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Clean Out Of Sight

PRECIS: The performer offers to demonstrate
his participant’s intuitive ability. He hands
about half the cards to the participant and
asks her to look through the cards, remem-
ber any one she chooses, and then shuffle

the cards so that even she does not know the
location of her thought-of card.

As a warm-up exercise, the performer
divides the cards into two piles and asks the
participant to use her intuitive powers to
“sec” which pile contains her mentally se-
lected card. When she has decided on a pile,
the performer fans it with the faces toward
the participant and asks her to confirm that
she was successful. The performer never
looks at the faces of the cards.

Combining the piles and shuffling the
cards, he repeats this warm-up exercise two
more times, Depending upon her results,
she may be successful or “telepathenc.”

As a final test, the performer shuffles
the combined pile once more. He has the
participant take the packet, hold it out, and
concentrate on her card. The performer
takes cards one ar a time from the partici-
pant’s hand. Suddenly, he stops. He asks for
the name of the thought-of card and turns
over the stopped-at card. The participant
and the performer, without ever looking
at the faces of the cards, have successfully
located the thought-of card!

NOS ENCANTA: How about discover-
g a truly thought-of card sclected from
a range of 24 cards? Not bad. Completely
impromptu, 10o.

Sort Of Psychic, a longume favorite trick,
was a sleeper from Destination Zero (2015).
It did not get much commentary, but those
who liked it really liked it. | had used a
mathematical eight-card reverse faro sorting
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principle, then doubled the number of cards
to sixteen and added a two-way out. In ad-
dition, [ disguised the underlying procedure
with a presentation that revolved around a

guessing game — a “rest” of intuition.

In thar trick, [ mentioned thar the
number of cards could be tripled to 24. The
sorting principle still holds, except that af-
ter three trials the target card would be one
of the top three cards. The upside is a lot
more cards to choose from. The downside
is that the two reverse faros would take a
lirle longer. And a three-way out system
would need to be deployed. Problem was,

[ didn’t have a three-way out that | was
happy with.

Recently, I revisited the three-way out
process in Dai Vernon’s Qur Of Sight, Out
Of Mind from More Inner Secrets of Card
Magic (1960). I love the trick but have
always preferred using a different ending —
which is probably why it took me so long to
make the connection. The Vernon process
works perfectly here, especially because the
performer apparently never looks at the
faces of the cards.

MISE EN SCENE: Initially, I thought
I would have to demonstrate my own
clairvoyant powers during the “warm-up”
exercises, because | would be doing the
Vernon thing to find the thought-of card.
Because you are essennally just guessing,
it's possible, if not guaranteed, that you
will miss — and maybe all three times. The
performer is not supposed ro be incorrect.
If the participant 1s doing the guessing,
the misses have better cover, much like the
original Sort Of Psychic. After all, why
would anyone expect her to be correct?
Reconsidering, I think you can frame the



trick as testing the participant’s intuitive or
clatrvoyant powers, OF course, the Yernon
thing has to be reframed to make it look
like the participant is doing something,

So for the last phasl:, I have her hald the
packet and concenteate on her card. Mow [
do the Vernon thing as if she were some-
how guiding me. It works.

I used to say that I have no psychic
alulity whatsoever, but wow [ really thik
eacl ujl'-rrs has some ff.;r:'n*-r.a_}'d!rt Poner,
Clairvoyance — that’s the ability 1o see
what can’t be seen, to know what can't be
knowwn, Sometimes it seems like fntsition,
Do you believe in intustions You know, |
bad a feeling that you did. I'd like to try a
demonstration.”

Use a regular, shuffled deck. Spread off
exactly 24 cards. Ideally, you will want to
make this look casual, random, and impre-
cise. The best way is to do it fast. The best
way to do it fast 15 to push the cards over in
sets of three F.igl\[ groups of three — casy
to do with a lietle practice.

“Here, take about balf the deck and
shuffle it.”

Hand the packet of cards to your
partir.‘ipant. .'!LHli. ]'IE]' T SI'III{"E il, ll'l.l."l'l IEK];:
through the cards and think of one of them.
Then ask her to shuffle the packet again
s0 she does not know where her card is.
These conditions are really great, You can't
possibly know her card or where it 1s. Your
participant docsn’t even know where it 1s.

GAMES PEOPLE PLAY: The sorting proce-
dure from Sort OFf Psychic can be used here,
but the method about to be described uses
a straightforward dealing procedure instead
of the reverse faras, You'll have to remem-
ber to treat the second clarvoyance attempt
differently, but this small deviation may be
a worthwhile rradeoff.

Take the cards from your participant
and deal them into two twelve-card pales,
[ deal the piles quickly and tell my partici-
pant that, while [ am dealing, she should
try to discern which pile contains her
thought-of card, Dealing can be dead time.
Use this opportumry to fill in the plor a bt
For example:

“I want to test your mitustion, but first,
let'’s try a few warne-up exercises, | am

going to divide the cards into tiwo piles. As
[ deal the cards, 1 want you to use your in-
tuition fo figure out which pile bas the card
you are thinking of. If you think about i,
while a simple test, it's impossible, right?”

As you finigh dealing, ask her to choose
one of the piles. If you like, you can ask
her to hold one hand over cach packer as if
trying to feel the “vibrations,”

Of course, she may choose correctly or
ot

Pick up the designated packet, fan the
faces toward your participant, and ask her
if she was successhul or not. Either way,
she will identify which packet contains her
card. If she intunted incorrectly, the card
must be in the other packet. That said, this
“game” is far more subtle than the typical
direct question “Did you see your card?™
And light years beyond *Which pile is your
card in?”

The effect you are going for in this
WArT-up EXercise 15 not great, bur Ei'-'ﬂl!
the incredibly fair conditions, somewhat
interesting. If she succeeds, note that she
could have been hucky and offer to repeat
the trial. If she fails, say you will give her
anol |'|i..‘r Ehﬂ]‘lt‘c.

REPEAT AS NECESSARY: Assemble the two
packets by placing the packet that contains
the card onto the packet that does nof con-
tain the card. An advantage of the 24-card
packet 15 that vou have enough cards for a
credible jog shuffe.

With your right hand, take the packet
in position for an overhand shuffle. On
the first “chop,” take more than half the
packet, then run one card injogged, and
shuffle off. Again with your rigj‘lt han:l,
regnp the packet, getting a thumb break
under the injog, and shuffle off to the
break. Finally, toss the remaining cards on
top. This shuffle preserves the top twelve
cards, short and sweet.

Mow mive the packet a quick Ose False
Cut,

This tume, again deal the packet into twa
smaller piles. [t's best to be glib and spout
some mumbo jumbo during the deal.

“If vou think about it, becanse you are
anly thinkmg of a card, you didn't touch
it or take it ont of the deck, the only way

Madlc

to know which pile bas your card is by a
clairpoyant power, right?”

Again, ask her to use her psychic
power to determine which packet contains
here card. From this pl:]i:nl!, pruc:cd fxa:tl}r
like you did the first tme. Fan and show
her the chosen pile and ask if she was
successful.

This is important: the thought-of card
is now somewhere among the boteom six
cards of each ]:rilc, S you must .i.rkiﬂ' the
ineorrect pile onto the correct pile.

Offer to play a final time. Agamn, there
are compelling reasons for this. If she
missed twice [“rele-pathetic™), she should
have one more chance, If she it twice, the
third time’s the proof that it wasn't a fluke.
And of course, one hir and one miss means
a tic-breaker 1s necessary.

A quick Hindu shuffle followed by
an Use False Cut 15 a bit easier than an
elaborated jog shuffle. (Hindu shuffle:
grasp the inner end of the deck with your
right hand from above, but don’t geasp
the whole deck: leave ar leasr six cards in
your left hand. Now continue the Hindu
shufflc by pulling small packets of cards
Onio [l'll..‘ cards }'lJ-Ll |.L'Et 11{!]1:;11['. H(]til’.'l: Il'l.rlt
the lowermast cards of the deck stay where
they were.)

Again, deal the packet into two piles.
Once more, have her select a pile. Fan and
show it to her. This time, place the correct
frile onto the mcorrect one,

Here's the cool part. Right now, her
thought-of card is among the top three
cards of the combined packet. Really.

THE MAIM EVENT: Regardless of how she
has {[{anc, tell yor pﬁrti:ipant that she was
just “warming up.” Give the combined
packet a jog shuffle, bur this tme you only
need to preserve the top three cards.

MNow do a final jog shuffle as follows.
On the fiest “chop,” take more than three
cards, then run four cards singly, injog the
fifth, and shuffle off. Regrip the packet,
gerring a thumb break under the injog, and
shuffle off to the break, Finally, toss the
remaining cards on top. This shuffle places
the three target cards at the fifth, sixth, and
seventh positions from the top. Square and
table the packet.
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Now we're ready for the Vernon thing.
Hand your participant the packer and have
her hold it in dealing position so you can
ger 1o it. Ask her to concentrate on the
thought-of card.

With your right hand, take the top card
and place it in your left hand. Do the same
with the next three cards. As you remove
the fifth card from the pile, glimpse it by
lifring it at a slightly steeper angle (Photo
1}. As you place the card in your left hand,
get a left little-finger break under it.

Glimpse the sixth card in the same way,
then place it on the left-hand pile.

Right now, the thought-of card is: 1) on
top of the pile your participant is holding,
2) on top of the left-hand pile, or 3} second
from the top of the left-hand pile, and you
have a break beneath it

Act like you received a gentle psychic
impulse and say something like *Did yonr
feel something? You must be concentrating
very bard. What card are you thinking of?”

Her card will be one of the two cards you
glimpsed, or it will be the one you did not sce.

If it is a card thar you have not seen, it
is the top card in her packer. Point to the
top card of her packet and ask her to turn
it face up.

If it 15 the top card of your left-hand
packet, turn 1t face up.

If it is the card second from the top of
58 MAGIC

your left-hand packet, conventional wis-
dom would have us do a double turnover,
which would leave us with a cleanup issue.
Humor me — ler’s do Al Leech’s Snide from
Super Card Man Stuff (1965).

Recall that you have a left littke-finger
break beneath the top two cards. Place the
tip of your right sccond finger in the middle
of the top card of the left-hand packet. At
the same time, put your right thumb along
the rear edge of the broken cards (Photo 2.
Now pretend to slide the top card forward
with your right middle finger, but actually,
with your nght thumb, push the double for-
ward about an inch (Photo 3), Then release
the break, and move your right hand away.

Continuing, turn your left hand palm
down to show the face of the cutjogged
card {Photo 4). Bring your right hand over
to take the outjogged card, thumb on the
face, fingers below. At this point, you have
a choice: cither glide the back card of the
double with your left fingers, or push the
card back with your night fingers. Which-
ever you decide (I prefer to push the card),
remove the outjogged card and toss it onto
the table.

In any event, you have conclusively
demonstrated your participant’s psychic
ability and together you found her thought-
of card! Be sure to give her all of the credit.
Nice work!
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WRAP-UP: Okay, this trick is a little more
feisurely than usual. I have found, however,
that participants get invested in the game-
like atmosphere of the warm-up exerciscs.

Also, the jog shuffles and false cuts help
deflect from the basic procedure.

Nailing the genuinely thought-of card with-
out apparently looking at the faces isa't bad
cither. Try this in a casual, relaxed situation.

POSTMORTEM — BACKGROUND AND
CREDITS: The mathematical sorting
principle at work here is an old one. The
only credit for this procedure [ have seen
is to Max Maven (a.k.a. Phil Goldstein)

in a trick called Out Of Sorts in Thequal
(1984). The principle is likely older than
that; even Dai Vemon had a version of this
sorting principle before [ was born — On
the Up and Up, in Scarne on Card Tricks
(1950). Max’s application is, as far as |
understand, the seminal one you see around
today. Max credits Alex Elmsiey and Bob
Neale for similar concepts.

There have been a number of versions
of the basic divination trick, but none (that
I am aware of} that expanded the set from
cight to sixteen (or more) cards. My addi-
tions are primarily two:

The first was to combine the principle
with a system of outs in order to increase
the range of possible thought-of cards. In
Sort Of Psychic, I introduced the idea of
adding outs, which allows for a greatly
cexpanded range of choices. That trick used
sixteen cards and a cross-cut force as a two-
way out. The contingencies also help to
disguise the procedural aspects of the trick.
With an acceprable three-way out, why not
increase the number to 24 cards? A slightly
longer sorting procedure scems like a small

price to pay.



Second, [ also disguised the procedure
with a presentation that revolves around
a guessing game. | here are a number of
advantages to this guessing process over the
classic mathemartical one. The main one 15
that you are not always identifying the pile
with her card in it. She is telling you which
is the correct pile, directly or mndirectly, but
the focus is not on the identification and it
doesn’t seem nearly as obvious.

REVERSE FARO: If you love, or ar least are
indifterent to, the reverse faro procedure,
here’s how to put the reverse faros back in.

The first clairvoyant attempt is free; you
can divide the cards into two piles however
you like. But you must place the correct
pile onto the incorrect pile before proceed-
ing to the second attempt.

On the second clairvoyant attempt,
divide the cards with a reverse faro by
outjogging every other card (Photo 55, then
stripping out the cutjogged cards to form
a seeond pile. Again, place the correct pile
onto the incorrect pile before proceeding.

On the final attempt, once again divide
the cards with a reverse faro and again
place the correct pile on top.

All ser — the thought-of card 15 one of
the top three cards.

Among others, Raj Madhok prefers to
do the reverse faros, He notes, “On the
final reverse faro, once you're past the top
six cards, you can be sloppy and outjog and
injog groups of cards rather than singly.
This makes it look less precise and con-
trived — that is, less mathemarical.™

ROUGH AMD READY: Twenty-four cards
15 the maximum, but you can do the tnck
with fewer cards if you want.

Raj Madhok and Liam Monner both sug-
gest letting the participant shuffle and freely
cut off “just less than half the cards.” B8

Jokn Bannon’s Mentalissimo is a 218-page
bardbound collection of thirty effects,
illustrated with black-and-white photos.
Available for 855 from Squash Publishing
or the author: wwwjohnbannonmagic.com
ar www.squashpublications.com. Dealers
comtact Squash Publishing.




