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INTRODUCTION 
 
I have always been fascinated by unique ways to reveal the identity of a selected card. While there exist 
many methods and presentations using colorful props and sleight of hand, I yearned for methods that were 
simple, and routines that could be performed using common household items during walk-around or trade 
show performances. My requirements were to design effects that needed minimal angles and work; they 
should be easy to transition to from other effects, have an off-the-cuff – unrehearsed – appeal, and have a 
fun, lasting impact. 
 
In the old days, I used to create effects whereby something happened to the selected card, usually with 
something appearing on the back of the card (see earlier works in Ruminations for examples). Then, one 
day while I was perusing one of the hundreds of non-magic mail order catalogs which cross my door, I got 
an idea for something which I later field tested on my good friend and best man, Eric DeCamps. 
 
I told Eric I was going to bet him the keys to my car that I would find his card. I tossed him my keys to hold, 
had him select and return a card, and then promptly failed to find it. He laughed and said it looked like I lost 
the magical bet. However, I asked him to look at the key tag on my key chain, and behold, it had the name 
of a card engraved on it! I won the bet! I let him keep the key chain. After all, I am quite a sport. 
 
And so the routines in this manuscript revolve around similar effects, whereby the names of cards appear on 
various household items you can carry with you during your performances including pencils, key chains, 
pocket knives, coffee mugs, and other common objects which may be used in an impromptu fashion.  
 
On my web site, The Magic Portal, I advertise several companies such as iPrint.com and MyMug.com that 
can custom imprint these items for you. Of course, there are many others. Just surf the net for comparison-
shopping. Many mail order companies also provide this type of service in limited quantities. Local shopping 
malls frequently have specialty stores who provide customization on a variety of different items. Depending 
upon how you approach this, you have a very easy way of providing your audience with a keepsake of your 
performance. The material in this book lends itself well to trade show performers who need unique ways to 
integrate the name of a product or company with their magic. One day, I hope to market all of these effects 
with all the necessary props packaged with the manuscript. For the time being, you’re on your own. 
 
Each of the effects can stand by itself. I would recommend against performing several of these effects one 
after the other, as the climaxes may build similar expectations from the audience, and this will take away 
some of the overall entertainment impact with each successive trick. Take the doctor’s orders and use only 
one trick per audience. 
 
Regarding methods, I have included simple instructions for the basic moves required. You do not need to 
know sleight of hand or buy other books. Everything you need is contained herein. 
 
A quick word about the nature of this special Y2K pre-release electronic edition: it has no photos yet. In an 
effort to get the word out about our work and our web site as quickly as possible, we decided to hold the 
pictures for the final edition that will also include additional material. 
 
Thank you for downloading Revelations – my first foray into magic in 12 years. I wish to thank my wife, Amy, 
for her support and encouragement in publishing this manuscript. While she is not a magician, her spectator 
perspective helped to create some very entertaining magic. Lastly, I wish to thank my daughter, Alexaundra 
Christine, and my son, Christian Collin, for showing me the true magic of life and love. 
 
 
Steven Schneiderman         
Tulsa, Oklahoma 
May 1, 1998 
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 THE MOVES 
 
This manuscript does not require an in-depth knowledge of sleight of hand; in fact, it is virtually without 
“moves.” In the Ruminations section of each effect, I offer more complicated performance ideas that require 
some practice.  
 
The only essential sleight required is a card force. No card force is necessarily foolproof; there’s always a 
chance for even the best to screw-up; sometimes the fingers and cards do not get along with each other and 
other times gremlins make you lose your break. I have tried to provide you with a simplified version of the 
classic force as influenced by my long-time friend and magic pen pal, Ed Hollins. 
 
Additionally, I cover step-by-step explanations for basic card control (breaks, cutting a card to the top or 
bottom of the deck), a basic top switch, how to load a card under an object, and a technique for folding a 
card which has been cut to the bottom of the deck.  
 
If you are new to sleight of hand, practice diligently until the moves appear “move-less.” If you are an 
accomplished technician, throw my handling out the window and use YFM (your favorite method). 
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The Fool-Proof Classic Force 
 
Few card forces are as convincing or as difficult to master as the Classic force whereby you spread the 
cards and give a spectator the apparent free choice to pick any card, but in reality make them pick the one 
card required for the overall effect. The problem is always one of timing. Unlike the majority of other forces 
which enable you to cut to a force card (i.e.: riffle forces or Hindu cuts), classic forces are, to me, much 
more of a control than a force because you need to set the pace for the cards running from hand to hand 
and to turn to the spectator at just the right moment in order to control them to pick the required force card. 
 
I have tried and tried, and unless I am dealing with a very drunk spectator, I cannot usually perform a classic 
force to my satisfaction. It looks forced. A long time ago over a brainstorming session in NYC, Ed Hollins 
performed for me a derivation of a Dingle effect whereby the spectator’s “free” selection was used to bring 
about the appearance of a matching royal straight flush (see Ed’s incredible publication, Heuristics).  
 
Since the original selection of the spectator’s card appeared on the up and up, I could not figure out how Ed 
knew which royal flush to produce later on for the climax. Later, he revealed the method and I felt so stupid 
for not considering the obvious. In Ed’s effect, he performed a classic force using a spade royal flush in the 
center of the deck. In this manner, I had “free” choice of any of the five cards. Later he simply produced the 
remaining flush cards as a kicker climax to the revelation. Duh. 
 
I fancy this approach, especially when performing this series of card revelations. You do not have to be a 
classic force expert. All you need to do is to be able to perform a classic force good enough to force any 
one of four or more force cards. In this fashion, you decrease your odds of screwing up the force and blowing 
your effect, but you also do not have to practice the technique as long as a typical classic force. You 
always have an out. This approach follows the “How do you want me to find your card?” philosophy. Instead 
of working towards a specific revelation, find out the identity of the force card and reveal it based upon which 
card they select. 
 
Place the force cards in the center of the deck, and be sure to place a small pencil dot in the upper left hand 
corner of each force card, so you will be able to clearly see them when you are running the cards between 
your hands.  
 
You may elect to place the force cards in either numerical or bridge suite order to help you track and 
determine the selection.  
 
To perform the Fool-Proof Classic Force simply do the following actions: 
 
• Holding the cards in the left hand, begin to push cards off in a spread into the right hand. Watch your 

pace, and do not approach your spectator to pick a card until you are nearing the center force card 
section of the spread.  

 
• As you ask them to pick a card, move the spread closer to them, run the force cards carefully to the 

center of the spread one at a time. When they are in position between your thumbs, STOP. 
 
This is very critical to making the force work. Many magicians screw up their timing because they never 
stop running the cards. They keep going, passing the force cards, and then wind up having the 
spectator select the wrong card, or more suspiciously run the cards a second time. LEARN TO STOP. 
 
Use your left and right thumbs to close off the left and right portions of the force area by placing a thumb 
casually along the left and right sides of the four-card force block. This eliminates the chances of the 
spectator digging for another card. With only the cards in the center spread readily accessible to them, 
the spectator’s inclination will be to select one of the four force cards in the center (see Photo #1). 
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Photo 1 

 
After they select one of the cards, you should be able to discern which force card they selected. This may 
be easily accomplished if you place the force cards in an easily remember numerical or bridge suit order. 
Alternatively, if you are unsure which card they selected, you can casually flip the deck over, and as they 
are showing their selection to another spectator, simply look to see which of the force cards is missing. 
 
From this point on you may move forward with any of the following revelations or review the other sleight 
summaries. Pay careful attention to the Ruminations listed after each effect as these will allow you to gain 
more mileage from each revelation. 
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Basic Card Control 
 
There are two things you need to know to cut a card to the top or the bottom of the deck: how to hold a little 
finger break in the side of the deck, and how to cut cards. The first requires some practice, but the second 
does not. 

Getting a Break 
 
For the sake of learning, we are going to assume you are holding half of the deck in each hand, that the 
card we want to control is on top of the left hand’s half of the deck, and that your audience is standing 
directly in front of you: 
 
• As you bring the halves together, turn your body a quarter turn to the right and sandwich just the tip of 

your left little finger between the two halves the deck near the rear of the cards.  
 
• Further concealment is facilitated by making sure the left hand is tilted approximately 30 to 45 degrees 

to the right with the knuckle of the left index finger facing the spectators.  
 
Congratulations, you have just mastered the most widely used card sleight –  a little finger break (see Photo 
#2). 

 

 

Photo 2 

Cutting the Card to the Top 
 
To cut the selected card to the top of the deck: 
 
• Casually pick up a small portion of the deck that is above the break. 
 
• Move it to the bottom of the deck.  
 
• Do this a second time, but this time cut to the break, and move all the remaining cards above the break 

to the bottom of the deck.  
 
If you wanted to, you could perform a standard riffle or overhand shuffle, but be sure to retain the selected 
card on top of the deck.  
 
Congratulations, you have just controlled a selected card to the top of the deck (see Photo #3). 
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Photo 3 

Cutting the Card to the Bottom 
 
To cut the card to the bottom of the deck, we need to assume the break is below the selected card: 
 
• Once again pick up half of the portion of the deck which is above the break. 
 
• Move it to the bottom of the deck.  
 
• Do this a second time, but this time cut to the break, and move the remaining cards to the bottom of the 

deck. Now the selected card is on the bottom of the deck 
 
That’s all there is to it (see Photo #4). 
 

 

Photo 4 

The Basic Top Switch 
 
There are many ways to skin a cat, and many ways to perform card switches. The penchant for many 
professionals is to use flashy flourishes to amuse and impress their audience. I recommend a more basic 
approach, so the effect looks more magical and less like a demonstration of skill: 
 
• Assume the deck is held in the left hand, a break is beneath the top card, and the right hand holds the 

card to be switched between the thumb and index finger. 
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• Move the right hand’s card over the deck so it becomes square (aligned) with the top card above the 
break. 

 
• Move the left thumb on top of the right hand’s card. 
 
• As the left thumb presses downwards on both cards, the right hand removes the second card and 

moves to the right. 
 
It’s important to note that any sleight  in particular a top switch – requires a certain level of confidence and 
misdirection. If performing near a table, the hands may drop below the table top for a brief second to execute 
the switch while you look the spectator in the eye and speak to him, or ask them to execute an action of 
their own such as to pick up an object or snap their fingers to otherwise divert their attention from the secret 
moves (see Photo #5). 

 

 

Photo 5 
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Loading a Card Under an Object 
 
This is more a demonstration of cunning and timing as opposed to a sleight. For the sake of an example, we 
assume the deck is held in the left hand with a break beneath the top card. This card will be loaded under a 
coaster that is held in the right hand: 
 
• Hold the coaster in the right hand with your thumb on top and fingertips beneath. 
 
• Move the hands together for a moment so the coaster covers the deck in the left hand. 
 
• Slide the coaster over the top card and allow it to slip between the coaster and the right fingertips. 
 
• Separate the hands. 
 
• Place the coaster down on the table. 
 
This is all about performing casual, natural body motions and timing the load when attention is diverted 
elsewhere. For instance, you may choose to load the card when you command a spectator to stare at a 
pencil or a mug, or to lift something up (see Photo #6). 
 

 

Photo 6 
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The 1-2 Fold 
 
I developed this folding technique in response to a card puzzle I posed many years ago in my former 
publications. I wanted a fast way to fold a card without fanning the cards for cover. It may not be new to 
others, but this is my handling: 
 
• First, cut the selected card to the bottom of the deck and hold the deck from above in the right hand 

with the tips of the fingers at the front edge and the thumb at the rear (see Photo #7).  
 

• The left hand should be beneath the deck with the front edge of the deck resting across the base of the 
index finger. Make sure the left hand’s fingers are cupped and held together to shield the following 
movements. 

 
• Now buckle the bottom card while sliding the right hand forward a bit (see Photos #8 and 9). As you do 

this, the bottom card will fold in half across its width with your right thumb aiding in the fold. 
 
• Once again, using the right thumb as a leverage point, close the left hand around the card and your right 

thumb. This will fold the card into quarters (see Photo #10). Immediately, shift the folded card flat 
beneath the bottom of the deck, and leave the deck in the left hand covering the secreted card. 

 

   

Photos 7 & 8 

   

Photos 9 & 10 
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THE REVELATIONS 

Fill in the Blanks 
 
Effect: You have a spectator select and return a card. You give the spectator a pencil and a small 
piece of paper. You ask the spectator to write down the name of their card on the paper, and you 
then ball it up and impale it on the tip of the pencil. You then order the spectator to hold onto the 
pencil, and command the card to appear on the pencil. When nothing happens, you direct the 
spectator to examine the pencil more carefully, and they discover the name of the selected card 
has appeared imprinted on the pencil! 
 
Props Required: A deck of cards, a piece of cigarette paper, and an imprinted pencil. 
 
Performance: After using the Fool-Proof Classic Force, hand the spectator the imprinted pencil and 
a piece of paper, Make sure the imprint of the pencil is facing down. After they write the name of 
their card on the paper, instruct them to ball it up and impale it on the tip of the pencil. Finally, have 
them hold the pencil upwards in their fist, with the impaled ball displayed on the tip (see Photo #11).  
 

 

Photo 11 

Have them command the selected card to appear on the pencil. After several failed attempts, act 
disappointed. Then ask them to examine the pencil for the finish. 
 
Ruminations:  
 
1.  Instead of using cigarette paper, use flash paper and light it to vanish it. 
 
2.  While you can certainly use a paddle move to show the pencil without any imprint on it, I 

suggest avoiding this approach, as this would simply call more attention to the pencil than is 
necessary. 

 
3.  The pencil is ungimmicked, so it may be examined; however, you might want to make it vanish 

using Flip’s stick vanish (See Tarbell 7). This move is as popular as the pass or double lift, so I 
see no reason not to share the basic handling of the vanish.  
 
Holding the pencil outstretched between your hands (pencil point facing your left hand, and your 
right thumb, index and middle fingertips holding the eraser end), you are going to do two 
simultaneous motions: 
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First, you are going to raise both hands and arms upwards as if you are throwing the pencil up 
in the air out of your hands (see Photo #12). 

 
 
 

Second, you are going to flip the pencil towards the inside of your right arm. In so doing, the 
combination of these movements will make it appear as if the pencil was tossed into the air and 
vanished. The key to making this smooth and effective is to perform a quarter body turn to the left 
as you flip the pencil into hidden position. This helps cover the motions (see Photo #13). 
 

   

Photos 12 & 13 

I would recommend also creating a hooked pencil by taking a similar pencil and embedding a piece 
of a steel pin in the eraser so it can hook onto a coat. Now when you prepare to perform the effect, 
you can hang the hooked pencil on the back of the person assisting you. Once the revelation is 
over, vanish the pencil and then have them turn around to show the rest of the audience where the 
pencil has appeared (see Photo #14). 
 

 

Photo 14 
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Drive my Car 
 
Effect: You have a spectator select and return a card. You then give them your car keys and tell 
them they can keep your car if you fail to find their card. After several failed attempts, you ask them 
to read the message imprinted on your key tag, and they discover the name of their selected card 
imprinted on it! 
 
Props Required: A deck of cards, some old keys and an imprinted key tag and key chain. Put the 
old keys on the key chain. 
 
Performance: After using the Fool-Proof Classic Force, toss your key chain to the spectator and 
state that you will bet the keys to your car that you will find the selected card. After failing to find 
the card, ask them to look at the key chain for the final revelation. 
 
Ruminations:  
 
1.  You may use the key chain to act as a divining rod to help find the selected card. Kreskin and 

other mentalists have used this approach effectively with pendants suspended on a string. 
Depending upon which way the pendants turned (back and forth, in circles, or not at all), the 
movements were translated into yes or no responses. You can get the same by-play by 
spreading the cards out and asking the spectator to dangle the keys from the key chain over 
the deck and slowly moving their hand down the spread of cards (see Photo #15). If the keys 
start to move, this may indicate the selected card has been found. Obviously, this does not 
work, but it can be played for lots of laughs to delay the actual revelation on the key chain. 

 
2.  You could use a key for a card stab. Have the spectator insert the key into the deck and turn it 

like opening a lock. You tell them wherever they insert the key their card will be revealed. Of 
course, if this works, end the effect; otherwise, use this simply as a delay in the actual key 
chain revelation. 

 

 

Photo 15 
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On the Edge 
 
Effect: You have a spectator select and return a card. You then show a small pocket knife and 
explain that you will stab the deck and make the selected card appear on the knife. Offering to 
demonstrate, you stab the side of the deck and pick up the cards to show the card where the deck 
was stabbed –  it is the wrong card. This is repeated several times. Finally, you reveal the name of 
the selected card imprinted on the knife! 
 
Props Required: A deck of cards and an imprinted pocket knife. 
 
Performance: After using the Fool-Proof Classic Force, you display a small pocket knife, open it up 
to show the blade and ask the spectator to stab the edge of the deck anywhere and insert the tip of 
the blade. Their card will appear wherever they stab. Of course this does not work, but later, they 
find the name of the selected card is imprinted on the knife. 
 
Ruminations:  
 
1.  For this particular effect I recommend casually showing the knife on both sides using the paddle 

move to show both sides blank. Don’t call attention to your actions or make a magical flourish 
over this movement. You merely want to convince them that the knife is blank and unprepared 
(see Photos #16 through 18).  
 
When you place the knife in their hands, you must place it so the blank side of the handle is 
face up or the revelation may be anti-climactic (see Photo # 19). 

 
2.  You can certainly use the knife to perform actual card stab revelations with multiple selected 

cards, and then after blowing the final one use the knife to reveal the final card (see Tarbell for 
multiple versions and handlings). 

 

   

Photos 16 & 17 
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Photos 18 & 19 
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Mugged 
 
Effect: You have a spectator select and return a card. You then rest the desk on top of your coffee 
mug, and explain the selected card will appear under the mug. You snap your fingers and nothing 
happens. After several failed attempts, you turn the mug around to show the name of the card has 
appeared imprinted on the mug! 

Props Required: A deck of cards and an imprinted coffee mug. 

Performance: After using the Fool-Proof Classic Force, place the squared deck on top of your mug 
and command the selected card to appear under the mug. After several failed attempts, turn the 
mug upside down and reveal the name of the card on the rear side of the mug. 

Ruminations: 

1.  If you perform the effect with an empty mug, you can add a second climax by making their 
folded selection appear under the mug. To perform the effect, start with the mug facing mouth 
upwards on the table (upside down message facing you). Have the card selected and returned. 
Cut the selection to the bottom and fold it using the 1-2 Fold. Place the deck inside the mug, 
and retain the folded selection in your left hand held in a loose fist. Allow the left hand to 
casually drop to your side to conceal the folded card. 
 
Command the selection to rise out of the mug. When this does not work, pick up the deck, 
hand it to the spectator and have them shuffle the cards. As they do so, turn the mug upside 
down onto the palm of your left hand, and then place both the mug and folded card down on the 
table.  
 
Retrieve the deck, place it on top of the face down mug. This time command the card to appear 
on top of the mug. When this comedic by-play fails, spin the mug around so they can see the 
revelation message.  

2.  You can also perform this effect with two cards and force only one of them. Control the free 
choice to the bottom, fold and load to reveal it beneath the mug. Then after apparently failing to 
reveal the second (forced) card, you spin the mug around to reveal the imprinted message. 
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Good Fortune 

Effect: After having dinner in a Chinese restaurant, you have a spectator select and return a card. 
You then tell them how ancient Chinese prophets used to throw chopsticks on the ground and try to 
divine the future by the pattern the sticks made when they fell. You then ask them to grab 
everybody’s chopsticks and toss them onto the table whereby you attempt to read them and 
discern the identity of the card they selected. You fail. Finally, you offer a fortune cookie and 
suggest that maybe the cookie holds the secret. When they open the cookie, the fortune tells them 
the name of the card they selected! 

Props Required: A deck of cards and a specially prepared fortune cookie. 

Performance: You need to plan this effect near the end of the meal when the waiter typically brings 
your check and fortune cookies. If the cookies are wrapped in cellophane, then it should be a 
relatively simple manner to plant your prepared cookie in with the rest of them. If the cookies come 
unwrapped, you will need to unwrap the prepared cookie before planting it with the rest. 
Alternatively, at any time during the meal, you can pretend to go to the cashier to get a cookie, and 
simply switch it out for the gaffed one. 

After using the Fool-Proof Classic Force, simply follow through the story line above, and after failing, 
reveal the identity of the card using the gaffed fortune cookie. 

Ruminations: 

1. You may be able to gaff your own cookies by preparing preprinted fortunes on a laser printer. 
Buy some fortune cookies from your local Asian supermarket or restaurant. Moisten the 
cookies or steam  
 
them until they begin to soften, then carefully pry them open until you can pull out the original 
fortune with a pair of tweezers. Then insert the new one. Allow the cookie to dry and harden. A 
microwave oven may help. 

2. Another way to use an ungimmicked fortune cookie is to use a thumbtip and perform a billet 
switch. Have a gaffed fortune concealed in your thumbtip, and undercover of breaking open the 
cookie and pulling out the original fortune, simply pull the gaffed one from the thumbtip. 
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Coasting 

Effect: You have two spectators select and return cards. You then place your drink down on a 
coaster on a table and explain their cards will appear under the glass one at a time. You snap your 
fingers and nothing happens. You lift the glass and coaster and act disappointed. You place them 
back down.  

You snap again, and lift the glass and have the spectator slide away the coaster to reveal a card. It 
is one of the spectators’ cards. You then have them replace the glass on the coaster, and you 
command the second card to appear. You ask them to lift the glass and slide away the coaster, but 
the second card has not appeared. You then turn over the coaster to show the name of the second 
card imprinted on it! 

Props Required: A deck of cards, a glass, and an imprinted coaster. 

Performance: Have the coaster (message facing down) on the table with a glass resting on it.  

After using the Fool-Proof Classic Force to force two cards, you cut the force card to the top of the 
deck and hold the cards in the left hand. In preparation for loading it under the coaster, get a break 
beneath the top card.  

Tell the spectators their cards will appear under the glass on the table. Have them snap their fingers 
over the glass, then pick the glass up, replace it and look puzzled. Say you will try again. When 
this fails, pick up the glass and put it aside. Pick up the coaster and look beneath it. 

While you are acting disappointed, load the top card beneath the coaster as described earlier in the 
section on Loading a Card Beneath an Object. Then replace the coaster with hidden card back 
down on the table, and the glass on top of the coaster. 

Say you will try one more time, and accent that this time, you will not touch the glass or coaster. 
Stand back away from the table, have them snap their fingers. Begin to look puzzled and then 
explain they snapped too hard. Have them lift the glass and slide the coaster aside to reveal the first 
selection. 

Act like the effect is completed, and wait for someone to remind you about the second (forced) 
card. Then have them turn over the coaster to reveal the identity of the second card. 

Ruminations: 

1.  Part of the influence for this effect comes from the Artful Dodges of Eddie Fields whereby a 
miniature card appears on the underside of a half dollar. This version plays a bit larger and 
allows you to reveal the identities of two cards instead of one. 

2.  You could combine with the Mugshot effect for a triple or quadruple climax. 
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Windows of the Soul 
 
Effect: After having two spectators select cards, you put on a pair of sunglasses which you claim 
have the ability to help you read their minds. You quickly divine one card correctly, and ask one of 
the spectators to try it themselves. They put on the specs, but can not divine the second card. You 
ask the second spectator to stare at the first spectator and they quickly reveal the identity of the 
second card. Then it is revealed they read the name of the card off the imprinted sunglasses. 
 
Props Required: A deck of cards, and a pair of imprinted sunglasses. 
 
Performance: After using the Fool-Proof Classic Force to have two cards selected, you introduce 
the sunglasses and tell the spectators you will use them to read their minds. When you first 
introduce the sunglasses, make sure they are  folded with the ear rests and their imprints hidden 
behind the lenses. Also make sure the spectators are standing in the right positions for the effect to 
be successful. 
 
Before you open the sunglasses, make sure your spectators are standing side by side, directly in 
front of you and not to the sides where they may notice the imprinted message. For the sake of 
explanation, we will identify the spectator standing on the left as #1 (who chose the unimprinted 
force card) and #2 who is standing on the right (who chose the imprinted force card). Make #2 who 
selected the non-imprinted card is standing on your right. 
 
When you open the glasses up and put them on, you need to cover the ear rests (you might 
actually keep your hands on the side of your head to make it look like you are concentrating), and 
then immediately go into your mind reading sequence. Misdirect their attention away from the sides 
of the glasses by asking the spectators to stare into your glasses. Reveal the identity of the non-
imprinted force card to the spectator on the left. Let the amazement set in. Remove and fold up the 
sunglasses. 
 
Offer to repeat this feat by allowing spectator #1 (on the left) a chance to try to read spectator # 2’s 
mind. Have them face each other and stand in the middle of them facing #1. Hold the folded glasses 
up to his eye level, and as you ask him to concentrate on #2’s card, tap the imprinted message 
with your fingertips to gain his attention long enough for him to read the message. 
 
Open the sunglasses and place them on his face, step away from the two spectators, and let #1 
have some fun with the revelation. Spectator #2 will be amazed. You can then either reveal the 
secret as a gag, or remove the sunglasses and put them away without revealing the method. 
 
Ruminations: 
 
1.  This effect was influenced by an old mind reading effect in Tarbell whereby the name a forced 

card was written on the side of middle finger and revealed to another spectator when the 
magician held up his hand and asked him to stare through his finger ring. The name would be 
revealed as the fingers spread slightly apart. 
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Time Out 
 
Effect: You have a card selected and returned to the deck. Bringing out a three-minute timer and a 
ten dollar bill, you challenge the spectator that you will find the card before time runs out or they get 
to keep the money. You fail repeatedly and time runs out, but just as they go for the money, you 
ask them turn over the timer only to find the name of the card imprinted on the base of the timer. 
 
Props Required: A deck of cards and an imprinted egg timer. 
 
Performance: Prior to performance, you need to turn the timer over so the sand is half which is 
opposite the imprinted side. After using the Fool-Proof Classic Force to have a card selected, you 
display the timer and place it imprinted side face down onto the table. Call attention to the time 
trickling by and ask remove a ten dollar bill from your wallet. Place it down on the table and 
proclaim that you will find their card before the timer runs out or they get to keep the money. This 
will perk their interest. 
 
Now go through any number of failed revelations, and begin to openly panic as the time runs out. 
Finally, when the last grain of sand drops, apologize for apparently failing, and then ask them to turn 
the timer over to reveal the selected card. 
 
Ruminations: 
 
1.  You can use this during table hopping to get a tip. Use this as your last effect, and make it into 

a wager offering to double their money should you fail. Ask them to place a dollar on the table, 
and wager them two to one odds with two dollars of your own. Lay all three dollars aside, and 
complete the performance. They should let you keep the bill if your performance was 
entertaining. 

 
2.  If you follow the above recommendation and decide not to keep the bill just yet, you can now 

use it for any number of effects such a bill switch or vanish it and reproduce it later after some 
additional time has passed. Some table hoppers or walk-around performers may prefer to put 
some time between the vanish and production of borrowed money believing the longer you hold 
onto it increases your chances of retaining it as a tip. 
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Laced 
 
Effect: You have two cards selected and returned to the deck. You kneel down on your left knee, 
and pointing to your right foot, you explain the selected cards will appear under your right sneaker. 
You stand up and count to three, lift your right foot and find no card. You try it again and fail. Finally 
you try the left foot, and one card appears beneath it. You then have them read the message 
imprinted on your shoelaces to reveal the identity of the second card. 
 
Props Required: A deck of cards and a pair of imprinted shoelaces. 
 
Performance: Have the sneakers laced with the imprinted shoelaces prior to starting the effect. Use 
the Fool-Proof Class Force to force two cards, one of which is the same as the imprint on the 
shoelaces. Cut the non-imprinted force card to the top.  
 
Kneel down on your left knee, and with your right hand point to your right sneaker. In the process of 
kneeling, the left heel comes off the ground. Move the left hand out of sight behind you and slide the 
top card under your left foot. As you stand up, be careful not to reveal the hidden card. Follow 
through by failing to make the first card appear under your right foot. Finally lift the left foot, bend 
down, and turn over the card for the first revelation. Then have the spectator kneel down to read your 
laces for the second revelation. 
 
Ruminations: 
 
1.  Since a spectator is going to have to bend over to read your laces, you can take advantage of 

body positions to further add to the effect. Have a third card selected in the beginning of the 
routine and control it to the top after the first revelation. 
 
With the spectator sitting in a chair beside you, ask them to bend over to read your laces to 
reveal the second card. As they do so, they should almost come out of their chair. Load the 
third selection under their bottom and reveal it as an after thought. 
 
Having them bend over them to read your laces provides very strong misdirection to perform 
other miracles. You could place the deck in your pocket and then vanish the deck when they 
stand up again. You could load another selection into their outside coat pocket. You could steal 
their watch or wallet for reproduction at a later time. 
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Twice Burned 
 
Effect: You have two cards selected and returned to the deck. You talk about hypnosis and the 
need to focus attention on a bright light. Suiting actions to words you remove a box of matches, 
light a match and ask the first spectator to stare into the flame. As you hypnotize him, you reveal 
the identity of his card. When you try this with the second spectator, you fail. You offer to let him 
keep the box of matches, and when he examines it, he finds it is imprinted with the name of his 
card. 
 
Props Required: A deck of cards and an imprinted matchbox. 
 
Performance: Force two cards and pull out the matchbox. Talk about hypnosis, light a match, and 
have the first spectator (non-imprinted force card) stare into the flame. You can ask him a variety of 
questions and reveal the identity of his card. When you try this with the second spectator, you fail 
and toss him the box of matches to read.  

Ruminations: 

1.  In using a matchbox, you are also set to produce a selected card in matchbox routine. You can 
do this in many ways, but perhaps the best ways to limit the sleights is to have three cards 
selected, and use the 1-2 Fold on the third selection. 
 
Then after they look at the matchbox to reveal the second card, you ask them to hand it back 
to you in your right hand while the left hand palms away the folded third selection. You then turn 
the matchbox upside down, slide the drawer out, and with your hands holding the open 
matchbox as if you were cracking open an egg, you let the folded card fall out of your left hand 
to reveal the final selection. 
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Got Magic? 

 

Now for the first time, you, too, can have your own magic book published 
electronically. For a flat fee, we will design a cover, convert your book to Adobe 
Acrobat, and post it free to our online library. Click the banner above for more 
information or visit us on the web at: 

www.publishingassistance.com 

or contact us at: 

Schneiderman & Associates, LLC 
Steven Schneiderman, Principal 

3504 East 99 Street 
Tulsa, OK 74137 
(918) 298-9531 

info@pickacard.com 

http://www.publishingassistance.com
http://www.publishingassistance.com

