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Misdirect ion 
If there is one word which sums up the very essence of 
sleight of hand, that word is misdirection. The hand isn't 
quicker than the eye, but it is-or can be-far more clever, 
and that's what sleight of hand is all about. 

Sleight of hand depends, not on quickness, but on 
misdirection, which is the process of diverting the spectator's 
attention from that which you don't want them to see, to that 
which you do. 

In the movies, when the heroine doesn't want her boss to see 
something, she dumps a bowl of soup into his lap. Not very 
subtle, but it works. In real life, the pickpocket bumps the 
victim on the shoulder at the same instant he lifts his wallet, 
or the quarterback pretends to hand off to the halfback. That's 
misdirection too. 

The magician uses similar techniques to direct his audience's 
attention to wherever he wants it to be. He gazes intently at 
the hand that pretends to be holding the coin . . . and so does 
his audience. Sometimes he merely points in the direction he 
wants his audience to look, sometimes he tells them where to 
look in words ("keep your eye on the little ball"), and often he 
does all three. 

Disguise is another part of misdirection. The magician 
disguises his hands. He puffs out the empty hand to make it 
appear to be holding the ball, and he holds the hand that is 
palming the ball in a natural position to make it appear empty. 
He never sneaks a glance at the hand that is palming the 
object because if he does, his audience will too, and he never 
moves that supposedly empty hand rapidly because that 
focuses the audience's attention where it shouldn't be. As 
you gain skill you will find yourself misdirecting your 
audience easily and naturally, without even trying! 







about cards 

Regular playing cards come in two sizes . . . standard 
(poker) and bridge 

Standard cards are one quarter of an inch wider 
than bridge cards. Most magicians work with 
standard cards, but i f  your hands are small, don't 
hesitate to use bridge cards. Try to avoid one-way 
patterns, however. They can make certain sleights 
like the double-lift obvious. 

Plastic cards or plastic-coated cards are difficult to 
handle well, and are generally shunned by 
magicians. 

Fox Lake cards are bridge-sized but have overall 
patterns like poker decks. They are available at 
magic shops. 





Cards can be palmed in a number of ways . . . The 
classic palm is the most widely used, the pinkie 
is probably the most deceptive, and the back-palm 
is rarely used except during certain types of card 
manipulations. 

Palming a card is a simple process . . . provided 
your hands are large enough. The real problem is 
getting it into your palm in the first place! To 
achieve this without getting caught, magicians have, 
as usual, worked out a number of ingenious 
methods for stealing a card from the top, bottom 
and even the middle of the deck. 

For your purposes, the top and bottom palms 
presented here will be more than sufficient for the 
moment, but again, a word of caution. It takes a 
good deal of practice, confidence and, especially, 
misdirection to palm off a card successfully. Don't 
do it until you can do it superbly well. It would be a 
shame to expose a perfectly good move, and it 
certainly won't do your reputation any good either! 

classic palm pinkie palm back palm 













ass flourish * 
an easy way to bring a selected card to the top, 
useful when you can't get away with the pass . . . 

looking down . . . forearms 
parallel with floor 

Deck riffled and spectator 
asked where to stop. 

Cards separated at that point and 

selected card placed on top 
of portion B. 

Portion A tossed on B and 
break held with thumb. 

L. hand immediately tilted to 
right. A dropped on R,  fingertips 
and 





far and away one of the most useful 
of the many, many card moves . . . 

r ~ h e  object i s  to pick up two 
cards and show them as one. 
There are various methods for 
accomplishing this. Try the few 
that follow and settle on the one 
that is best for you. 

first method 

Deck held in L, palm, thumb on left 
side, L. 1 on top and L. 2, 3 and 4 
on the right side. 

R. thumb-tip pulls up two top cards 
at lower left corner and holds them 
as one between the R. thumb and 
R. 1 and 2. 

second method 

Since it takes a good deal of 
practice to pick two cards off the 
deck every time, a more reliable 
method is to secretly riffle-count 
two cards with the tip of the L. 
thumb and then hold the break at 
the back with the fleshy part of the 
L. thumb until you are ready to 
actually do the double-lift . 
Of course, the riffle-count must be 
done while the spectator's 
attention is diverted away from the 
deck. 



*vd method 

-8,: 3 the deck with L. thumb on 
...- side, L. 1 at top and L. 2, 3, and 
:I right side. 

- "le top ten or so cards until you 
-,r- down to the last two and grasp 

:se as one between R. thumb 
.: R. 1 and 2. (Note that during 
- e R. 2 and 3 are resting on top 
2ack.) 

i ~ r t h  method 

'"3ile speaking to or otherwise 
- xupying the attention of your 
z-dience, secretly riffle the top few 
~ ~ d s  of the deck, stopping at the 
13 two, and hold the break with 
-9 tip of L. 4. until you are ready 
: do the double-lift. 







an easy and quite convincing triple cut that 
effectively keeps the order of the pack intact 

P Deck he!d in L. hand parallel to floor. 2 R. cuts away bottom third A between R .  t h m b  and 
second joint of R . l  and 

L. immediately brings remaining portion B up and simultaneously grasps portions B and C between L. 
drops i t  on top of C and thumb and tip of L. 2. 





u shuffle ** 
an easier way to bring the seiec!ed c z ' .  
or cards to the top of the deck 

P Deck in L, hand. 2 R. hand f z s x  i=n e- ha" be- 3 R. hand comes over to L. and 
tween R. t h c ~ k  ant' 3. 2 2 n d  

pulls it away :o c i ~ h f .  

- - 

7 Continue as before, but this 8 grasp selected card and the 9 and secretly hold them slightly 
time tips of R. thumb and R. 2 few more cards that come with apart from rest of packet. 

it 

here's how it looks close up . . . . 





the classic method of "forcing " a spectator 
to select the card you want him to take 

i( Secretly glimpse bottom card. 

l5  Keep track of card to be forced, and 

2 Cut glimpsed card to center of deck 

6 time the selected card to appear as spectator's finge 
near deck, 





force * * 
not as natural as the classic force but it works every 
time 

k 

f Secretly glimpse top card of deck. 

Riffle deck with L, thumb. 

Say, "Tell me where to stop . . . 
anywhere you like." 

Stop precisely where spectator 
requests. 

Right hand grasps top portion A 
of deck between thumb and R. 2. 
and 3. 

L. 2, 3 and 4 remain along top 
right edge of deck. 

Both hands pivot to right and as 
they do 









transposition *++ 
a terrific effect, quick, startling, almost magical, but don 't t r y  it 
until you have had lots of experience. . . 

the effect 

Magician shuffles pack, shows 
top card and places it in his 
pocket. He shows the next card, 
places it face down on the table 
and asks spectator to hold his 
hand over it. Magician removes 
his card from pocket face down. 
He and spectator turn their 
respective cards face up at the 
same instant, and lo and behold, 
the cards have changed places! 

how to do it 

Shuffle pack. 

Do Double Lift. 

Show spectator face of card(s) 
and say, "Two of hearts," or 
whatever card happens to be. 

Replace card(s) face down on top 
of deck. 

Remove top (indifferent) card and 
say, "I'll take the two of hearts," 
and place card in your right-hand 
jacket or trouser pocket. 

Do Double Lift again. 





an absolutely dynamite effect . . . one of 
the best club or stage card tricks ever 

r 
- -. - 

the effect 

Magician carefully counts five cards, one at a time, 
distinctly discards three, and discovers to his 
surprise that he still has five cards left. He repeats 
this procedure three more times and on each 
occasion, still has five cards left! 

important note 

This is a superb professional trick, and not that 
difficult to do well, but don't expose it! Practice it to 
perfection before you show it to a single person, and 
don't do it close-up! 

learn this first 
false count 

Hold eight cards vertically in the L. hand, thumb on 
back and L. 1, 2, 3 and 4 on the front. 

Say "One," and as you slide the top card (nearest to 
you) to the right with L. thumb, bring your R. hand 
over and grasp the card at the upper right corner with 
the R. thumb behind and R. 1 and 2 in front, and carry 
it several inches to the right. 

Say "Two" as you slide second card to the right. 
Bring card in R. hand in front of cards in L. and slide 
upper right corner of card behind first card and under 
R. thumb. Carry R. hand and cards several inches off 
to the right. 

Say "Three" and repeat identical moves with third 
card. 

Say "Four" but this time as cards in R. hand cover 
cards in L. hand, L. 1 buckles the bottom card 
(nearest audience) and places the balance of the 
cards as one, under the R. thumb just as with the 
previous single cards. 

Say "Five" and remove the last card in the same 
manner. 

You held eight cards but they appeared to be five. 
When you can do this smoothly and unhesitatingly, 
add more cards and continue practicing until you can 
make seventeen cards appear to be five . . . and do it 
perfectly. 

















an old carney-type hustle currently being 
revived on the streets of New York . . . 

r 
the effect 

The operator shows three cards, 
generally two red aces and a black 
one. He throws them face-down on 
his table (or the ground), mixes 
them up, and you bet you can pick 
out the black ace. If you do - a rare 
occurrence - he pays off at two to 
one. 
The operator usually has at least 
one shill (confederate) working with 
him. They place bets, win easily, 
and in so doing, induce spectators 
to take a chance. One classic ploy 
occurs when the operator looks 
away and his shill bends up a 
corner of the black ace. The 
operator, not noticing, throws the 
cards, and the crowd bets heavily. 
When the bent corner card is turned 
over, it proves not to be the black 
ace. The operator had secretly 
removed the bend and placed it on 
another card. 

to prepare 

Bend three cards, the ace of 
hearts, diamonds and spades, as 
illustrated. 

the secret move 
Hold a red ace between the R. 
thumb and R. 1. Pick up black ace 
in same hand between R. thumb 
and R. 2. Throw black card down as 
illustrated. Now, in the same way, 
throw red ace to the left of black 
ace. Do this a number of times 
until you get the feel of it. 

now try the switch 

Make the identical throw, but this 
time release the grip on the tbp 
(red) ace allowing it to fly-off, and 
quickly replace R. 2's grip on the 
black ace with R. 1. This finger 
transfer must be done 
imperceptibly or the move will be 
detected. 





















































a new changing card *** 
not easy to do, but a dynamite color change and 
well worth the time and patience it takes to perfect 

R. hand covers deck, hesitates there for one 
second, and slowly glides across face of deck and 

into crotch of R. thumb which grasps it without 
obvious motion and glides back as before. 

1 Deck face out in L. hand, L. 1 and L. 4 curled 
on back. 

5 First knuckle of L. 1 immediately slides top (back) 
card towards body about one inch 

an 











card throwing ** 
- : t magic, but a skill that card 

xkers frequently acquire 

'he late illusionist, Howard 
Thurston, used to throw cards 
~ l p  to the balcony from the 
stages of the largest theatres, 
and, i t  is  said, with amazing 
accuracy. The secret is in the 
grip. Hold the cards as 
~llustrated, bring the hand back 
until the card almost touches 
the wrist, and then straighten 
out very rapidly like a taut spring 
uncoiling. 

Throw easily at first, release the 
card on a level plane, and 
follow through smoothly. When 
you achieve fairly level flight you 
can gradually increase the force 
of your thiows. In a short while 
you should be able to throw a 
card into a wall twenty feet away 
with enough force to break the 
card's corner. 



reads ** 
very pretty flourishes, and easier 
to do than they appear. . . 

the cards in a straight line 
or in an arc. 

Spread the cards in one fast 
motion, using the fingertips of R. 
2 and 3 (or R. 1 i f  you prefer). I f  
your deck fans well, it will spread 
well too. Don't attempt the move 
if the table surface is too smooth. 

Turn over the first card 
and the rest will follow. The 
slower the turnover, the 
prettier the effect. 

If you are doing card tricks 
near a table, use the spread 
to demonstrate that you are 
using an ordinary deck. 

























flick vanish ** 
a beautiful vanish, highly recommended by great coin 
manipulator Bobo, author of the classic Modern Coin Magic 

1 magician'saye view 2 L. hand palm up on R. palm. R. 2 and 3 flick coin onto 
R. hand parallel with floor 3 L. palm. 

and coin on tips of R. 2 and 3. 

s 4 L. hand starts to close over 5 Coin drops from L. hand onto Q continues to close as though 
coin as it turns over. R. fingers, and still holding coin, and 

I moves about four inches 8 L. hand turns up, fingers Q open to reveal that coin 
forward of R. hand, which turns squeeze away coin, and has vanished. 
over as it finger-palms coin. 



in vanish ** 
--:erconvhcing sleight for 

I ,- - zWg several coins at once . . . 

3ack view of R. 
catching coins 

3 and 





~ocket vanish * 
: -vp/e,  surprising, and virtually 

- 13tectable vanish for a single coin . . . 

:#: I is held between tips of L. 
,- _ n b and L. 2. 

: -and passes a handkerchief 
I +*  coin. 

:: ss is repeated. 

:- 'hird pass R. thumb and R. 2 
,t rretly remove coin and 
I-yinue on as before without 

.?:!tation. 

: +  *op of pass, R. fingers drop 
r - into left breast pocket and 
r - has vanished! 













.'i9en the coin reaches the top, 
;*asp it with your R. hand, 
xraping the pellet loose with 
-sur R. thumbnail and transferring 
.-e coin to your fingertips. 

:s the L. hand comes forward to 
i"lw the coin-which may be 
2xamined provided no trace of 
*ax remains on it-the pellet is 
l'ropped to the table and pulled 
x c k  into your lap as the R. hand 
aises the glass of water. 

qote This effect, like many tricks, 
should be worked out to your own 
specifications. Some magicians 
3ff ix  one end of the hair to their 
x f f  button, wrap the hair around 
.?eir sleeve, and then affix the 
second end alongside the first. 
'he hair is then ready whenever 
-hey need it. Others attach one 
2nd to a top vest button and the 
2ther to the bottom one, secure 
3ne pellet to their thumbnail 
3uring dinner, and then transfer it 
:o the coin when they are ready to 
2erform the trick. 

Your personal preference, the 
Aothes you are wearing and the 
degree of skill -and 
experience-you have aquired are 
all factors. 

'Magician's wax always remains 
soft. It is available at magic 
supply houses or you can make 
your own by carefully melting a 
small quantity of beeswax over 
!he stove and adding a few drops 
of turpentine (thls is highly 
'lammable, so beware) to it. 
Venice turpentine, available at art 
supply stores, is better. To make 
it black, add a few drops of India 
ink, or better still, melt in a bit of 
black crayon or black candle- 
coloring. 





coin production mow ** 
-x producing a single coin at the fingertips, particularly 
:ilring the Miser's Dream . . . 

1 f Coin is thumb-palmed in either 
I hand. 

I First and second fingers bend back 
and grasp coin between them, and 

I 

I quickly straighten out. 

The first finger drops slightly 
behind second, shifting coin into a 
position more visible to your 
audience. 

- 

back view 





30 Coin Switch, 
English penny in L., half-dollar 
'inger-palmed in R. 

Do French Drop Switch, 
~ u t  instead of showing that coin 
1n right hand has changed, keep 
3. hand closed and place coin 
ihalfdollar) into right jacket or 
trouser pocket and leave i t  there. 
[Audience thinks you have placed 
English penny in your pocket). 

Show R. empty and produce 
English penny from under back of 
R. hand. 

Hold English penny between L. 
thumb and L. 2. 

Flick handkerchief out of left 
breast pocket and do 
Handkerchief Vanish. 

Show hands empty and replace 
handkerchief. 

































--ough not as widely used 

- 

I Ball on top of L. fist. 

R. hand closes as though 
holding ball 

2 AS R. hand approaches bottom 
of L. fist 

5 and carries it off to right 
where it 

- 

7 

L. opens as i f  to allow ball to 
drop through into cupped R.. 
but ball is actually retained in 
finger-palm in L. 

6 opens to show ball gone. L. 
makes recovery from R. elbow or 
wherever desired. ,-, 

5 essential that all the motions 
1 hand attitudes during this 
tish are identical to those made 
en you really take the ball. 









- 3 t really a na tural-looking vanish 
r ~t a good one nevertheless . . . 

1 R. hand holds ball between R. 2 
and 3; and 

L. hand turns down as though 
grasping ball which is actually 
finger-palmed in R. 

2 places ball on edge of L. palm. 

L. hand continues around, 
fingers puffed out as though 
holding ball. - 

. 
3 L. rolls ball to center of palm. 

6 L. turns over again and opens to 
show that ball has vanished. 









L. slowly turns over under cover of R. 

7 Palms meet and R. palm grips ball as L. palm relaxes 8 Hands separate. Ball back in R. palm ready for 
grip. recovery. 









#hat the audience doesn't see. . . 

1 Ball on L. fist. Duplicate finger-palmed in R. 
A, 

,pproaches, ball in L. slips down into hand. 

)pears to take ball but actually 
h 

- - - 

4 shows duplicate at fingertips, and carries it off. 

I ball i s  produced 

in finger-palm. 2 Hand moves up and forward about 8 to 10 inches, 
opening slightly to give ball freedom to roll. 

nb gets under ball, and combination of thumb 4 brings ball to top of fist. , 
momentum 









4 L. hand with ball 6 palmeu 5 as it reaches for ball A, loads in same motion openly removes 
(in actual routine this ball 
is stolen from dropper) 

R. 3 comes down under ball A between R. 2 and R. 3, and in R. 2 comes down under ball B 
and rolls it one continuous motion 

R. 3 comes under ball B and 17 R. 2comes under ball C and R. holds what appears to be 
l6 rolls i t  between R. 2and R. 3 rolls i t  up between R. 1 and l8 four solid balls. 

and R. 2. 

An Easier Method, But not Nearly as Effectlve: After ball B is loaded into 
shell. L. hand reDlaces ball A between R. 2 and R. 3. thus eliminatina 
moves 10 and 11. After ball 3 is loaded into shell, L: hand replaces ball B 
setween R. 3 and R. 4, thus eliminating moves 15 and 16. 











basic sponge ball 
vanish ** 
a very easy, very deceptive move, but be sure to get your angles right . . . 
r 
Ball pinched at edge by R .  thumb 
and R. 2 

is placed in L. palm. 

L, fingers close over ball but R. 
retains its grip and merely pulls 
ball out of L.'s grasp. 

L. fingers continue to close 
without pause and L. hand is 
puffed out as though holding ball. 

L, opens and ball has vanished. 









cups and balls *** 
the oldest recorded trick and still one of the 
greatest exhibitions of pure sleight of hand . . . 

the effect 

Magician displays three metal cups and three small 
balls, which invisibly pass from cup to cup in a 
bewildering series of appearances and 
disappearances. 

required 

Three cups and four balls of cork or cloth or 
hard rubber approximately :<" to x" 
in diameter. 

Standard cups look like A or B, are generally made of 
steel or aluminum, and are available at magic supply 
houses in various diameters, from mini (not practical) 
to standard (approximately three inches in diameter), 
which is the best size for learning the basic moves. 

Until you get your set you can use stiff paper cups 
(the type with recessed top) or, for practicing basic 
moves, plastic tumblers. 

learn these moves first 

palming 

Always hold the ball at the base of R. 3 and 4, 
and always hold both hands in that same basic 
position, whether a ball is palmed there or not. 

introducing the ball 

Ball palmed at base of R. 1 and 2. 

R., holding cup at base between R. thumb and R. 1 
and 2. raises it about five or six inches above table, 
mouth tilted slightly toward performer. 

On descent, bottom portion of hand swings in toward 
mouth, bringing ball beneath cup. 

Ball is released under cup as it comes to rest on 
table. 





sand balls routine **I 

7 -  
Following is a short routine (with a 
smashing climax) to acquaint you 
with the possibilities of the Cups 
and Balls. Eventually you may want 
to create your own longer, more 
elaborate routine. Although only 
one or two patter suggestions are 
included, Cups and Balls workers 
generally point out what they are 
doing while they are doing it. Work 
crisply and at a fairly good pace, 
and when you do your own routine, 
don't let it go on for too long. Until 
you are really a master, and 
probably even then, five or six 
minutes should be more than 
ample. 

Work sitting down at a sturdy, 
comfortable table, with your 
audience in front of you. 

I preparation 

Three cups stacked, mouth up on 
table, four balls in R. jacket pocket, 
and three small limes or very small 
lemons, or comparably-sized 
pieces of firm fruit 
approximately two and one quarter 
inches in diameter in your L. jacket 
pocket. 

:o perform 

jet cups in line, mouth up. Cup on 
lour left is 1, middle cup is 2 and 
:up on your right is 3. 

l o  Penetrating Cups. Cup 3 
renetrates cup 2 and cup 2 
renetrates cup 1. 

'urn cups mouth down about six 
nches apart. 

qemove three balls from R. jacket 
rocket and palm fourth. 

;et one ball on top of each cup 
vith R. hand. 

rilt cup 3 forward with R., dropping 
)all into L. hand. Load palmed ball 
nto cup as you tilt cup back on 
able. 

ross ball back into R. and execute 
lasic vanish, palming ball in R. 

Make throwing motion in direction 
~f cup 3 with L. hand. Open to 
;how that ball has vanished. 

3ick up cup 3 with R., revealing 
)all back underneath. 

+?move ball with L. and load 
salmed ball back under Cup 3 with 
3. 

'lace ball on top of cup 3 with L. 

qemove ball from top of cup 2 with 
L. 

Pick up cup 2 with R. 

?lace ball on table in position just 
xcupied by cup 2. 

Bring cup 2 down on top of cup 3. 







Small, bright, colorful and easy 
to handle! That's what make 
thimbles so ideal for close-up 
magic and manipulation. 
Although they have never really 
reached the status of cards or 
coins, there are a great many 
magicians who specialize in 
their use. You'll find a number 
of good, basic sleights in the 
next few pages to start you on 
your way. 

































gimmicks 

Slgarette dropper 

: small black sheet-metal case 
rnlich drops ten or twelve standard 
: - three-quarter-length unlit 
: zarettes, one at a time, into your 
-gers when pressure from the 

-eel of your hand is applied 
isainst it. 

3-oppers are worn under your 
zcket on either or both sides, with 
:penings approximately level with 
T e  bottom edge. 

:igarette tank 

3evice to hold from one to four Ilt 
:igarettes. Not really practical. 

:igarette pull. 

4 device which vanishes a lit or 
mlit cigarette by pulling it up your 
;leeve or under your jacket. 

humb tlp 

1 utility device, generally stamped 
)ut of metal, flesh-colored, and 
JSed to vanish various objects 



















ta nish ** 
a clean, deceptive vanish when done well . . . 

Cigarette held in L. hand, as 
illustrated. R, fingertips tap 
cigarette several times, driving i t  
into L. palm. 

Cigarette, held between L. thumb 
and L. 2 is pivoted (snapped) back 
to fingertips by pushing down with 
tip of L. 1. 

Repeat the above series once 
more. 

The third time, when the cigarette 
is almost down into the k. hand for 
its full length, make the last tap 
with a somewhat forward motion 
and the cigarette wil l  pop up into 
the R. palm. 

Close'L. hand as though it 
contained the cigarette, slowly 
squeeze the cigarette away, open 
to reveal that it has vanished and 
recover the cigarette from the L. 
elbow, or wherever you prefer. 





lit cigarette production *** 
for many years, one of the most exciting-and 
puzzling- tricks 

r 

the effect 

The magician reaches up and 
plucks a lit cigarette out of the 
air. He puffs on it once or twice, 
discards it, spots another, 
reaches up and produces it, and 
continues in this fashion until he 
has produced anywhere. from ten 
to twelve cigarettes. 

required 

Two cigarette droppers 
each of which contains six or 
seven unlit three-quarter-length 
cigarettes. One dropper is pinned 
to the lining of each side of your 
jacket, with opening adjacent to 
bottom edge of jacket. 

the basic moves 

the production 

Cigarette thumb-palmed in either 
hand. 

R. or L. 2 goes under cigarette 
and R. or L. 1 goes on top. 

Fingers straighten out and 
cigarette is produced. 

the switch 

Dummy is finger-palmed in either 
hand. 

Cigarette is held between R. or L. 
1 and 2. Hand flicks downward 
and dummy is discarded at same 
instant lit cigarette is thumb- 
palmed. 







gimmicks 

---d kerchief ball 
a ce used for the bare-hand production of silks. 
-es with or without an attached thumb-loop. 

l ie  tube 

hollow billiard ball for the silk to ball effect 

another gimmick for the bare-hand production of a 
sltk 



vanishing knot * 
a standard vanishing knot flourish for use in a silk routine . . . 

v 

Twirl silk into a loose rope. 

Grasp end A between L. 1 and 2 
about six inches from left end. 

Grasp B between R. 1 and 2 about 
six inches from right end. 

Toss end 8 over L. hand and grasp 
between L. thumb and L. 1. 

Reach through loop with R. 1 and 
2, and grasp A. 

Place LC 2 under end A and over 
end B and pull A through loop with 
R. 1 and 2. 

Keep L. 2 over B, draw loop fairly 
tight, and then remove L. 2. 

Hold knotted silk with L. hand. 

Grasp knot with R., sweep hand 
down length of silk and appa 
pull knot off silk and disolve 

























torn and restored paper ** 
an old trick, tried and true, and the basis 
for all of the many torn and restored paper effects . . . 

to prepare 
Cut a sheet of tissue paper into 
two identically sized pieces, 
approximately three by ten 
inches, and fold one of them, 
as illustrated. 

Glue folded piece to the back of 
the other. 

to perform 

Tear the paper in half and place 
the left half in front of the right. 

Tear in half again and place the 
left pieces in front of the right. 

Fold the torn edges neatly, flush 
with whole packet. 





torn and restored 
- cigarette paper *** 

a beautiful close-up mystery . . , 

the effect 

Magician shows a pack of 
cigarette papers, removes one, 
tears it into eighths and then 
restores it. He invites spectator to 
initial restored pieces, place it 
on ashtray and set it aflame. He 
restores the charred embers and 
the spectator confirms that the 
initials are his. 

to prepare 

Place a light dab of rubber 
cement on corner of a pack of 
cigarette papers and allow to dry. 
Ball up one sheet of paper and 
press on to corner of pack. 

Remove pack from pocket along 
with matches and pencil stub, 
securing balled paper between R. 
1 and 2 as you do so. 

Place pack of paper on table and 
open with L. hand. 

Roll ball between tips of R. thumb 
and R. 1 and remove paper. Roll 
ball between R. 1 and R. 2 and 
tear paper in half. 

Place left piece in front of right. 

Tear into quarters and place left 
pieces in front of right. 

Tear into eighths and place left 
pieces in front of right. 

Ball up pieces. 

Squeeze into tight ball. 

During process, switch positions 
of balls. 

Place in R. jacket pocket along 
with a pencil stub and a book of 
matches. 

to perform 













cut and restored rope ** 
an old classic but still as baffling as ever . . . 

The effect: Magician cuts an unprepared rope in half, ties the end together,and restores the rope. 

Dangle about three feet of soft 
rope (old clothesline or 
similar) from L. hand. 

2 Run R. 1 along rope and ask a 
member of your audience to 
say "stop" when you reach 

3 When spectator says "stop" 
R. thumb pinches selected spot 
X against R. 1 and 

Cut-or allow spectator to cut 
rope. 

6 Allow cut end to dangle. 
n 

then, still holding scissors, 1.) When you come to knot, palm 11A loosely coil rope around it in R. and secretly slide it to 
end-and off -rope. 









the stretching thumb trick+ 
more of a stunt than a trick, but when it's well done it keeps 
little kids as amazed and amused as anything you 'I/ ever do 

try this in front of a mirror 
until you get it just right 

~ a k e  several hypnotic passes with 
R.  hand 

and put thumb to sleep. 

Bring R. hand over 

and slowly slide the tip of your 
thumb forward and back two 
times.. . 

Straighten out thumb, 

rub-H. 1 fingertip over thumb joint 
as though to heal it, raise thumb, 
and flex it several times. 

from the back it  looks like thls 





magical stunts * 
a few light-but amusing-quickies 

7 
- - -- - - 

The effects on these pages more 
closely approximate stunts than 
tricks, but they are all good 
ones. As a magician, you should 
at least be aware of them, and 
ideally, able to to do them well 
should the occasion arise. 

I thebent spoon 

Grip spoon as shown, hold at 
angle iddicated, and with ap- 
parent effort, appear to bend 
spoon almost in half. Then snap 
your fingers over the spoon and 
show that i t  is restored. 













glossary 

Apparatus The visible equipment 
magicians use in the performance 
of their tricks. 

Acquitrnent A sleight in which a 
palmed object is secretly passed 
from hand to hand so as to make 
the hands appear to be empty. 

Back-Palm A palming technique 
in which the object - generally a 
card(s) or coin(s) - is concealed 
behind the fingers of either hand. 

Bit A fragment of a sleight or 
magical effect. 

Break A slight opening secretly 
held in a deck of cards. 

Change The magical 
transformation of one object into 
another. 

Color Change A sleight which 
changes the color of an object. 

Conjurer A magician. 

Crimp A very slight and hence 
almost invisible bend secretly 
placed in a card or group of cards 
by the magician. 

Daub A dab of a greasy 
substance secretly administered 
to a card to mark it or make it 
slick, thus enabling the magician 
to locate it at a future moment. 

Disappear An act by which a 
formerly visible object is rendered 
nonexistent. 

Discovery The revelation of a 
playing card whose identity was 
unknown to the magician. 

Double Lift Two cards held 
together and exhibited as one. 

Effect A sleight or trick. 

Finger-Palm A palming technique 
in which the object is concealed 
behind the partially closed fingers 
of either hand. 

Force A technique in which the 
selection of an object-generally 
a card-is forced on a spectator 
who is under the impression that 
he is making a free choice. 

Flash Paper Tissue paper treated 
with nitric acid that flares into 
flame upon contact with a 
glowing cigarette or lit match. 

Gimmick A secret device used in 
the execution of a magic trick. 

Glimpse To secretly note the suit 
and denomination of a card. 

Illudon A stage effect using 
large apparatus. 

Jog A card sleight in which a 
card is made to secretly protrude 
from the deck to a slight extent, 
thus enabling the magician to 
secretly locate it or the card next 
to it at a future moment. 

In Jog A jog held on the side of 
the deck closest to your body 
during an overhand shuffle. 

Out Jog A jog held on the side of 
the deck away from your body 
during an overhand shuffle. 

Key Card A card, generally 
gimmicked, which is used to 
locate a particular card or cards 
in the deck. 

Legerdemain A French term for 
magic of the hands or sleight of 
hand. 



w .2. s'e~q-t  or portion of a - -- 

Im To secrete from view by 
jmg in the palm of the hand, 
'lind the fingers, at the root of 
? thumb, behind the hand, etc. 

ss A sleight. 

~tter The talk a magician uses 
accompany a trick. 

netration The magical passing 
one solid object through 
other. 

Prestidigitation A French term 
for magic or sleight of hand 
performed by a prestidigitator or 
magician. 

Produce To make an object or 
objects that were formerly 
nonexistent suddenly appear. 

Production A trick in which 
objects are produced from an 
empty receptacle (rabbit from the 
hat) or from the air (cards, fans), 
etc. 

Riffle The noise and motion 
created when the magician 
depresses the corner of a deck of 
cards with his thumb and 
suddenly releases it. 

Shell A hollow half-object, such 
as a ball, shell or a hollowed-out 
backless coin, in which a smaller 
coin may be concealed. 

Short Card A playing card 
previously cut about 1164th of an 
inch shorter then the other cards 
in the deck, thus enabling it to be 
easily located by the magician 
when the deck is riffled. 

Shuffle The process of mixing a 
deck of cards. 

Side Steal A method of palming 
off one or several cards from the 
deck. 

Silk A colorful square of very 
thin, compressible cloth, formerly 
China silk, now generally nylon, 
ranging in size from 12"x12" to 
36" x 36". 

Split Fan Production of a fan of 
cards from the BACK PALM 
position, and then the re-palming 
of a portion of those cards in the 
process of discarding them. 

Steal To secretly gain 
possession of an object, generally 
from somewhere on your person. 

Stripper Deck A gimmicked deck 
in which all the cards have been 
trimmed to a wedge shape, thus 
enabling the magician to locate a 
card by having it replaced into the 
deck in reverse position. 

Switch A sleight or move in 
which one object is secretly 
substituted for another. 

Talk The telltale sound an object 
makes when it accidentally 
strikes against another during the 
course of a trick. 

Trick A deception in which the 
audience is fooled. 

Vanish The act of making an 
object suddenly become 
nonexistent. 





9 ~ ~ l l l ~ - ~ 3  his life to the furtherance of the art of magic not for fame or - - =C al rewards, but like the true artist he surely is, for the sheer love of it. 

I I r ~ y  sleight in his book is difficult and most of the tricks are fairly 
v-.?F. o - I ex, but each is a masterpiece, carefully worked out and presented in 

m l ~  ZJIOUS detail by his good friend, well-known magician Lewis Ganson. 

-1s is certainly not a book for the beginner, but I thought you should 
,rr..* about it. Someday you may want to become involved. 

?- of Magic 
-- ,s IS a brilliant series of thlrty-nine sleightqf-hand effects, each the pet 
-**:* of a highly regarded sleight-of-hand artist . . . Dai Vernon, Slydini, 
-F !ate Francis Carlyle and Dr. Jacob Daly, Leo Horowitz and a number 
r- :!hers, including several brilliant effects by long-departed masters, 
''s8z--? Liepzig and Max Malini, worked out and presented by Mr. Vernon. 
<=, 7. these effects are far too involved for beginners, but someday, who 
I'-':Us . , .? 

Memoirs of Robert Houdin 
still fascinating memoirs of the nineteenth century French magician many 

~ ider  to be the father of modern conjuring. Watch and automaton maker, 
mtor, dabbler in electricity, and the most successful magician of his 
Houdin's story is a must for any lover of magic. 

tdini's Escapes and Maglc by Walter Gibson 
; rs a fairly old book (originally published over forty years ago), and 
.e isn't really too much material that you can personally use to 
sntage unless you are contemplating the Chinese Water Torture Escape 
ave aspirations to walk through brick walls, but it does make 
:inating reading and present a keen insight into the art-and science- 
~agic,  particularly escapes and illusions. Walter Gibson, one of our 
)most and most prolific writer-scholars on the magic arts, presents this 
everything he does in highly readable, highly enjoyable fashion. 

Encyclopedia of Card Tricks by Jean Hugard 
late Jean Hugard was perhaps the foremost writer of magic books for 

~icians. Generally thin paperbacks, virtually devoid of illustrations, and 
too highly detailed. they are nevertheless authoritative and all- 
usive. His books cover the gamut . . . thimbles, silks, dinner-table 
jic, and especially cards. His encyclopedia is a superb collection over 
hundred pages long, and certainly worth having if card-magic intrigues you. 







MAGIC 

A Comprehensive 

Sleigh? of Hand 
Complete see it, in This Rook! 

now /' 
A new and simple learn. 
by-picture method that 
makes it easy for anyone 
aged twelve and up to per- ? form all the classic 
sleights just as they are 

t m  done by the world's 
greatest professional 
magicians. Long-time 
magician Bill Tarr has 
teamed up with Barry 
Ross, an illustrator 
famous for his instruc- 
tional sports diagrams, for 
easy-to-follow, step-by= 
step instructions, so that 
with the help of more than 
1,500 line drawings that 
capture each eye-fooling 
movement, you'll learn 
everything from simple 
sleights you can master in 
minutes to the great 
classics of magic. With 
ordinary objects-a 
regular deck of cards, a 
coin from someone's 

pocket, a few balls of 
crumpled aluminum foil- 
you'll soon be doing . . . 
Card Fanning 

Springing the Cards from 
Hand-to-Hand 

The Lit-Cigarette Trick . 

The Three-Shell Game 

The Cups and Balls 

Three-Card Monte 

The Cut and Restored 
Rope 

The Miser's Dream 

plus . . . 
Unbelievable Card Tricks 

Coin and Cigarette 
Vanishes 

and dozens and dozens c 
the world's greatest 
sleight-of-hand effects! 
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