.) “Watch
this!”

2. Toss your key ring into the air (photo B).
It really doesn’t matter which hand does the tossing.

3. As the key ring is falling, push the loose key forward with your
thumb, as shown in photo C. Catch the key ring with your bottom
three fingers (photo D).

The effect looks snazzier (and is less susceptible to detection) if you
shoot your hand out to catch the key ring.
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4. Smoothly insert the protruding key into the lock, open your car or
house, and smile modestly.

cnour Chad Long, who came up with this one, goes even farther: Loose in his
pocket, he carries around a duplicate of his house key. That way, he doesn’t
have to remove it from his key ring (and put it back on afterward) every
time he wants to do the Ninja Key Catch. After he’s inside the house, he just
tosses the key ring onto the counter. If his friends get suspicious and begin
to check out the keys on it, they’ll discover nothing fishy; the house key is
securely bound to the ring.

&

Like many of the greats in magic, this trick isn’t difficult enough to qualify as
sleight-of-hand — but it does take practice. Work on the catching part until
you can do it smoothly and convincingly. (Throwing your key ring inexplica-
bly into the air and having it clatter to the ground makes you look not so
much like James Bond as Barney the Dinosaur.)

Straw through the Jaw

In Bali, Indonesia, when darkness falls and village fires are lit, local magi-
cians perform what they call the Trance Dance — basically a chanting,
dancing routine of magic tricks whose common thread is self-mutilation. The
dancer performs the Jumping on Broken Glass Trick, the Light-Bulb Eating
Trick, the Sticking a Wire through His Own Cheek Trick, and other stunts not
found in the average beginners’ magic kit.

If you're reading this book, you're probably a long way from Bali. And yet the
ability to seemingly damage your own flesh in grisly ways is still a great way
to enhance your popularity. Here’s Advisory Pantheon member Kevin James’
kinder, gentler self-mutilation effect. Its locale requirements are much easier
to come by, too — instead of a village bonfire, all you need is a local
McDonald’s.

The effect: You stick a plastic drinking straw up through the bottom of your
chin — all way into your mouth.

The secret: Before you perform the trick, cut off a couple inches of a second
straw. Keep this two-inch piece in your mouth between your gums and your
cheek. Even with this setup, you’ll find that you can talk, smile, and even
drink. (Note: For maximum popularity enhancement, do not swallow the
straw.)
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Go ahead, ask it. If you're at a fast-food restaurant, where on earth do you
find a pair of scissors with which to cut off a straw piece? Kevin James cuts
off the straw piece with his teeth. If you can’t live with your dentist’s disap-
proval, however, you may prefer to carry with you a small pair of scissors or
a pocketknife. If you're in a pricier restaurant, maybe you can find a steak
knife to do the job.

You're a magician. Find a way.

1. Place the end of a full-length straw against the underside of your jaw,
as shown in Figure 6-3, photo A.

As you can see, your right hand holds the bottom end of the straw. Your
left hand pretends to position the top end against your skin, although
its actual purpose is to conceal the fact that the plastic isn’t actually
traveling into your flesh. (If you enjoyed the Pencil up the Nose trick in
Chapter 4, all of this is probably sounding distinctly familiar — it’s
essentially the same trick.)

Say, “Hey, check it out!” (When it comes to self-mutilation tricks, patter
is definitely secondary to shock value.)

Going into a trance is optional.

2. With great expressions of acute pain and effort, slide your right hand
up the straw, as though pushing upward, about four inches.

The straw doesn’t actually move, of course; your fingers just slide
upward, hiding the straw’s lower extremity, just as you hide the pencil
in Chapter 4’s Pencil up the Nose trick.

3. Meanwhile, inside your mouth, use your tongue to line up the small
straw piece vertically.

Q&X\“ PAg) This is the hardest part of the trick — the one you should rehearse
endlessly in front of a bathroom mirror. The idea is to make the straw
piece line up perfectly with the straw that’s beneath your jaw. For best
results, use your tongue to press the straw piece against your lower
teeth, pinning it there.

When you can get the straw piece to stand proud and tall by pinning it
with your tongue alone, with its top end unsupported, you're ready for
action; go forth and stupefy. But if you can’t get the straw piece to
remain perfectly vertical, consider propping it up with your upper teeth
(or the gums just behind your upper teeth).

4. Open your mouth to reveal that the straw has penetrated all the way
into your mouth, as shown in photo B.

While gagging and wincing, turn your head to give everyone present a
brief look at your disgusting accomplishment.

Finally, you're ready to back out of it.
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Figure 6-3:
Starting
position for
sliding

the straw
into your
jaw (A).
Actually,
the straw is
just sliding
behind your
hand. (B)
shows

the final
illusion.
L

5. Close your mouth. Maneuver the straw piece back between your gum
and your cheek while sliding your right hand back down the straw,
simulating pulling the straw out of your flesh. When you reach the
bottom, pull the straw “out” and smile pleasantly.

You might wipe the underside of your chin with the back of your hand
as a finishing touch; it’s not polite to bleed in public.

As for the piece that’s still in your mouth — well, that’s this trick’s weak
point. The best solution is to leave it there until you can conveniently
ditch it (by, for example, coughing violently into a napkin).

And if somebody asks to see inside your mouth, stare back in disbelief,
mutter, “You're disgusting!” and launch into the following trick.

The Astonishing Straw-Wrapper Restoration

All right, you're actually supposed to use this trick to turn a pencil into a
pen, or some other boring transformation of one skinny object into another.
But Advisory Pantheon member Mike Caveney uses straws and their wrap-
pers. And because the annals of magical literature are so woefully devoid of
tricks involving straw wrappers, it was a natural for this chapter.
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Alas, today’s fast-food establishments tend to serve their plastic straws
without wrappers, relying instead upon straw dispensers as the sole defense
against the transmission of gruesome germs. But if you spend a long enough
time with a touch-tone phone and the Yellow Pages open to “Restaurants,”
you'll surely be able to find at least one dining establishment in your area
where wrapped straws are offered to the clientele.

Gather your friends and propose a visit to that quality eatery.

The effect: You place a straw side-by-side with its empty wrapper on a
napkin. You roll up the napkin, incant a few magic words, unrol! the napkin,
and lo! — the straw has somehow managed to get back into its wrapper.

The secret: You’ve got a second straw, still in its wrapper, hidden beneath
the napkin. The sneaky napkin-rolling method swaps the naked straw for the
fully clothed one.

Prepare this second straw before you actually start doing any magic. There’s
nothing to it, really: Just rip about an inch of wrapper off of one end. (This
detail isn’t strictly necessary. But the fact that one end is gone from the
wrapper will later help to throw your audience off the scent. “Well, maybe
the straw somehow got slid back into its wrapper from one end .. .”)

When you're ready to do the trick, throw your napkin onto the table with the
wrapped secret straw underneath. (Getting it under the napkin isn’t very
difficult because — if you've got any manners at all — the napkin itself has
been in your lap thus far in the meal, safely out of sight.)

The napkin should lie in a diamond shape, as shown in Figure 6-4, photo A,
where you can also see that the secret straw lies horizontally under the
napkin.

It’s at this point, by the way, that you start learning more than you ever
wanted to know about today’s exciting napkin-manufacturing industry. You
discover, for example, that the cheapest paper napkins are see-through, and
therefore no good for this trick — but that the nicer, larger, multi-ply paper
napkins work well. You learn that most cloth napkins are great for hiding
straws — but a few look suspiciously lumpy.

Now it’s show time.
1. Place a naked straw and its wrapper side by side on the napkin, as

shown in photo A.

Note that the under-side straw is closer to you than the topside straw.
Also note that both straws are closer to you than the napkin’s horizon-
tal, corner-to-corner midline.

107
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Figure 6-4:
Begin with
the secret
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shown here
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things from
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all other
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both
together
and begin
wrapping
away from
you (B).
When the
corner flips
(C), pull the
corners
apart (D) to
reveal the
fully
dressed
straw (E).
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“You know what’s always struck me as funny?” you might begin. “That
we humans are modest. We don’t like to be naked in public. Most
people get weirded-out when even our pefs see us naked. But really, this
discomfort is a natural instinct. And it’s not confined to people, either.
Pets get shy. So do plants, interestingly enough. Even inanimate objects
sometimes. Like this straw, lying here shivering and cold without its
clothing.”

(“Its clothing,” of course, refers to the paper wrapper. Help along the
less sophisticated audience members by pointing to the wrapper as
you say this.)
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2, Through the cloth, grab both straws and begin rolling the napkin’s
center away from you, as shown in photo B.

“If we relieve the nude straw’s anxiety by giving it some privacy, like
this...”

3. Keep rolling until the bottom corner of the napkin flips under the
roll, and the top corner flips over, as shown in photo C.

“...its natural tendency is, well . . .”

4. Grasp the two corners that just flipped — and tug them apart, as
shown in photo D, to reveal the fully-clothed straw in all its glory
(photo E).

“...to get dressed!”

This trick does not, alas, end “clean.” Everything at this moment is not
inspect-able; the original straw and wrapper are now underneath the
napkin.

That’s what misdirection is for.

5. With your right hand, pick up the visible, wrapped straw and hold it
at eye level, showing everyone. With your left hand, “wipe” the
napkin (and everything under it) back into your lap.

If you perform Steps 4 and 5 smoothly and naturally, nobody will
question your actions. You're showing the newly wrapped straw,
handing it around. Chances are good that the missing tip of the wrap-
per will further occupy the skeptics. All of this provides further cover
for your ditching the napkin — and the evidence along with it.

The Creepy Little Baby Hand

This trick, a contribution of Advisory Pantheon member Bob Farmer, is a
matter of personal taste. More than any other trick in this book, it requires a
certain willingness to creep out those around you. But in the right hands, it’s
a shocker that will have everyone looking at you with renewed alarm.

The effect: You clasp your empty palms. From nowhere, a doll’s arm reaches
out from between your hands, gropes around your palm, slinks back into
your hands — and then vanishes abruptly.

The secret: You're wearing the doll’s arm on your pinky. Because the doll’s
arm is flesh colored and skinny — just like your pinky — it’s nearly impos-
sible to see, especially head-on. That handy little fact makes the end-of-trick
vanish almost self-working.
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Grace under Fire, Part 3

Boston, 1995: It was the Society of American
Magicians’ national Stage Competition.
Torkova, one of this book’s advisers, entered
the contest— it was his very first competition.

He had perfected his own special version of
The Miser’s Dream, a classic trick in which the
magician reaches out with his bare hand and
plucks a coin out of the air. He drops it into a
bucket and then reaches out again — another
coin. The coins begin appearing faster and
faster, and with much clinking, the bucket
slowly fills up with money.

Torkova was performing without patter, ac-
companied only by his tape of Scott Joplin's
familiar ragtime tune, “The Entertainer”; part
of the charm of his act was that he caught
coins in time to the beat of the music.

Imagine his horror, then, when the theater’s
sound system croaked in the middle of his
routine. The music stopped — and so, for a
moment, did the magic. Torkova didn't know
what to do; for a split second, he thought he
was dead in the water.

But the tune to “The Entertainer” is familiar
enough; to help the show go on, a couple of
Torkova's magician friends in the audience
began singing the melody. Torkova, inspired,
smiled, faced the audience, and conducted
them, encouraging them all to join in the song.
Soon enough, the supportive audience was
gleefully singing his music — and Torkova
went right back into his routine.

A few moments later, the sound system sput-
tered to life again. Incredibly, the tape had
continued running in the meantime; when the
speakers came back on, the music resumed at
almost exactly the right spot in Torkova’s per-
formance. Without missing a beat, he con-
cluded the performance on the final chord —
with the appearance of a huge wad of dollar
bills at his fingertips.

The crowd, inspired by his good spirits and
grace under fire, went crazy, giving him a
standing ovation. A couple of older magicians
in the back of the theater had tears in their
eyes.

And, oh yes — Torkova won the competition.

Now, the most difficult part of this trick takes place before you try it —
finding a doll's arm. Because the Yellow Pages listings are on the limited side
when it comes to “Doll Limbs — Retail,” you’ll probably wind up having to
buy an entire doll. Garage sales, “doll hospital” shops, and neighbors with
grown-up children are good sources of used dolls (and arms); toy stores

offer new ones, although you’ll pay top dollar (and wind up wasting 90
percent of your purchase). You're looking for a doll whose arm size is such
that it could fit neatly onto your pinky.
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After you've got the doll home, pull its arm off. You need the shoulder end to
be open so that you can stick your pinky into it; this may entail cutting off a
part of the shoulder end with a pair of scissors.

Wedge your right pinky into the little arm’s shoulder-end opening, and
you're ready to begin.

1. Casually and briefly show both hands empty.

You have not announced, “Ladies and gentlemen: The Baby Arm From
Nowhere Trick!” In other words, don’t make a big deal of showing your
hands empty; nobody is expecting anything yet. According to the Bill of
Magicians’ Rights, hands are assumed to be empty until proved otherwise.

So a momentary display like the ones shown in Figure 6-5, photos A and
B, will do nicely. That is, start with your hands palm-down (photo A),
where the little arm is bent under your right hand, and then flip them
palms-up, hiding the arm beneath the left hand (photo B).

“Let me show you something,” you can say.

2. Turn your left hand over to clasp your palm-up right hand (photo C).
Under cover of this hand-turning, fold up your right pinky, placing
the doll’s arm between your two hands.

Photo D shows the baby arm in birth position — what your audience
would see if your left hand weren’t there.

“From the empty darkness of my hands, may | present . . . LIFE!”

3. Slide your pinky toward your wrist, so that the doll’s hand and arm
come into view (photo E). Move it so that it appears to be grasping,
clutching, desperate to escape your hands.

You're pumping your pinky, making small circles with the doll arm,
doing everything in your power to simulate a horrifying tiny creature
clawing its way out of your hands. (Some magicians even put a dime on
the base of their right thumb — whereupon the little hand reaches out,
grabs the coin, and drags it back into its little hand-womb.)

Practice this part before you perform it in public. Of course, you should
practice any trick — but practicing this one is fun. You'll find, to the
dismay of your friends, family, and employer, that you can spend hours
by yourself in the broom closet doing nothing but playing with your
little doll's arm.

When you've finished manipulating your little baby arm — about ten
seconds is plenty — you’re ready to make the whole thing disappear.

“And just as quickly, may I present . . . DEATH!”
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Figure 6-5:
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4. Clap your hands.

If you do so with your fingers splayed apart and pointing directly into
the eyes of your audience (photo F), the doll's arm on your pinky won't
be noticed. At this point, everyone’s eyes are peeled for an object, some
little piece of flesh-colored plastic to come flying onto the floor. Thanks
to the laws of optical perspective, your pinky’'s unusual length (and the
fact that your pinky has tiny fingers on the end) isn’t noticeable.

To finish up, drop your hands to your sides, curling your right pinky
into the palm so that the doll’s arm is once again hidden. Alternatively,
you could shove your hands (or just your pinkies) into your pockets in
an “aw-shucks” posture for a moment, thus ditching the tiny arm.

The creepiness and oddness of this trick must be seen to be believed. | can
think of no better way to make the guy next to you on the subway excuse
himself and move to another seat.

The $100 LifeSaver Trick

Some of the world’s best tricks are stunts that take place without the
audience even knowing about it. This kind of trick goes on constantly — in
politics, law, relationships — but only magicians are up-front about it.

This hilarious gem, a favorite of Advisory Pantheon member Bill Herz, is a
perfect example. Nobody will ever know that you've even done a trick — but
they'll never forget you or the day they saw you pull a $100 bill out of a roll
of LifeSavers.

The effect: At a store or restaurant, you ask the clerk for a roll of LifeSavers.
But for some bizarro reason, you're fanatically fussy over which roll you're
given. You explain that the LifeSavers manufacturer is running a contest,
hiding $100 bills inside random rolls of LifeSavers, and you think you can
identify the special rolls.

When you're finally satisfied with the roll you’ve chosen, you pay for the
candy — and then, right there in the store, you open the package to find a
$100 bill tightly rolled inside!

The secret: You've got a duplicate roll, pre-stuffed with the bill inside.

1. Before going out, carefully open a roll of LifeSavers. Roll up a $100
bill so tightly that it’ll fit into the holes, as shown in Figure 6-6, photo A.

This isn’t a trivial bit of surgery, by the way. LifeSavers are wrapped twice
(not counting the printed outer label): once by waxed paper, and again
by silver foil. (It’s amazing how much trivia you pick up as a magician.)
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Your task is to open the foil and waxed paper in such a way that it can
be put back without looking horribly obvious. Fortunately, you won’t
have to make the damage completely undetectable — a roll of
LifeSavers has two ends. Perform your operation on the end that’s
opposite the tiny dental-floss pull-string; later, in the store, you can
conceal the doctored end in your hand as you open the pull-string end.

But the roll of LifeSavers itself isn’t your only difficult task. You must
also roll a $100 bill tightly enough that it can be shoved down the
tunnel formed by the LifeSaver holes. (And you must get a $100 bill,
which may be your most difficult task of all.)

Rolling a bill into that tight a tube isn’t easy, but it can be done. Get
used to it: patience and repetition are the trademarks of good magic
preparation.

Before Step 2, one more point: this trick is best performed when you're
with people. The cash register of a restaurant is a great place to do the
trick — just after you've dined with your friends, for example. The
candy counter at a movie theater is also great, because you're sur-
rounded by other patrons as well. You can do this trick alone — at a
convenience store, for example — but then the only person who'll be
impressed is the cashier (and anyone else in line).

Put the doctored roll of candy in your right pocket ( pants, coat, what-
ever). Put a dollar in the left pocket.

. Approach the counter. Ask for a roll of LifeSavers (the flavor that

matches your prepared roll, of course). But be very fussy (photo B).

Reject the first couple of rolls. Direct the clerk to a particular roll.
“Could 1 have a roll of LifeSavers, please? This kind here? No, I'm sorry,
I really need to you get me that one. Right there — no, to the right.
Yeah, that one.”

. When you're handed the roll, jam both hands immediately into your

pockets, as though looking for money ( photo C). In your right pocket,
swap rolls of LifeSavers. Pay for the candy.

Your hands come out of your pockets, then, with your prepared
LifeSavers in your right hand and the dollar in your left.

As you wait for the change, turn the roll over in your hand, inspecting
it. Here comes the key patter:

“Okay, 1 own this now, right? I've definitely paid? These are definitely my
LifeSavers?”

The more people that hear you ranting, the better.

“See, Nabisco — that’s the company that makes LifeSavers — is putting
a hundred-dollar bill inside random packs of LifeSavers. But I know how
to tell which packages have the money. At least [ think so. [ found this
out on the Internet.”
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4. Rip open the untouched end of the LifeSavers. Pull out the money.
Unroll it. Go crazy (photo D).

The LifeSavers may adhere to the $100 money tube, looking like dinky
little — well, life preservers around its waist. But who cares? You're
rich now.

“Look! Il won! I can’t believe it! | won! Yes! | can’t believe it — ['ve never
won anything in my life!”

Unroll the money and show it all around (unless you're in that kind of
neighborhood), stuff it into your pocket, and shake hands with the
cashier.

Magician Bill Herz reports that he’s done this stunt dozens of times — and
that it blows onlookers’ minds. In many cases, if you wait around, you’ll get
to witness a stampede of other customers buying and tearing up the
cashier’s remaining stock of LifeSavers, hoping to be equally lucky.
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Dan Sylvester's Bubblous Glasses

Not all of magic is magic. Much of it is pure
entertainment, even when it's not mystifying.

Advisory Pantheon member Dan Sylvester is a
case in point. He buys a cheap pair of glasses
(from a garage sale, for example) and pops the
lenses out. He then dips the empty frames into
a bowl of bubble-blowing solution — you
know, the stuff kids run around with on sum-
mer days. (You may have to experiment with

various brands and concentrations before you
find one that clings satisfactorily across your
empty glasses frames.)

Then out he goes into public, his glasses duly
prepared with films of bubble solution. At an
appropriate lull in the conversation, he re-
moves his glasses, clears his throat, and gen-
tly blows — as the lenses bulge out, spherize,
and finally float away across the room!

The Unforgettable “Cloudy” Toilet Paper

If you've ever seen Advisory Pantheon member Jeff McBride perform, you
know that his graceful style is high in visual impact. Consider yourself lucky,
then, that he’s contributed one of the most unusual and beautiful tricks your
friends will ever see at a picnic.

The effect: After showing your hands empty, you pull off several yards from a
roll of toilet paper. As you question why toilet-paper packaging always
stresses the cloud-like nature of each brand, you and your audience watch
in amazement as fountains of water begin shooting up several feet into the
air — out of the middle of your wad of toilet paper. The streams of water
seem to go on forever, rising and falling at your command; finally, you toss
the absolutely ordinary blob of tissue into the audience.

The secret The fountain of water is produced by a Glaxon T-7 Irrigator, a
compact electrical pump first developed for use in greenhouses. Transpar-
ent flexible hoses conduct the water from a concealed tank into two tiny
spigots at your fingertips. You can order the T-7 for $495 from Glaxon, P.O.
Box 4175, San Francisco, CA, 94107.

Just kidding.

Actually, this trick costs next to nothing: the fountain comes from an ordi-
nary toy balloon. Some clever handling ideas and even cleverer laws of
physics keep it dry and hidden until you want the shower to begin.

Before the magic show, track down an ordinary toy balloon, of the type you
might see at a birthday party. Size matters; you want a balloon that’s big
enough to hold about a quarter of a cup of water without even starting to
stretch.
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Hold the balloon’s neck up to a faucet. Your instinct will probably be to put a
lot of water in. Don’t; in fact, you shouldn’t even put enough water into it to
make it start stretching. A little bit of water will go a very long way, as you'll
find out shortly.

Tie the balloon’s neck in a knot. At this point, it’s just a limp, blubbery
bladder that would be considered a dud in any self-respecting water-balloon
fight. Here's where it gets weird: Find a pin. Start poking holes into the round
end of the balloon (opposite the tied neck), as shown in Figure 6-7, photo A.
If you’ve underfilled the balloon correctly, you’ll find it surprisingly difficult
to poke these holes, since there’s so much slack in the rubber.

But if you push far enough, the pin will go through. You might find it handy
to make fwo holes at a time, pushing the pin all the way through both sides
of the balloon each time. The number of holes to poke is up to you, but eight
or ten will produce a delightful fountain.

Impressively enough, the balloon doesn’t leak. Because you've put so little
water in, you can pocket it, handle it, toss it, all without leaking. In fact, only
if you squeeze the thing fairly assertively does the fountain appear, as you
can find out for yourself in the comfort of your own shower.

Slip the balloon into the core of a roll of toilet paper, as shown in photo B. (If
the balloon is too big to slide in, you’ve overfilled it.) Set the roll down on
whatever table you’'ll be using when you perform — sideways, not standing
up — somewhere where it won't roll. If you can roll up your sleeves, or wear
something with no sleeves at all, all the better.

Now you're ready to — well, roll.

1. Pick up the toilet-paper roll with your left hand, holding it
horizontally.

“I'll tell you one job I'm glad I don’t have: marketing toilet paper,” you
might begin. “l mean, there’s so many things you can’t sayon TV ...
you can’t even really talk about what your product is for.”

2. Insert two left-hand fingers horizontally into the roll to serve as a
toilet-roll holder (photo C).

You may want to “steady the roll” by pressing your right palm against
the right-side core opening, so that your left fingers don’t accidentally
push the balloon out.

3. Start unwrapping tissue from the roll, wrapping it around your right
hand as you go (photo D).

“In fact, it seems like there’s only one thing toilet-paper ads do say: how
cloudlike their brand is. Have you noticed that? The packaging all has
pictures of clouds. Toilet paper is supposed to be as soft as a cloud, as
white as a cloud, as light asacloud ...”
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Figure 6-7:
Puncture
the slightly
filled water
balloon with
a pin (A)
and then
sock it
away (B).
When you
perform the
trick, let
your left
hand serve
asaTP
holder (C)
and then
unwrap
same
around
your right
hand (D}.
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4. Detach the unwound wad of toilet paper from the roll.

“But the other day, [ saw this new brand on sale. At the magic store, of
all places. I didn’t know why they were selling bathroom supplies at the
magic store, but the price was good, so | bought a roll. You won't
believe what this new stuff is called: Cloudy.”

5. As you say this, tip the roll (with your left hand) upright into your
right hand, so that the balloon falls out of the roll and into your
waiting palm (Figure 6-8, photo A).

The balloon is completely concealed by the huge blob of toilet paper.
Your excuse for transferring the roll in this way is to hold it up, as
though on a pedestal (photo B), as you say: “Cloudy.”



|
Figure 6-8:
Dump the
balloon into
your
waiting
right hand
(A, shown
from your
side) as you
present:
“Cloudy!”
(B). Position
the tissue
and the
balloon (C,
from your
side), and
then let the
shower
begin (D).
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Chapter 6: Take It Outside, Pal ’ ’ 9

“l didn’t really know just how far they were willing to go with this cloud
theme, though, until [ got home . ..”

. Set the roll down with your left hand. Use both hands to adjust the

tissue wad so that it conceals the balloon without blocking its pinhole
jets (photo C).

In other words, fluff the paper in such a way that it provides an open-air
channel for the water volcano that’s about to erupt. In the process, you
may want to extract your right fingers from their tunnel in the middle of
the wad, re-gripping the wad from the outside.

“...and that’s when my Cloudy toilet paper started — to — rain.”



, 20 Part Il: Wizardry Anywhere

\!

7.

10.

Squeeze the balloon so that the water sprays out of the pinholes.

The effect is dazzling. You can vary the height of the spray by squeezing
with more or less pressure. Because the streams of water are so silvery
and fine, you're not actually using up water very quickly. The fountain
can continue for a minute or more, although you probably shouldn’t
test the limits of your audiences’ novelty-wear-off factor.

If you planned ahead in Step 6, and adjusted the balloon so that your
right hand alone controls the squeezing, you can use your free hand at
this point to gesture gracefully at the fountain, controlling its height via
magical hand movements (photo D).

At this point, you're batting a thousand; you've got sparkling streams of
water shooting from your hands and an audience with no clue where
it’s coming from. If you're performing at a picnic somewhere and you
don’t have a table, you can end the trick by wadding up the toilet paper
in your hand and tossing it into a garbage can.

If you do have a table, however — one that the spectators can'’t see
behind — here’s a more convincing way to end the trick.

. With your left hand, pick up the roll of toilet paper from your table.

If there’s a tail of tissue that’s slightly unrolled from the roll, all the
better. This roll is about to go sailing through the air, and a streamer of
unwound tissue will only make its flight more dramatic.

“Can’t you just see the ads for this new toilet paper? Cloudy: It’s lighter
than air!”

. As you say that, throw the roll out into your audience. As it’s flying

through the air, let the balloon fall from your right hand behind the
table.

Don'’t drop the toilet-paper wad; just let the balloon fall to the ground.
The onlookers (including you) are watching to see who catches the roll
of toilet paper you threw. It’s the perfect misdirection opportunity to
ditch the empty balloon.

Optional tag line: “That’s the last time U'll buy toiletries at the magic
shop!”

Immediately after tossing the roll, toss the now-empty toilet-paper
wad into the crowd, too.

When the audience tells their friends about the trick later, they won'’t
remember that you tossed out the roll and then the wad, as a one-two
punch. They’'ll say, “And then this fountain of water came out of the
bunch of toilet paper. But when the magician threw the toilet paper into
the audience, it was perfectly normal. [t was barely even wet!”
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The Restaurant Zone

The 5th Wavye

By Rich Tennant
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It's the carpenters son!

They say he’s turning

water into Wine and
causivg the blind to see!
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In this part . . .

nough traipsing around your office, picnics, and

hardware stores. Now you're ready for the bigtime,
the limelight, center stage, the close-up magician’s native
habitat: the Restaurant Zone. This is the enchanted land
where all the world’s a prop, built-in audiences sitting at
fixed distances are everywhere, and the lighting is just
right.

Take a seat, survey your available weapons — salt
shakers, silverware, napkins, wine glasses, companions
waiting for the entrée to arrive — and proceed to estab-
lish your innate amazingness.




Chapter 7
Cutlery Is Your Friend
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In This Chapter
p- Stunts with spoons and saltshakers

» Fun with forks

» Magic with mugs

<)
L

ust sitting down at a restaurant table is a giddy experience for a magician.
All