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Martin is an award winning professional magi-
cian with over 20 years experience. 

He is a very popular performer and his presen-
tation style mainly concentrates on providing 
great entertainment to his audiences. 

His original blend of magic has seen him win the 
Merlin Magical Society close up competition on 
no less than 3 occasions, he is also currently the 
Stan Blaney Stand Up Stage Trophy champion 
and the Clifford Morrow Cup holder for a second 
time (a highly regarded originality award). 

He also a regular contributor of magical articles 
with unique tricks for The British Ring Magazine 
which have been very well received. 

As an inventor of magic Martin is a great thinker, 
he provides winning commercial routines that 
are easy to do but very strong in performance, 
these effects that he has created are guaranteed 
to have that necessary wow factor for those audi-
ences that witness them. 

His work on how to achieve maximum impact 
with minimal work will amaze you along with 
his energy and passion he uses in every magical 
demonstration.

About Martin
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Effect
A deck of cards is introduced and openly 
placed on a table or as I prefer a spectator’s 
hand. 

You explain you will not go near it again un-
til the conclusion of the trick. 

A helper is requested to name any playing 
card of their choice in 20 seconds time, by 
giving them the 20 seconds means they will 
have thought of a card and can change their 
mind on at least one occasion. 

This usually is met with amusement as they 
feel you are playing with their minds. When 
the time is up, click your fingers and ask 
your helper to clearly announce their card. 

For this example will say the Ace of Clubs. 

Reinforce that this was a free choice and 
give them a last chance to name another. 

Once they have made their choice grab 
the deck from the table or the spectator’s 
hand and open the box with the cards 
face up. 

With your right hand, remove the cards 
and replace the empty box from where it 
came. 

You thumb through the cards till the se-
lection appears and place this card in your 
helper’s hand face up. 

You then announce that if the King of 
Spades was chosen this card would have a 
red back, if the Jack of Diamonds was cho-
sen this card also has a red back, in fact 
every card has a red back as you continue 

flashing both sides of cards throughout 
the pack and naming them. 

You explain that earlier in the day you took 
one card out from a blue deck and placed 
it in this red deck and have they any idea 
which one it could be, at this point they 
will be twitching to flip the card they are 
holding, tell them to put themselves out 
of their misery and turn their card over. 

Prepare for some swear words and wait 
for the amazing comments.

MP
Brainwave
In my opinion, the best version of the 

Brainwave Deck. Only one deck used in use 
which is tabled and visible from the start, 

any card named, (even the joker), no funny 
moves, sticky cards, rough and smooth etc. 

Instant reset and no gimmicks. 

Hits every time for amazing spectator 
responses and they also get to turn the 
different coloured backed card over in 

their hands which of course in their chosen 
selection. 



10   

11   

Method & Setup
Mega easy to perform miracle you will love 
with the deck doing all the work for you so 
you can concentrate on your performance. 

The top 27 cards including the joker are red 
backed with the remaining cards blue (may 
be other way round depending on your 
pack). 

No matter which card is named take the 
cards from the box in your right hand and 
discard the empty box. 

Again I enjoy using the spectator’s hand for 
this. 

Thumb through the cards by moving one 
card at a time from your right hand into your 
left hand till you reach the named selected 
card. 

Make sure you keep the cards face up and 
then drop the chosen card in your help-
er’s hands, also take care not to flash the 
backs of the cards at this stage.

If the named card appears before you 
have reached the joker simply place the 
cards from your left hand back in to your 
right hand and flip the whole deck over. 

This way you can name and display up to 
half a deck of cards with red backs know-
ing their card they are holding is blue, 
they will be totally convinced their card 
is the only different backed card, to reset 
simply place their card on the bottom of 
the deck and recase. 

Nobody ever asks to examine the deck 
and you can always discard it in a pocket 
before the reveal. 

If you need to thumb past the joker simply 
place the cards in your right hand on top 
of those in your left hand after you have 
dropped the selection out. 

This will provide you with a blue backed 
deck with the only red backed card being 
their choice. 

The reset in this instance is about 5 sec-
onds. Place the selected card on the 
bottom of the deck, find the joker in the 
middle of the deck and place this on the 
bottom, then place all the other cards that 
were in front of the joker underneath. 

This will bring you back to your origi-
nal starting position of 27 red backed 
cards including the joker followed by 26 
blue backed cards. then recase. Perfect 
for strolling and close up as it takes up 
minimal room and hits hard. magic in the 
spectator’s hand is always strong. Enjoy. 

MP
Brainwave
In my opinion, the best version of the 

Brainwave Deck. Only one deck used in use 
which is tabled and visible from the start, 

any card named, (even the joker), no funny 
moves, sticky cards, rough and smooth etc. 

Instant reset and no gimmicks. 

Hits every time for amazing spectator 
responses and they also get to turn the 
different coloured backed card over in 

their hands which of course in their chosen 
selection. 
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Effect
This is a brilliant trick and requires no sleight 
of hand to achieve the amazing finale. A set-
up is needed but takes little time to do. 

You will need a pen, a deck of cards and a 
blank faced card with a matching back de-
sign to your deck. 

Introduce the cards and spread them face-
up on the table to show they are all differ-
ent then explain one card is very different 
from all the others, point to the top card and 
show that it is completely blank. 

Hand this card and a pen to a willing specta-
tor and instruct them to draw a picture of 
a magician on it, tell them it could be you 
(the performer), Paul Daniels, a stick man 
with a wand or anybody they want, lots of 
opportunity for fun here. When they have 
finished take the card and place it face-up in 
the face-down deck about halfway. 

You now have a magician to perform 
some magic so next you need a card for 
them to find. 

Run your thumb down the side of the 
cards and have another spectator call 
“stop” when they wish. This card is actually 
quite a free choice; it is then removed and 
shown to all interested parties before be-
ing placed face-down on top of the deck. 

So you re-cap, place the lid back on the 
pen for a groan and amusement, you now 
have a magician and a selected card for 
them to find, get the cards cut a few times 
by different people to lose both the magi-
cian and selection. 

You now need the deck split in half; ask 
someone clever what half of fifty two 
equals? 

Hopefully they respond with twenty six, 
count off these and place the two piles of 

equal cards you now have side by side. 

Explain that the magician is now going 
to work, take the top card of each pile to-
gether and place them face-down in front 
of you to form two new piles, do the same 
with the next pair of cards, keep going till 
you reach your face-up drawn magician, 
announce his appearance to the specta-
tors and then ask which card had been 
chosen, turn over the card opposite the 
magician to reveal that it the selected 
card has been successfully found by the 
drawn wizard and place it onto the table, 
the magician card is then picked up and 
waved over the top card of all the four 
piles on the table. 

A spectator is asked to turn these four top 
cards over, they are the four aces. 

The drawn magician receives a round 
of applause and is then given away as a  
souvenir. 

Magicians
Card



14   

15   

Method & Handling

Get a regular deck of cards, remove the jok-
ers and one other card of your choice, it 
does not matter which one but for this ef-
fect to work you need fifty one cards and 
the blank card. 

This is the set-up, blank card at the top, ace 
of hearts, twenty three indifferent cards, ace 
of spades, ace of clubs, remaining twenty 
four indifferent cards and the ace of dia-
monds at the bottom. You are now in posi-
tion to perform this brilliant trick. 

Spread the cards face-up on the table stat-
ing they are all different, gesture to the top 
card remarking that this card is indeed very 
different as it is blank, hand the pen to a 
spectator and have the magician drawn, 
scoop the cards and false shuffle if you wish 
whilst they draw away. 
When they have finished, fan the cards to-
wards you and place this card face-up be-

tween the two black aces, this will make 
the trick self-working. 

You now need a card selected but it needs 
to be from the bottom half of the card and 
not the final ace. 

Run your thumb down the side of the 
cards quite quickly till your over halfway 
down, slow down at this point and request 
a helper to call “stop.” Have this chosen 
card removed and displayed.  This card is 
then placed face-down on the deck. 

Do the re-cap joke for reaction and you 
are now in the position for this effect to 
work itself. 

Have the cards cut a few times before you 
set the magician to work. 
Twenty six cards need to be thumbed off 
and placed on the table, do not count 
them down as the order will be mixed and 
incorrect, they must be thumbed off and 

order retained. 

With the two piles of cards side by side 
take the top cards off of each pile and 
place them face-down in front of you, 
keep going in pairs till the drawn magi-
cian appears, do not deal him, draw atten-
tion to his appearance and then ask for 
the name of the freely chosen card. 

The magician has successfully found the 
selection, place this card aside. 

Next take the magician card and wave 
it magically over each of the four piles 
on the table, then have a spectator turn 
over the top four cards of each pile for an 
amazing four ace revelation. All cards can 
be inspected and a souvenir obtained. 

Played well this goes down a treat with all 
audiences, easy to do and minimal set-up 
needed.

Magicians
Card
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Effect
A super effect, the principle can be used for 
many things such as cards, photographs, 
paper etc but to me this way is the best.

Five unmarked envelopes and a £10 are dis-
played and given to a spectator to examine. 

You then turn away as they then place the 
bank note into an envelope of their choice. 

Your job will be to find the cash. 

The envelopes are duly mixed with your 
chosen helper making all the decisions. 

One by one an envelope is eliminated and 
torn into pieces as you try to locate your 
money until there is just a single one re-
maining. 

You then remove your wallet from your 
jacket pocket and openly place your £10 
note inside from the last remaining un-
torn envelope.

5-4-3-2-1
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Method & Handling

To begin with hand the envelopes and mon-
ey to a spectator to examine and explain 
that you are going to perform some mind 
reading, there’s nothing for them to find. 

You now turn away and instruct them to 
place the 10 note inside any of the five un-
gimmicked envelopes and to line them all 
up in a horizontal line with the money enve-
lope to their extreme left. 

It is now time to shuffle them up. 

You now request them to move the money 
envelope either one place to the left or one 
place to the right, at this point in proceed-
ings they can only move it in one direction 
which is to their right. 

You explain that if you were to turn round 
now it would not be very impressive mind 
reading as it obvious where the bank note 

would be, so once again have them move 
the money envelope one place to the left 
or one place to the right. Now it could be 
in one of two places. 

Still too easy you claim so have it moved 
one place left or right again, their deci-
sion. 

At this stage you really have no idea where 
the money is. 

Twice more the cash envelope is ex-
changed and it all seems very fair but after 
five one place left or right moves it is im-
possible for the money to be in its starting 
position (spectator’s extreme left), so you 
can now turn round saying “I’m not sure 
where my cash is but I’m pretty sure its 
not here”, pick up the envelope that it can-
not be and rip it up. 

Turn away again and instruct them to 
move the note one place either side again. 

You still have no clue to the whereabouts 
of the money but it cannot be in the enve-
lope to the spectator’s extreme left once 
again so this can be safely eliminated and 
shredded. 

Magically hover your hand over the top of 
the envelopes as if you are sensing vibes 
to dramatise the effect before snatching 
one and destroying. 

Three now remain, turn away for a last 
time and a final one place left or right de-
cision ensues. 

After this mixing the money envelope 
will be in the middle, turn back and hover 
your hand over the three before tearing 
up the outside two envelopes. 

Choose the one to the spectator’s right 
first as you went left on the first two oc-
casions. 

5-4-3-2-1
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All that remains for you to do now is to re-
trieve your money from the last envelope 
and place it in your wallet and accept your 
applause. 

This can be done impromptu with borrowed 
objects and even with you faced away all 
the time. 

Just remember the principals of where the 
objects start out and where they cannot be. 

Enjoy.

5-4-3-2-1
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Effect
You are going to amaze audiences by read-
ing five minds at once. 

The first time I performed this for magi-
cians it really blew them away, using an old 
Anneman principal and adding more shuf-
fling and randomness to make it look even 
more impossible, and no sleights necessary. 

You bring out a deck of cards and begin idly 
shuffling them. 

Five different spectators are each handed 
five cards from the mixed deck, the remain-
der of the deck is openly displayed and then 
discarded. 

These spectators are instructed to mix up 
their five cards up until they are happy and 
to just think of one of them and but please 
remember it. 

They are then to shuffle the cards again 
and place their pile of five cards on the 
table. 

At this point you there are five thought 
of cards in five randomised piles on the 
table. A spectator then hands you these 
piles in any order they wish. 

You then proceed to randomise the pro-
cess even more by dealing these cards 
into another five piles confirming that 
nobody knows which piles contain which 
cards. 

These piles are collected up again by a 
spectator and handed to you once again 
in any order they want. 

You re-cap on the fairness of it all and that 
the cards chosen are merely just thought 
of at this moment in time. 

You take off the top five cards from the 

deck and spread them face-up on the 
table, you repeat this again until all the 
cards are in five face-up piles on the table. 

You then have everybody who has a 
thought of card to confirm that it is visible 
which they do and that their choices were 
all totally fair. 

Ask one of these helpers to simply point 
to which spread of cards they see their 
thought of card in and not to give any 
further clues as to which one it is. You 
then glide your hand up and down the 
cards concentrating hard or waiting for 
the spectator to give you a tell-tale body 
movement before correctly identifying 
their card. 

This action is continued with the other 
four participants and each time you are 
successful in finding their merely thought 
of card from a deck they had mixed them-
selves. 

FIVE
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Method & Handling

There is a set-up required for this master-
piece but nothing to taxing. 

Remember no sleights required just some 
memory work. 

From a deck of cards remove the ace, two, 
three, four and five of hearts then thorough-
ly shuffle the remainder. 

Spread this remainder face-up in front of 
yourself; take the ace and place it face-up 
in the first position, after four random cards 
you will then need to place in the two, then 
a further four random and place in the three, 
four more indifferent cards then place in 
the four, and finally yes you guessed it four 
more cards then the five. 

Turn the deck face-down. Your key cards are 
the ace, two, three, four and five of hearts 
and are in positions one, six, eleven, sixteen 

and twenty one. You are ready to perform 
your miracle. 

Take the cards and false shuffle if you 
wish, you can mix the bottom half of the 
deck but do not disturb the top. 

Hand a spectator the top five cards, label 
them spectator one in your head, they 
have the ace and four other cards; repeat 
this with to four other parties. 

Label the person with the two and four 
random cards as spectator two and so on. 

This is all the memory work needed the 
rest will be self-working. 

Have each spectator shuffle their cards, 
think of just one of them and then mix 
them up once more and place their pile of 
cards face-down on the table. 

Remind them of the fairness of what has 

occurred. 

The piles are stacked together in any or-
der chosen. 

You will need to then deal this deck into 
five face-down piles, you claim nobody 
knows which cards are in which pile which 
is totally true and all chosen cards are at 
this stage just in the spectator’s mind. 

The piles are collected in any order once 
again and handed to you. 

Take the first five cards and spread them 
face-up on the table, then repeat until you 
have five spreads of five face-up cards. 

It is vitally important you do not change 
their order so take your time and spread 
them in the same direction. 

Get everybody who has a thought of card 
to clarify it is now visible and remind them 

FIVE
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of how fairly cards have been mixed and 
also selected. 

It really will seem impossible that you can 
locate merely thought of cards from a spec-
tator shuffled deck. 

Ask the person you mentally labelled as 
spectator one to simply point to the spread 
of cards that contains their card and to give 
you no further clues or help. 

All the cards that spectator one had to 
choose from will be in the same position in 
each spread as the ace of hearts, brilliant eh! 

So once you know which spread their 
thought of card is in, innocently glimpse for 
the ace, if it’s the pile they have pointed to it 
will be their card, if not look where for where 
the ace is, if its in a different spread and the 
third card, then spectator ones card will be 
third card in the chosen spread. 

Reveal their card in your most dramatic 
way picking up body language and sens-
es. 

Spectator number two cards will be in the 
same position in each spread as the two 
of hearts and so on. 

Remember if the key card for that person 
is in the pile they point to at the end it will 
be their card. 

Sometimes the thought of cards may 
come from the same final spread. 

Please use this mind-reading masterpiece 
and you will get great reactions.

FIVE
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Effect
Nim was originated in China, a gambling 
game and also played for fun. 

But you claim to the world’s best undefeat-
ed Nim champion and aim to prove it. 

This is a fun, challenge game but only play 
twice. 

You empty a bag of pennies on a table and 
explain the Nim rules; you can take one coin, 
two coins, or three coins. 

Whoever takes the final coin will be the 
loser.

Remember you must always take one, two 
or three coins. 

An opponent is then duly nominated to 
challenge you. 

As you are the best you will not play them 
for money and will also give your chosen 
opponent the chance to go first or sec-
ond. 

The game begins and various numbers of 
coins eliminated but you successfully de-
feat your opponent.

You immediately offer them a rematch 
and they seem confident.

You give them the opportunity of going 
first or second once again and even offer 
a small wager. 

Once again you prove to be the champ.

The nim
challenge
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Method & Handling

You will only need a small cloth bag and 
eighteen pennies to be world Nim cham-
pion. 

Tell your audience about your prowess at 
the game of Nim and explain the rules. 

Have an opponent nominated to challenge 
you and remind them how to play. 

At the start have seventeen pennies in the 
bag and one hidden in your hand. 

Ask your challenger if they wish to go first 
or second, if they say first, empty the bag 
contents on the table and keep the one coin 
hidden in your hand, but if they say second 
empty the bag with the seventeen coins 
on the table and then use your hand with 
the hidden coin to help spread the coins 
out neatly and then secretly add it to them, 
the noise of all the coins jangling together 

makes this very easy. 

All you need to do to win is to make up 
their removed number of coins to four af-
ter their turn, if you go first simply remove 
one on your first turn. 

For example if they wish to go first do not 
add the hidden coin, if they take two then 
you take two, if they take three coins you 
remove just the one. 

They will be then be left with the last coin 
and therefore lose, they will also cotton 
on to the fact you are using a four princi-
pal and will reverse it on you. 

But we are more than ready. 

If we are chosen to play first secretly 
add the hidden coin and take one away 
on your go, then continue to make their 
number up to four to be victorious. 

Four lots of four are sixteen so seventeen 
coins and opponent starting will always 
make them have the final coin. 

As the number of starting coins is never 
referred to your secret will be safe. 

Recommended but don’t overplay the 
challenge of Nim.

The nim
challenge
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Effect
This is a nice informal effect best used at a 
small gathering or party, lots of audience 
participation and amusing as well. Simple 
to do fun magic. 

You tell a story that before DNA and foren-
sic evidence were introduced police would 
often call upon a graphologist to find peo-
ple who were actually guilty of committing 
crimes. 

A hand writing expert could spot the tell 
tale signs in writing that proved guilt. 

You explain that you are going to demon-
strate how this was achieved. 

Eight unmarked sealed envelopes are shuf-
fled and given out by a spectator to random 
helpers whilst you turn away. 

Each envelope contains a card and a slip of 

paper, six of the cards have the word IN-
NOCENT on them and the other two have 
GUILTY. 

The people handed envelopes are re-
quested to privately open them. 

No matter if their card has GUILTY or IN-
NOCENT on it they must write down on 
the slip of paper I DID NOT DO IT and also 
write down their name. 

The papers are folded and collected in a 
bowl before being handed back to you. 

All this is done whilst you are faced away. 

You turn back to face your audience and 
start examining their writing. 

You talk about the guilty giveaway signs, 
exaggerated loops, not dotting i’s etc. 

You then correctly identify the names of 
the two guilty parties. I did not

do it



34   

35   

Method & Handling

For this you will need eight envelopes, eight 
slips of paper, six cards with INNOCENT writ-
ten on them, two with GUILTY on them, 
some pens and a small bowl. 

The secret for this nice effect lies in the slips 
of paper; the two slips of paper placed in 
the GUILTY envelopes will contain four faint 
lines whilst the six INNOCENT slips of paper 
have three faint lines. 

The difference is so slight the slips could be 
examined and no clues found. 

Set this out beforehand and get ready to 
impress. 

Start with the graphologist story and how 
crime used to be solved. 

Have envelopes well mixed then turn away 
as they are randomly distributed by a helper 

with pens. 

Instruct anybody with an envelope to se-
cretly open it, no matter if their card states 
GUILTY or INNOCENT they must write I 
DID NOT DO IT on their slip of paper and 
also to write down their name. 

Next have someone collect these folded 
paper slips in the bowl with the all cards 
and envelopes hidden away. 

Face your audience and start unfolding 
paper slips from the bowl, remember you 
are meant to be carefully studying hand-
writing but in reality you are looking for 
the slips of paper with four faint lines. 

Comment on each slip individually and 
its handwriting, the guilty crossing of t’s, 
innocent capital letters and other tell tale 
symbols. 

Then name the guilty two people. 

You can have lots of fun with this one.I did not
do it
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Effect
This is a nice informal effect best used at a 
small gathering or party, lots of audience 
participation and amusing as well. Simple 
to do fun magic. 

You tell a story that before DNA and foren-
sic evidence were introduced police would 
often call upon a graphologist to find peo-
ple who were actually guilty of committing 
crimes. 

A hand writing expert could spot the tell 
tale signs in writing that proved guilt. 

You explain that you are going to demon-
strate how this was achieved. 

Eight unmarked sealed envelopes are shuf-
fled and given out by a spectator to random 
helpers whilst you turn away. 

Each envelope contains a card and a slip of 

paper, six of the cards have the word IN-
NOCENT on them and the other two have 
GUILTY. 

The people handed envelopes are re-
quested to privately open them. 

No matter if their card has GUILTY or IN-
NOCENT on it they must write down on 
the slip of paper I DID NOT DO IT and also 
write down their name. 

The papers are folded and collected in a 
bowl before being handed back to you. 

All this is done whilst you are faced away. 

You turn back to face your audience and 
start examining their writing. 

You talk about the guilty giveaway signs, 
exaggerated loops, not dotting i’s etc. 

You then correctly identify the names of 
the two guilty parties. Cup of

choice
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Effect
A fantastic and baffling two person effect. 

You enter the room with an assistant and an 
egg cup. 

You empty its contents on a table, 1p, 2p 
5p, 10p and a 50p, and is then shown to be 
empty. 

Everything can be examined and you will 
now leave the room. 

Your assistant takes over; they line the coins 
up on the table and ask a spectator to help. 

The spectator is asked to pick up any coin 
they wish and then place it their pocket out 
of sight, they select a coin and are then in-
structed to scoop the other coins up and 
place them in the egg cup. 

The cup is given to somebody in the audi-

ence to hold with their hand covering the 
top. 

A random person is sent to retrieve you 
and you re-enter the room. 

You ask the person with the egg cup to 
stand up, confirm one coin has been cho-
sen and the remainder are hidden in the 
cup. 

Ask them to come forward and rattle the 
contents of the cup close to your ear, you 
concentrate and then ask them to rattle 
the cup one last time. 

You then announce the chosen coin. 
Wow, baffling. 

Cup of
choice
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Method & Handling

This is really good, obtain an egg cup, the 
five coins and an assistant. No gimmicks re-
quired. 

Enter the room with your assistant, empty 
coins from the cup on a table and leave the 
room. 

Your assistant displays the five different 
coins, lines them up and chooses a helper. 

This person freely pockets a coin of their 
choice, puts the rest in the egg cup and re-
turns to their seat. 

Your assistant and the audience know which 
coin was chosen but you obviously do not. 

The way your assistant will relay the infor-
mation to you is staggering. If the 1p was se-
lected your assistant will now give the cup 
to the person sitting in row one to hold, if 

the 2p was chosen then somebody from 
row two picked to safe guard the cup and 
so on. 

If there are not five rows in your audience 
don’t worry, agree with your assistant be-
forehand and simply use five chairs Ex-
treme left chair as the starting point for 
the 1p, next to them the 2p chair, then the 
5p, 10p and 50p. 

Your assistant should act like it was an af-
ter thought that someone holds the cup 
and covers its contents. 

A volunteer is then duly nominated to 
fetch you. 

Your assistant is no longer required and 
may leave the room or be faced away. 

When you return confirm a coin was freely 
chosen. 
Ask for the person in charge of the egg 

cup to stand up and come forward. 

This act will kindly provide you with the 
necessary information to reveal the cho-
sen coin denomination, have them rattle 
the coins close to your ear as if you can 
sense the value of the coins inside the cup 
by sound alone. 

Look puzzled and have them repeat the 
shaking. 

You then correctly state the value of the 
chosen coin.

Cup of
choice
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Effect
A fantastic two person effect with plenty 
of audience participation suitable for stage 
and small parlour. 

Four randomly selected spectators are in-
vited onto the stage to fill the four vacant 
chairs on it. 

Before they sit down they must place their 
hand into a bucket of coins and take as 
many or as few as they wish whilst your back 
is turned. 

You then leave the room while the specta-
tors sit down and total their riches. 

Each participant is handed a pen and paper 
by your assistant and asked to write down 
their total which is duly placed face-down 
underneath their chair.

On your return you dramatically an-
nounce which of the four spectators has 
the most money (the richest). 

The helpers hold up their totals to the au-
dience to prove your success. 

If I were
a rich man
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Method & Handling

For this nice effect you will need an accom-
plice.  Place four chairs on a stage and half 
fill a bucket with small change. 

Mentally label the chairs one, two three 
and four so you and your accomplice know 
which is which. Obtain some marker pens 
and some sheets of A5 paper as well. 

Introduce your glamorous assistant (accom-
plice) as someone who will look after them 
when you leave the room. 

This usually obtains a few giggles from the 
broad-minded patrol.

Invite four spectators onto the stage and in-
struct them to take as many or as few coins 
as they wish from the bucket and sit down 
in any chair whilst you are faced away. 

State that you will now leave the room 

whilst your helpers total their riches. 

Your assistant will now look after the 
helpers, lots of tea and sandwich jokes fly 
around here. 

Your assistant hands the spectator in your 
mentally labelled chair one a pen and pa-
per and is told to write their total down, 
once done the assistant pops it face-down 
under their chair, the same procedure oc-
curs for the helpers in your two, three and 
four chairs.

They will now have seen all the totals and 
will know the richest person on the stage 
so they will just need to communicate 
that information over to you. Time for the 
clever bit, someone will need to fetch you 
from the other room in order for you to 
complete the task. 

This person will be the code needed for 
you to find the chair the richest person is 
sitting in. 

If they send a man without glasses to fetch 
you, the richest person is in chair one. If a 
man with glasses is sent then chair two is 
the richest. 

If a woman without glasses is sent then 
chair three is the one and lastly a woman 
with glasses sent to fetch you will guide 
you to chair four. 

On your return your accomplice can be 
seen to be hidden away, in another room 
or wherever as their work is done. 

Concentrate hard then reveal which per-
son you think has the most money, at this 
point nobody else will know so get each 
helper to hold up their totals and take a 
bow. 

If I were
a rich man
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Effect
Nice simple but effective magic, the self-
working principle can be used with, cards, 
marbles etc. and is also very deceptive. 

To begin with place three empty cups on a 
table. 

The cups have numbers one, two and three 
written on the outside. 

Next you bring out a cloth bag containing 
black and white counters. 

Have them freely mixed by a spectator who 
is then asked to hold your prediction enve-
lope. 

A second spectator is then asked to place 
their hand in the bag and remove any two 
counters at a time, if both counters are black 
they are to be placed in cup one, if both are 
white they are to be placed aside in cup 

two, if they do not match they are to be 
discarded in cup three. 

After your helper has emptied the bag, 
the numbers of black counters in cup one 
are totalled, then you have the number of 
white counters in cup two totalled. 

You then call upon your first spectator to 
then open the prediction envelope and 
read aloud “You will have two more black 
counters than white” .

You are 100% correct.

Black
or white
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Method & Handling

You will need a few things, twenty white 
counters, twenty two black counters (the 
type you find in board games is ideal), a 
cloth bag the written prediction in a sealed 
envelope and three cups with numbers one, 
two and three on them. 

Place the cups on the table and draw atten-
tion to the numbers on them. 

You bring out the bag and openly display 
the black and white counters inside, mix 
them with your hand then get a spectator 
to do the same, then give this person your 
prediction envelope to hold. 

Have a different spectator put their hand in-
side the bag and remove any two counters. 

Cup one for two black counters, cup two 
if both white and discarded in cup three if 
mixed. 

Once the bag is empty because of the 
amount of black and white counters you 
started out with your prediction will never 
be wrong. 

Remind the audience that your spectator 
did all the work and their choices were 
there all their own. 

Have the totals of black counters in cup 
one tallied up and then the white coun-
ters in cup two, all that now remains is to 
have your correct prediction read aloud. 

Do not be put off by its simplicity. 

Black
or white
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Effect
Great trick this, powerful E.S.P stuff to im-
press in close-up. 

Three phase magic. You introduce a twenty 
five card deck of E.S.P symbols asking your 
audience if they know of these symbols as 
you display an index card with the circle, 
cross, wavy lines, square and star on it. 

Thumb through the cards to openly show 
that you have five of each of those symbols 
in your deck. Have a spectator randomise 
the order by having the deck cut a few times. 

You now tell your audience that Dr.Rhein 
invented these cards to test psychic ability 
and awareness, you then ask a spectator 
how good they think their psychic aware-
ness is today on a scale of one to ten. After 
they answer you give them an opportunity 
to test this, remind them the cards have 
been mixed so they only have a one in five 

chance of correctly guessing the top card 
symbol. 

You turn over the top card and they will 
probably be wrong, you claim your psy-
chic ability is actually really good and that 
Dr.Rhein is actually a distant cousin of 
yours, you do find the top card is a bit too 
easy for you and so have a spectator nom-
inate a number between five and fifteen. 

Using your extra sensory powers you spir-
itually enter the deck and move down the 
cards with your mind to the chosen num-
ber. In deep thought you utter a symbol, a 
spectator deals down to the freely chosen 
number and reveals that symbol.

Next you have a different image selected 
aloud by another audience member, the 
spectator holding the deck slowly deals 
cards face-down onto the table as you try 
and sense this symbol appearing, sudden-

ly you shout “stop”, this card is turned over 
and it is the vocally picked symbol.

Finally have them deal the next three 
cards face-down on the table, you turn 
away as they pick one of them up, re-
member it and then replace it, ask them 
to visualize a cinema screen to the side of 
you and to project their chosen image on 
to it as you try and picture what they are 
sending. 

After some unclear moments you finally 
name this symbol as well. Three different 
phases and three perfect results. 

Perfect
sense
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Method & Handling

You will need a twenty five card E.S.P deck 
for this gem, an index card helps but not es-
sential. 

Stack the deck so you have the circle, cross, 
wavy lines, square and star repeated in this 
order five times throughout. 

No matter how many times the deck is cut 
you will know the order of the symbol will 
not change. 

Introduce the deck and display index 
card commenting on the symbols. Tell the 
Dr.Rhein and psychic ability story. 

Have the deck cut a few times to apparently 
randomise the order and leave index card 
on the table. 

Ask a spectator to rate their psychic aware-
ness on a one to ten scale then test them by 

letting them guess the symbol on the top 
card. 

On the small chance that they are right 
you congratulate them, but this top sym-
bol revealed will now provide you with all 
the information necessary for the success 
of this routine and the innocent way of 
achieving this is brilliance. 

You claim the top card is far too easy for 
a person of your ability and so request a 
number between five and fifteen. 

Let’s say the top symbol revealed after the 
spectator’s guess is the circle, you now 
know the order of cards five through to 
fifteen in fact the whole deck. 

One is now the cross, two is wavy lines, 
three is the square, four is the star, five the 
circle etc. 

Once a number is named pretend to enter 
the deck spiritually, slowly work yourself 
down the cards, this gives plenty of think-
ing time for you to get the correct symbol 
at the selected number, the index card 
can help here as you could secretly do 
your counting from there. 

Practise will make these easier as well. So 
in the example let us say number nine is 
chosen, as the top card is a circle we cal-
culate number nine is the star. 

Have the spectator deal the cards face-
down to the freely picked number and 
they reveal that the ninth card is indeed 
the star. 

Phase two, have a different symbol cho-
sen aloud, let’s say it is the square, you 
know the next symbol to be dealt is a cir-
cle and then a cross then wavy lines and 

Perfect
sense
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then the square. 

You ask the spectator to slowly deal the 
cards and when you sense a square you will 
instruct them to stop. 

Count in your mind or glance index card 
to correctly identify the appearance of the 
square image. 

Phase three, have the spectator deal the 
next three cards face-down in a line on the 
table, you now know they will be the star, 
circle and cross. 

Have them pick one up as you turn away but 
you need to glimpse from where this card is 
chosen from to know the symbol but make 
it look casual, you really cannot see this 
symbol anyhow. 

Get them to replace the card and then to 
project this image cinema screen style. 

Take your time and dramatically an-
nounce this last symbol. E.S.P magic that 
will linger in their minds.Perfect

sense
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Effect
This is a kind of any card at any number rou-
tine, this is really strong, no outs, no sleights 
and amazing.

You bring out a deck of cards and have a 
spectator cut them claiming this randomis-
es the deck so the card that was in the first 
position will now be about twenty seventh, 
also the card that was in the twelfth position 
would be about thirty eighth. 

The deck in then repeatedly cut by different 
people until they are happy. 

The cards are spread face-up on the table 
and shown to be fairly mixed, next you ask 
an interested spectator how long it would 
take them to memorise the order of the en-
tire deck and have some fun with their re-
sponses. 

You claim that your record is twenty sec-

onds, have a spectator count to twenty 
while you run through the cards and have 
another spectator try to put you off, get 
them to call out random numbers and 
cards whilst you concentrate. 

I stop after eighteen and say the job is 
done and do they want proof that you 
have memorised the entire deck. 

Have a card freely selected and removed, 
you then quickly thumb through the deck 
and correctly reveal its missing card, you 
then successfully repeat this with a sec-
ond spectator. 

Next have these two helpers choose a 
number between one and twenty five, 
you deal face-down cards to their chosen 
numbers and turn these two cards face-
up in front of the respective spectators, 
you claim you are not going to find their 
card as it is on the table and you are not 

going to name it either because you can 
actually see what it is, so you are going to 
find the twin or soul mate of their card, so 
for example if they have the ace of hearts 
you will try and locate from your memo-
rised deck the other red ace, the ace of 
diamonds. 

You study their cards and then start re-
calling the deck in your mind, you then 
proceed to start dealing cards face-down 
cards at various speeds on to the table, 
eventually you place a face-down card 
next to each of your spectator’s face-up 
selections. 

The cards are turned over and then suc-
cessfully proved to be the matching twins 
of their choice. 

Great mentalism at work here. 

Memory
test
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Method & Handling

Here’s how to do this amazing test of mem-
ory. 

There is a set-up as you do not actually need 
to memorise the deck, in fact none of it, the 
set-up takes about two minutes but is well 
worth it. 

Get a deck and turn it face-up, if the top card 
for example is the eight of hearts place this 
on the table, next locate its twin the eight of 
diamonds and place this card on the table 
also face-up but to its side to form a new 
pile, take the next card let’s say it’s the queen 
of clubs and place it face-up on either pile, 
then find the queen of spades and place it 
face-up on the opposite pile, continue do-
ing this until you have two piles of twenty 
six face-up cards side by side. 

The process becomes much quicker when 
the card numbers dwindle. 

Simply stack one pile on top of the oth-
er, turn the deck face-down and you are 
ready to perform the amazing Memory 
Test. 

Bring out your deck and have the cards 
cut a few times, tell your audience that the 
card positions are being altered by every 
cut. 

Next, spread the cards face-up to show 
they well mixed and ask a spectator how 
long they think it would take them to 
memorise the order of the entire deck. 
You can usually have a bit of friendly ban-
ter at this point and then claim your twen-
ty second best. 

Fan the cards towards yourself as you in-
struct one of your spectators to count to 
twenty and another to try and put you off 
as you attempt to memorise all the cards. 

Pretend to concentrate hard as you are 
not actually doing or remembering any-
thing, mutter card names and positions 
etc. 

After eighteen seconds triumphantly an-
nounce you have finished and ask if they 
want proof, they will naturally say yes. 

Fan the cards face-down towards a spec-
tator and have them freely take a card, on 
taking a card you will need to innocently 
cut the deck at this point. 

I usually ask them to touch a card first, and 
then remove it, this makes it very easy to 
take all the cards below their selection 
and place them on top of the deck. 

Have them display the chosen card to all 
but yourself. 

Memory
test
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Fan the deck in front of yourself as if trying 
to recall the order, after a few seconds you 
correctly announce which of the fifty two is 
absent. 

All you need to do to work out which card 
was removed is look at the bottom card af-
ter you have cut the cards below the specta-
tor’s choice to the top. 

For example when you fan the deck face-up 
towards yourself apparently searching for 
the missing card, look at the bottom card, 
if it is the ace of hearts simply look for the 
ace of diamonds, it will halfway down, if the 
card to its right is say the king of clubs their 
card will be the king of spades due to our 
initial set-up. 

Take back the card and place it on top of the 
deck. 

Repeat the memory test again with a differ-
ent spectator, get them to touch any card 

then remove it, casually remove the cards 
underneath the selection and stack them 
on top of the deck. 

Next find the twin of the bottom card in 
the middle of your deck, the card to its 
right will be the twin of selected card. 

Place this card back on top of the deck 
once successfully revealed. 

Now have two different numbers an-
nounced, let’s say spectator one picks 
seven and spectator two chooses number 
thirteen, count the cards face-down until 
you reach number seven then turn it face-
up in front of spectator one and confirm 
that this was their choice, continue count-
ing the cards out starting now at eight 
until you reach spectator twos number, 
confirm with them their number and turn 
this thirteenth card face-up. 

You are not going to find their card as it 
on the table and you are not going to tell 
them what their card is as you can quite 
plainly see it, so you offer to find the twin 
or soul mate of their card from the memo-
rised deck. 

Act up recalling the deck. 

We know spectator one chose number 
seven so the twin of their card will be 
twenty six cards further down in position 
thirty three due to our initial work. 

Start counting in your mind as you begin 
dealing the cards face-down at various 
speeds on to the table like you are work-
ing from memory, also remember to be-
gin your counting from fourteen as spec-
tator two chose thirteen. 

Place the thirty third card face-down next 

Memory
test
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to spectator ones face-up selection. 

The twin of spectator twos card is thirty 
ninth, continue dealing and silently count-
ing. 

Place this card the same as you did with 
your first spectators. 

Remind them of the cards necessary to 
achieve this act of brilliance, then turn them 
over and accept your applause. 

When practising deal the cards face-up so 
the order can easily be retained and reset. 

Remember to act as if you have memorised 
an entire deck and you will be on a winner. 

Have a practise for a while then slay some 
audiences. 

Memory
test
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Effect
Eight coins of different nominations are laid 
out in a line on a table. A 1p, 2p, 5p, 10p, 
20p, 50p, £1 coin and a £2 coin. 

An enveloped prediction is placed in full 
sight before any performance begins and 
clearly not tampered with. A spectator is 
asked to sit next to you the performer with a 
job title of a bucket, this usually causes a bit 
of merriment. 

You then ask a different spectator to elimi-
nate a coin of their choice, a totally free 
choice and can change their mind if they 
wish, this coin is removed from the line and 
placed in the bucket, the cupped hands of 
your chosen first spectator, the procedure 
then continues with seven coins fairly and 
randomly placed in the bucket until just one 
denomination remains. 

Someone is then asked to open your pre-
diction and read aloud its contents. 

“You will choose the coin with the black 
cross” 

The bucket is then emptied on to the ta-
ble and all coins from here are clearly seen 
to be unmarked, the remaining coin from 
the original line is then turned over to re-
veal a black cross. 

Great effective magic. 

Peirce
prediction
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Method & Handling

I got the great idea for this trick after watch-
ing a fellow well respected magical friend 
perform a similar effect in close up but with 
a different method involved. No names 
mentioned Paul. 

This is fun to perform and goes down great 
especially if they think you are messing with 
their heads and trying to influence their 
choices. 

Get the above mentioned coins and with a 
black dry marker pen place an X on one side, 
stack the coins so all X’s are on the bottom. 
Have the prediction written out and envel-
oped and you are ready to go. 

Introduce the stack of coins and remove 
them one at a time clearly stating what each 
one is, hold them loosely in your hand and 
obviously avoid flashing the underside of 
them, once the eight coins are in view you 

table your prediction and make all aware 
that you will not go near it again, which 
is true. 

Have a spectator nominated and then sat 
near to you to the right with cupped 
hands and then begin the fun. 

Ask different spectators to eliminate any 
coin of their choice one at a time, ask 
them if they wish to change their mind or 
if they feel they were influenced etc, often 
look disappointed at their decisions and 
over emphasize coins left in play as if you 
want them left till the end. 

Each time a coin is eliminated pick it up 
between thumb and forefinger, as you 
raise it high to dump it into your wait-
ing bucket remove the black X with your 
thumb with a simple nonchalant move-
ment. 
Not really sleight of hand but a bit of prac-

tise needed to make all look natural and 
relaxed. 

Try and make each movement the same 
in the coin removal as the audience have 
no idea of what ending to expect till the 
end, I find the best way is picking the coin 
up from the table between thumb and 
forefinger, then twisting my hand to the 
left as I raise it high to dump the eliminat-
ed denomination in the bucket, in raising 
the hand this way it gives lots of cover for 
the slight necessary thumb movement, 
the bigger movement covering the small-
er one with nobody watching or expect-
ing you to be doing anything. 

With one coin left on the table you then 
have your correct prediction read aloud, 
have all bucketed coins examined before 
flipping over the last coin and receive 
your ovation. You will have great fun per-
forming this one. 

Peirce
prediction
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Effect
A great two way prediction effect with ESP 
cards, easy to perform and strong mental-
ism. 

A deck containing twenty five ESP symbol 
cards are displayed and openly mixed face 
up and face down. 

Two spectators are asked to assist and cut 
these cards at will until they are happy. 

One of the spectators then deals them-
selves and the other participant five cards 
each, they have the choice of dealing the 
five cards straight from the top of the deck 
to either of them or one at a time to each. 

The two helpers then mix their five cards 
without looking at them and decide upon 
one of them for their choice, they are then 
both instructed to look at and remember 
the symbol on their selected card and then 

to place this card in each others pile of re-
maining four cards. 

You remind everyone of the fairness of 
what has taken place before asking for 
one of the piles of cards to be handed to 
you, either set a totally free choice, after 
looking at the symbols briefly you remove 
one of them and table it. 

You then turn to one of the participants 
and ask them to name their symbol, 
whichever one is named you will be able 
to flip the tabled card over and reveal a 
match. 

The second spectator is then asked to 
merely think of their symbol, no cards 
even touched, you can again reveal the 
chosen symbol. 

Double
vision
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Method & Handling

Set the deck in the following order, circle, 
cross, wavy lines, square and star, repeat this 
throughout the twenty five strong deck. 

False shuffle if you wish or merely have the 
deck cut by your two chosen helpers. 

I use a Charlier Shuffle for a convincer but 
this is not totally necessary as long as you 
can openly show a mixed symbol deck. 

Ask one of your helpers to deal five cards to 
themselves and the other helper, they can 
deal these straight from the top of the deck 
to either of them or one at a time as in a card 
game. 

Despite the cutting and apparent mixing, 
each of them will now have five cards con-
sisting.of a circle, cross, wavy lines, square 
and star. 

To not make them aware of this have them 
mix the cards face down then decide on 
just one of them to remember, by plac-
ing their chosen symbols in each others 
remaining cards you will be able to easily 
work out both their selections by looking 
at just one set of cards. 

Have a set of cards handed to you after 
they have made their choices, if will con-
tain two symbols the same in the set of 
five cards viewed and also one missing. 

If the cards handed to you were in front 
of spectator A, spectator B’s choice was 
one of the two replica symbols, remove 
one of them and table it for the first re-
veal, you will also now know the symbol 
chosen by spectator A without looking 
at any other cards, it will be the missing 
symbol from the five cards just viewed, 
you can now dramatically reveal this after 
your first match in your preferred way, ie; 

a drawing, mental transportation, body 
language etc. 

Then enjoy your appreciation from your 
audience of this easy but powerful gem. 

Every now and again your helpers will 
choose the same symbol and when 
placed in each others piles all five symbols 
will be there, if-you view the cards and 
this is the case simply instruct your help-
ers to call out they choice on the count of 
three, they will be amazed they chose the 
same symbol. 

Make the most of this situation when it 
occurs and also ESP strikes again.

Double
vision
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Effect
A borrowed deck of cards is shuffled by a 
spectator who you ask to assist you. 

He cuts the deck in half and hands you ei-
ther packet. 

You both then take-the cards behind your 
back for some hidden shuffling and also of 
course fair play. 

A Do As I Do game then ensues as you both 
bring your shuffled cards into view. 

The top card of both mixed packets is 
glanced at and then remembered by the 
performer (that’s you) and your volunteer. 

These cards are then placed face down in 
the others person’s half deck and placed 
behind their backs for more secret shuffling. 

The deck is now assembled with the two 

halves placed together, these thoroughly 
mixed cards contain two unknown selec-
tions at the moment and could be any-
where in this deck. 

You then say you will need a bit of help 
finding the two choices, you remove from 
your pocket some invisible upside down 
powder and proceed to sprinkle the magi-
cal powder over the cards. 

At this point you name your selected card 
and so does your helper, the cards are 
spread face up to reveal two face down 
cards, and only two. 

These two cards are turned face up and 
match the selections. 

Boom.

Upside
down
powder
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Method & Handling

This really is magic and with a borrowed 
shuffled deck and just a little skulduggery 
involved. 

Get a borrowed deck shuffled and choose 
an assistant, have-them hand you about half 
the deck and then both proceed to mix the 
cards behind your back for fair play, all you 
actually do is make a shuffling type noise 
by flicking some card corners and move the 
top two face down cards to the bottom of 
your pack but now face up. 

When they are happy with shuffling you ask 
them to bring their cards into view, you do 
the same but turn your packet over, your 
packet of cards will now be the two face 
down cards that you secretly reversed on 
top of all face up cards, hold these quite 
tight to obviously not give the game away 
but is easy to do. 

Have them look and remember the top 
card of their packet, get them to hand it 
to you and you slide this selection into 
the middle of all your cards, hence a face 
down selection in a face up deck, remem-
ber to keep the packet as square as you 
can, next you claim to glance at your top 
card but you simply look and remember 
the name of the second card down in your 
packet, you now hand them the unknown 
top card and ask them to place it face 
down in the middle of their cards. 

Your packet of cards now contains the two 
remembered cards face down, your card 
on the top and your helpers in the middle; 
their pile of cards unaware to them serves 
no purpose. 

Time for some more secret shuffling, you 
both take the cards behind your back 
again, as your helper shuffles his unim-
portant deck all you do is turn your cards 

over again and place one face down card 
from the top on to the bottom keeping it 
face down, this is so when you bring your 
cards into view it will show a face down 
top and a face up bottom like a normal 
mixed deck would look like. Your remem-
bered card is now face down second from 
the bottom of your cards with their re-
membered card halfway in your packet 
and also face down; everything else will 
be face up. 

Bring the cards out from behind your 
back face up and ask them to do the 
same, place their cards on top of yours 
and remind them of the situation, two 
chosen cards from a deck fairly shuffled 
before and after and the selections could 
be anywhere in the deck. Tell them your 
remembered card and then ask them for 
the name of their card. Obtain your up-
side down powder and sprinkle liberally 
over the deck; spread the cards to reveal 
the miracle. Brilliant. 

Upside
down
powder
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Effect
Twenty five ESP symbols are displayed from 
a deck and mixed. 

An enveloped prediction is then introduced 
and left in full view to the end. 

You fan the cards face down to a spectator 
and they choose one (free choice). 

This selection is not looked at but simply 
placed next to the unseen prediction. 

Your spectator then deals twelve cards in 
a pile from the deck to form two piles of 
twelve. 

They then takes the top two cards from 
each pile, keeping them face down they pair 
these off to form twelve rows of cards. 

Time for the prediction to be read, Three 
and Eight will match. 

All the pairs of cards are now turned over, 
the only matches are on rows three and 
eight, the previously chosen card is then 
revealed and also matches the symbols 
from these rows.. 

ESP working its stuff again. Self working 
magic. 

Three
and eight
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Method & Handling

Set up a deck of ESP cards in the order circle, 
cross, wavy lines, square, and star repeated 
throughout the deck, display the symbols to 
your audience and false shuffle if you desire 
or simply get spectators to cut the deck to 
randomise it, the deck can be fairly cut as 
often as they wish. 

Have the prediction written and enveloped 
then placed in full view for later. 

This self worker requires you to do one 
thing, fan the symbols face down towards a 
spectator and ask them to remove any one 
they want but not to look at it for the mo-
ment, on removing their card you need to 
cut all the cards below the removed symbol 
card and place them on top of the deck. 

Job done. 

Have the selected card placed next to the 

enveloped prediction and have your 
helper deal off the next twelve cards face 
down, you will now have two piles of 
twelve cards, the third and eighth card in 
each pile will be matching symbols-un-
like all the others and will amazingly also 
match the chosen card. 

Have the top two cards of each pile paired 
off one under the other to form twelve 
pairs of cards, have the prediction read 
aloud for a I00% match and then the love-
ly kicker ending of these symbols match-
ing the freely chosen card. 

You could also end this trick by dealing 
the final pairs of cards in a clock face with 
the prediction reading twenty to three, 
use clock hands or simply nominate the 
time to reveal perfect matches. 

Three
and eight
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Effect
A fun gambling effect where somebody 
gets the chance to win a prize. 

A spectator labels coins 1-8 and places them 
in a coin shaker box. 

A stand displaying numbered envelopes 
containing the prizes sits on a table along-
side a box. 

A few of the prizes up for grabs are an-
nounced, some greats ones including 
sports car, holiday, cash etc, and some not 
so good including Jedward’s greatest hits 
and a chocolate teapot. 

Your feeling lucky punter shakes the coins 
in the box and empties the contents on the 
table, all face down numbers are removed 
and so to go the prizes. 

One by one good and bad prizes fall by the 

wayside in an entertaining game show 
style fashion till just one remains, it’s a 
mystery prize entitled What’s In The Box, 
you assure them that the prize in the box 
is theirs to keep and actually worth £60. 

They open to find a parking ticket. 

What’s in
the box?
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Method & Handling

This is a fun filled routine with lots of audi-
ence participation and plays well. 

Add your own persona to the game show 
prizes and comedy interaction. 

Number 8 largish envelopes 1-8 with What’s 
In The Box in number 1, the rest do not mat-
ter as our lucky player will always end up 
with this number 1. 

You can place them in a card stand if you 
have one or just place them on the table. 

Put together a mixture of entertaining priz-
es in your other envelopes, some great and 
others not so great seems to work best. 

You need a box with a parking ticket or simi-
lar prize in for your helper to win at the end. 

Obtain a coin shaker box, any box that holds 

8 coins would do the trick and you could 
decorate it accordingly. 

Get 8 2p pieces and a Sharpie, secretly 
write a 1 on the back of one of the coins 
and place it number side downwards on 
top on the stack of coins. 

Introduce the game, choose a player and 
list some of the prizes they may walk away 
with. 

Have your contestant label the coins 1-8 
and place them in the shaker, just lay the 
previously written coin down from the top 
of the stack on to the table and say “Please 
put the number One on here” Once done 
drop it in the shaker, then instruct them to 
put a Two on the next coin etc. 

They suspect nothing at all and are in the 
excitement of the game. 

What’s in
the box?

Due to the double sided 1 coin this 2p will 
never be eliminated and always be our 
victim’s prize. 

Remember coins bearing no numbers 
showing are the ones eliminated and 
these prizes removed. 

Have fun announcing what they could 
have won and also what’s still up for grabs. 

Enjoy this easy to perform and fun filled 
game. 
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Effect
This is a lovely numerical masterpiece which 
will make you appear to be a real prediction 
maestro. 

Uno cards bearing the numbers one through 
to nine are openly displayed, three of these 
are red, three are green and three are blue. 

Three random helpers are chosen to assist, 
the first two of these are handed the colour 
Uno cards of their choice with the final three 
coloured cards handed to your third volun-
teer. 

Each of them now mixes their cards face 
down until they are happy. 

You then table a prediction in full view of ev-
erybody but face down on a table. 

Each of your three helpers is then instructed 
to place just one card of their choice on this 

table keeping its value hidden for the mo-
ment, thus forming an unknown three 
digit number. 

This is repeated and a second random 
number formed and then finally a third. 

Before any numbers are revealed each 
of the three people are offered a chance 
to swap over any of their face down Uno 
cards. 

When everybody is satisfied all cards are 
turned over and-the-three randomly 
formed three digit numbers are totalled 
up by a willing mathematician with the 
resulting sum being 1665, you then flip 
over your previously tabled 1665 predic-
tion and take a bow. 

Numero
uno
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Method & Handling

Not much required for this self-working 
little gem. 

Have a piece of card with prediction written 
on one side and with 1665 on the opposite 
side. 

Obtain an Uno deck of cards which is not 
difficult as it is a popular game and you will 
notice all numbers one to nine are available 
in different colours, take out the red 1,6 and 
8, then green 3, 5 and 7 and finally blue 2, 9 
and 4 and you are set to perform. 

Display the cards on-the table and remark 
on their different colours and values, have 
a spectator choose a colour then have them 
take those cards and mix them face down, 
repeat accordingly so you now have three 
helpers mixing three cards. 

You table your 1665 prediction number side 

down as they shuffle away. 

Ask one of your assistants to place a card 
of their choice on the table but to keep its 
value secret, keep this card to your left, 
have a second volunteer do the same and 
keep their card in the middle, finally your 
last helper places a card face down to your 
right, an unknown three digit number is 
formed, you now repeat the procedure 
two more times to make three random 
hidden numbers, but you must make sure 
your first assistant’s cards (the person that 
tabled their card first of all) are on your 
left, your second volunteer always places 
their card in the middle with the third 
helper’s choice always to your right. 

If they are placed this-way in columns no 
matter which numbers are picked your 
prediction will match. 

Offering swap choices at the end enhanc-

Numero
uno

es the 1665 miracle, and also it does not 
matter which colour goes in which col-
umn at the beginning just as long as each 
ends up in a vertical line. 

Turn over the Uno cards and read out 
horizontally the three formed numbers of 
your assistants, remind everybody of the 
freedom of their picks and they had the 
chance to change over numbers. 

Last of all choose somebody to total these 
numbers (bring a calculator if you’re not 
convinced) and when 1665 is announced 
flip over the prediction card, you are 100% 
correct. 

Easy, fun, mathematical magic 
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Effect
A fun demonstration of ESP power with the 
spectator receiving all of the plaudits. 

Virtually self working with lots of mystery 
and fun.

Choose a spectator and tell them that you 
have a feeling about them and that you 
think that they be Paranormal.

Explain to them about Extra Sensory Per-
ception and show them the symbols on ESP 
cards. 

They are mixed casually in your hands be-
fore having your possible Paranormal help-
er cut them as many times as they wish. 

When they are happy have them cut off half 
the deck and turn either half face up. 

You are now going to test their extra sensory 

powers by giving them 3 moves, a move is 
simply picking an ESP card up from either 
the face up or face down pile and throw-
ing it away. 

You demonstrate this by removing a card 
from either one of the piles and placing it 
aside. 

After they made their 3 choices (moves) 
take the top card from both piles and 
place these side by side away from the 
other cards. You tell to make another 3 
moves using the same procedure as be-
fore, once again you remove the top card 
from both piles after they have made their 
choices and place these side by side with 
the other side by side cards. 

Finally another 3 moves are given to test 
their prowess and psychological powers. 

Once again after 3 cards have been fairly 

Para
normal

discarded the top cards of both piles are 
placed together with the previous side by 
side pairs. 

Time for the moment of truth, if one pair 
of cards matched you would say that they 
have a good intuition, if 2 pairs matched it 
would be simply brilliant, but if all 3 pairs 
matched then you would have to describe 
them as Paranormal. 

The pairs of ESP cards are dramatically 
turned over to reveal that your helper is 
indeed Paranormal.
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Method & Handling

You will need the standard ESP deck con-
sisting of the 25 cards, 5 circles, 5 crosses, 5 
wavy lines, 5 squares and 5 stars. 

Set up the cards in a repeated sequence of 
circle, cross, wavy lines, square and star. 

Casually false shuffle or cut the cards in your 
hands as you tell an interested audience 
member that you are a feeling that they are 
Paranormal and wish to test this with an ESP 
deck. 

Display the symbols and have this person 
cut the cards as many times as they wish un-
til they are happy. 

Then have them cut roughly the ESP deck in 
half and turn either half face up. 

This is now all self working.

Explain about the 3 moves and demon-
strate by removing a card from either pile 
and discarding it. 

It makes no difference as to which pile it 
is from. 

No matter which 3 cards are discarded by 
your Paranormal assistant the next pair of 
cards on top of each pile will match. 

Have these removed and placed face 
down side by side on the table. 

Repeat the process as before but don’t re-
move the demonstration card as before. 

Remarkably no matter if it is the face up 
or face down card removed after 3 moves 
the top cards are going to match. 

After the final moves are made remind 
them of the fairness of the situation and 

Para
normal

they made every decision. 

Then dramatically reveal the matching 
pairs to witness a Paranormal person in 
the room. 

Spooky.
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Effect
This is a very impressive piece of magic with 
2 phases, it is best suited for a small group 
of people and the gambling rouge involved 
really adds to the entertainment. 

You explain that you are in a very generous 
mood and would like to give someone the 
opportunity to win £10 in real cash and also 
a drink. 

A £10 note is then introduced and placed 
on a table with a small bottle of gin which is 
placed on top of it. 

A deck of cards is then spread face down 
and then face up to show that are well 
mixed and in a random order. 

A spectator is selected and is asked to nomi-
nate three friends to help them with win-
ning the prizes on offer in a fun game of 
chance. 

This friend nominating procedure often 
causes much merriment. 

The spectator along with the nominees 
are duly handed cards to shuffle so that 
all 52 cards are thoroughly mixed and no-
body could possibly know their order. 

You then instruct your helper to deal the 
first 9 cards on the table from this thor-
oughly shuffled deck face down. 

You proceed to explain the rules of the 
game, your usual wager would be if less 
than 5 of the numbers on these dealt 
out cards match the serial number on 
the banknote they would get keep your 
money and the gin but as you are in such 
a generous mood you wish to predict that 
all the numbers on these dealt out cards 
from the completely shuffled deck will 
match the serial number of the £10 note.

Noted
The game begins, the spectator retrieves 
the banknote from under the small bottle 
of gin whilst you pick up the dealt cards 
from the table and fan them towards 
yourself. 

The serial number is then announced one 
number at a time by the person hoping 
to win your goodies, as each number is 
revealed you drop the relevant matching 
card out from your fan. 

After a bit of comedy byplay the 8 digit se-
rial number is completely and accurately 
matched by the cards you were holding. 

As an afterthought you explain that you 
are still left holding one card in your hand 
and then ask if there are any letters on the 
£10 note. 

They reply yes. 
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Method & Handling

This gem goes down a storm and will be 
remembered by all who played a part in it. 
The mixing of the cards stays in the audi-
ences mind and really enhances the effect. 
Remind them of the this fairness as often as 
possible during the routine.

There is a set up and you will need to find a 
relevant banknote but they are quite com-
mon. 

All banknotes have 8 digits and 2 letters on 
their serial number. In a lot of cases these 2 
letters can relate to a playing card, for ex-
ample AC JC QD JD etc. 

With regard to the numbers on the 
banknote, try to avoid any containing zeros 
if possible. 

The example to explain this effect will be 
the banknote I am currently using, it has the 

Noted
serial number JH34687741. 

From a deck of cards remove the Jack of 
Hearts and then a 3, 4, 6, 8, 7, another 7, a 
4 and finally an ace. 

This stack of 9 cards will be one of the 
stacks you will hand over to be shuffled 
during the routine. From the remainder 
of the deck remove another 9 cards that 
when totalled together produce the an-
swer 48, this is the change you will pro-
duce from your pocket at the end of the 
routine. 

Try to avoid picture cards to avoid any 
confusion when for the spectator when 
adding these cards up. 

This will another stack handed out for 
mixing in the effect. 

Place the 9 card serial number stack on 

top of the deck with the 9 card 48 total 
stack directly underneath. 

Remember the 9th card of each stack so 
try to make them memorable and rear-
range their order if necessary. I use the 
aces for total ease of memory. 

Have the remainder of the deck under-
neath. Place 48p in small change in your 
pocket and obtain a small bottle of drink 
and you are ready to entertain.

Tell your audience what a generous mood 
that you are in and place the £10 note on 
a table with the small bottle of gin over it. 

Spread the deck of cards face down and 
then face up to show that is everything is 
fair. 

Choose a spectator to play the game and 
have a chance of winning your money 
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and the drink. Next have them nominate 3 
friends to help them in this cause. 

You explain that all the cards are in a random 
order but to randomise it even more you are 
going to get them all thoroughly mixed. At 
this point in proceedings the cards are all 
visible in a face up spread on the table. 

Pick up the top 9 cards casually from this 
spread by simply locating your memorable 
card, scooping all the cards inclusive of this 
card and hand them out for shuffling to a 
nominated friend. 

We will refer to this person as Spectator One. 

Spectator One now has the 9 serial number 
cards. 

Next find your next memorable card, scoop 
up the cards inclusive of this one and hand 
them to another nominee who will be re-
ferred as Spectator Two. 

Noted
Spectator Two now has the 9 cards that 
total 48. 

You now have 34 cards left on the table, 
hand about half to the 3rd nominee (I usu-
ally place an ace in this position) who will 
be Spectator Three, and the remainder to 
the spectator trying to win your prizes. 
Get all packets completely shuffled and 
even swapped as long as you know who 
has the serial number cards and the 48 
total cards.

Have the shuffled serial number packet 
(originally from Spectator One) returned 
face up on the table, followed by the cards 
totalling 48 (originally from Spectator 
Two) again face up on top of these, then 
the remaining 2 packets in either order 
again face up on top of these. 

Have the totally shuffled and rearranged 
deck turned face down. It will appear so 

fair and that it would be impossible to 
know where any card is this 52 card ran-
domised deck. 

The top 9 cards are dealt face down as 
you explain the rules of the game to your 
hopeful spectator. 

Take these cards and fan them towards 
yourself as the banknote is retrieved and 
have the serial number slowly revealed. 

Drop the appropriate matching card val-
ue out to each number called out. 

Pause as if it has gone wrong and worried 
looks will add to the drama so a bit of act-
ing skills will enhance the performance. 

Look a touch surprised after the serial 
number reveal that you still have a card 
left and ask them about any letters.  
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Act a touch disappointed that they have not 
won the prizes but as an afterthought you 
grab the loose change from your pocket 
and have 9 more cards dealt face down. 

Explain the consolation prize and have the 
values of the cards totalled (48). 

Then simply drop your coins on the table 
and have someone total the amount up to 
reveal an incredible match.

Thank them for playing and receive your ap-
plause.

Noted



100   

101   

Effect
A fun routine that involves some great mag-
ic as well.

A banana shaped object in wrapping paper 
is placed on a table and is announced as a 
mystery prediction. 

Cards bearing the names of various fruit and 
vegetables are displayed with you explain-
ing that one of these food items will be fair-
ly chosen very soon in the Mystery Banana 
Trick. 

You tell them that you are going to deal the 
food cards one at a time on to the table and 
when they want you to stop they must bang 
the table quite hard and shout “Bananas”.

The spectator is encouraged to practice 
this which causes some amusement and 
you then proceed to slowly deal the various 
food cards face up on the table. 

At some completely random point your 
spectator shouts “Bananas” and bangs 
the table, the next face unseen down 
card is then placed next to your mystery 
wrapped prediction. 

It is then unwrapped to reveal a banana, 
the card is then turned over and to your 
horror displays the word Melon. 

The banana is then turned over to reveal 
the word Melon written boldly across it’s 
skin.

The
banana
trick
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Method & Handling

To perform this comedy and magic routine 
you need just a few things. 

A banana with the word Melon boldly writ-
ten on one side and wrapped in paper, a 
Sharpie to write the names of the various 
food items along with the 30 blank pieces of 
card to display them. 

Write a fruit/vegetable on every card make 
sure you include Melon amongst them. 

The force used for Melon is much under 
used and is as follows. 

Take out your force Melon card and place 
this aside for the moment. 

Next place 27 random food cards on top of 
any 2 face up cards and then place the Mel-
on card face up at the bottom. 

Your deck should now read 27 random 
face down cards, random face up card, 
random face up card, Melon card face up.

Tell your audience that you are going to 
perform the Mystery Banana Trick and 
place the wrapped banana with Melon 
written on it on the table. 

Freely display and name some of your 
food items and explain how one will be 
freely selected by a spectator banging the 
table and shouting”Bananas”. 

After a comedy trial run the selection pro-
cess now begins. 

You slowly and surely deal the face down 
cards face up on to the table until the 
spectator carries out his instructions, as 
soon as he bangs the table and shouts 
“Bananas” you jump back as if you are 
startled by their enthusiasm and passion. 

The
banana
trick

On doing this you simply drop your hands 
by your side and turn the cards over in 
your hand 180°, the big motion of jump-
ing back startled covering the small mo-
tion of the cards turning over in your 
hand. 

This places the force Melon card next to 
be dealt face down. 

This is then placed aside next to your 
prediction, you announce one more card 
would have produced this food item and 
display the next card, and any earlier 
would have produced any of these food 
items and clearly show all previously dealt 
cards. 

But you stopped me here, place the cards 
away and then unwrap the banana look-
ing pleased with yourself. 

Have a spectator flip over the card on the 
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table and look horrified it displays Melon 
and not Banana. 

Then turn the banana round to show your 
correct prediction. 

Entertaining and effective magic.

The
banana
trick
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Effect
A remarkable double reveal of 2 secret piec-
es of information. 

Three dice are introduced and rolled by a 
spectator to test their honesty. 

Next a deck of cards is spread face up and 
then face down to show that are just a nor-
mal deck. 

You instruct your spectator that they are go-
ing to obtain a secret number by rolling as 
many of the dice as they wish and totalling 
up their values. 

As it is a secret they must wait until you are 
facing away from them. 

After obtaining this secret number they 
must then take that number of cards from 
the top of the deck, so if there secret num-
ber was 9, count 9 cards quietly off the top 

of the deck and hide them out of sight. 

This will be there security should they for-
get their number. 

Next up for the spectator is going to be a 
secret card for them. 

The highest number obtainable from the 
3 dice is 18 so you count 18 cards face 
down from the top of the deck and place 
the rest of the cards aside. 

You now count out the cards face up and 
ask your spectator to remember the card 
that is counted out at that secret number. 

They now have 2 bits of information that 
only could possibly know, a secret num-
ber and a secret card. 

You then reveal both these pieces of infor-
mation with 100% accuracy and receive 

Shhh
it’s a
secret!!

your plaudits.
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Method & Handling

You will need 3 regular dice and a deck of 
cards. All you need to do to get both pieces 
of secret information is just remember the 
card in the 19th position. Easy as that. 

Have a secret number obtained by a chosen 
helper by rolling as many of the dice as they 
wish and totalling them up. 

It doesn’t not matter which number is cho-
sen as the effect will now work itself. 

If for example the card we put in the 19th 
position is the King of Clubs, this is going to 
end up being their secret card at the end of 
the routine. 

You could also use it as a prediction if you 
so wished. 

Once they have their secret number, let’s say 
they rolled a total with the dice of 9, have 

them take 9 cards from the top of the face 
down deck once you are turned away. 

Have them count quietly so you don’t 
pick up on any clues and once they have 
finished to hide the security cards out of 
sight. 

Turn around and deal the next 18 cards 
from the top of the deck face down, your 
reason for doing this that the highest 
number they could if obtained from the 3 
dice would be 18 (3x6). 

This procedure will now get you ready to 
identify their secret number, we already 
know that their secret card is the King of 
Clubs so when the cards are now counted 
face up just remember the number for the 
King of Clubs. 
Take the 18 face down cards you have just 
dealt, the remainder of the deck can be 
placed aside as it no longer needed. 

Shhh
it’s a
secret!!

Explain to your spectator to remember 
the card at their secret number as you 
now count the cards face up, tell them 
to keep a poker face whilst watching this 
process so that you will have no clue to 
their secrets. 

In this instance the King of Clubs will ap-
pear on counting the number 9 thus giv-
ing us both pieces of secret information. 

Reveal them in your most dramatic style 
and remember you could even use the 
card revelation as a prediction. 

Have the security cards returned and re-
assemble the deck with your memorable 
card placed in the 19th position and you 
are ready for a great performance once 
again.
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Effect
This is a fantastic way to give out your busi-
ness card, rather than just hand them a card 
try make it a magical occasion.

6 business cards are placed face up on a 
table in a horizontal line and a spectator is 
handed a pen. 

They are asked to move the pen over all the 
cards by swaying their arm from one end to 
the other. 

Whenever they have an urge ( lots of jokes 
here) they must drop the pen on one of the 
business cards. 

After dropping the pen on a card all the 
other cards are collected and shown to have 
your signature on the back. 

Their selection is turned over to reveal a 
blank back, tell them they chose the only 

Signs
of business

card with no autograph on it. 

Next take the pen and explain that’s the 
card you were hoping for them to choose 
because you wanted to give them a fresh 
autograph. 

Take the pen and sign the blank backed 
business card and hand it to your over to 
your stunned spectator.
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Method & Handling

6 business cards are needed and set up as 
follows. 

Signed back followed by non signed back, 
signed back followed by non signed back 
and signed back followed by non signed 
back. 

Deal this small stack on the table in a hori-
zontal line. Place the pen on the table and 
have a chosen spectator to place it on any 
of the business cards. It is a totally free se-
lection. 

Add to the entertainment by making them 
sway their arm from end to end till they get 
their urge. 

Once they decided on a card to place the 
pen you can offer them to change their 
mind. 

Signs
of business

When they have finally decided collect 
the remaining cards up in order. Starting 
with the 1st unchosen card to the right of 
the selection, pick this card up and place 
it on top of the card to it’s right, then place 
both these cards on top of the next un-
chosen card to their  right etc. 

Continue with the collecting process till 
the end. If you reach the end of the hori-
zontal line whilst collecting simply start 
up again with the card to the extreme left 
and carry on as before. 

This will stack the business cards in the 
correct order for the final reveal. 

At this moment in the routine you have 
one tabled business card with a pen on 
top and the others stacked in your hand 
ready for the final reveal. 

There are 2 outs but both as strong as 

each other due to the pen involved and 
the correct wording. 

Out number one is as described in the ef-
fect, the card that has been chosen will be 
have a blank back. 

To show that all the others are all signed 
you will need to hold the stack in your 
right hand. 

Next thumb off the top card of your stack 
into your left hand and casually flash the 
bottom of this card and also the bottom 
card of the stack in a flushstration count 
type movement. 

This will show 2 signed cards. Drop these 
face down on the table and repeat the 
process. 

You will now have displayed 4 signed 
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business card to your spectator. 

Twirl the last card in your hand to show that 
this card is also autographed and place this 
on top of the previously tabled 4 cards. 

Have them pick up the card that has the pen 
on top as you remove the signed cards out 
of the way. 

They will be shocked to see that they had 
a free choice but chose the only unsigned 
card, simply take the pen and give them 
their fresh autograph. 

This is out number one.

Out number 2 is just as strong and baffling. 

Repeat as above by having a pen dropped 
on a card and collecting the other cards up 
in the correct order. If the card selected has 
already been autographed you will be dis-
playing in the flushstration count type mo-

Signs
of business

tion 5 unsigned business cards. 

Explain earlier today you took the pen and 
signed the back of just one of these cards, 
the business card they freely selected.

A magical way to advertise your business.






