Spectator Aces
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La partecipazione del pubblico € di grande importanza quando si cerca di
intrattenere con la magia. Se lo spettatore ha le carte in mano, il vostro “miracolo” sara
piu sorprendente. Questa ¢ una delle “sorprese” che preferisco.

Al momento piu opportuno, posizionate i quattro Assi in cima al mazzo. Iniziate
eseguendo un miscuglio nel cavo della mano portando circa meta del mazzetto
inferiore sopra gli Assi. Un paio di false alzate aiutano. Aprite le carte facendole
scorrere da sinistra verso destra, con le facce rivolte verso di voi. Quando vedete il
secondo dei quattro Assi separate il mazzetto in quel punto avendo cosi nella mano
sinistra due Assi in cima al mazzetto e nella mano destra due Assi in fondo. Ponete sul
tavolo, faccia in basso, il primo Asso che si trova in fondo al mazzetto nella mano
destra ma quando riunite i due mazzetti posizionatelo dietro il mazzetto che si trova
nella mano sinistra. Avrete cosi posiziona in cima un Asso e due Assi in fondo al
mazzo. Stendete a nastro il mazzo ed invitate uno spettatore ad estrarre una carta ed a
girarla faccia in alto. Raccogliete il mazzo e consegnatelo alla persona del pubblico.
Chiedetele di contare sul tavolo tante carte quanto e il valore di quella presa (se ha
preso un sei, contera sei carte, se ha preso un Jack puo decidere se contare undici 0
dieci carte).

Terminata questa operazione, riprendete il mazzo ed iniziate un miscuglio nel cavo
della mano eseguendo un doppio scorrimento (trattenete contemporaneamente la prima
e I'ultima carta del mazzo) e continuate normalmente assicurandovi che 1’ultima carta
del mazzo della destra vada in prima posizione al termine del miscuglio. Questo porta
uno degli Assi che si trovavano sul fondo in cima al mazzo lasciando I’altro in ultima
posizione.

Stendete nuovamente il mazzo sul tavolo facendo scegliere una carta e
riconsegnate il mazzo allo spettatore che dovra contare di nuovo tante carte quante ne
sono indicate dal valore di quella scelta.

Riprendete il mazzo e mescolate portando I’ Asso che si trova in ultima posizione
in cima. Fate scegliere un’altra carta e fate fare allo spettatore un terzo mazzetto.

A questo punto lo spettatore ha scelto liberamente il numero di carte che formano
ciascun mazzetto (?). Girate faccia in alto la prima carta mostrando il primo Asso. Ora
girate faccia in alto i mazzetti e mostrate gli altri tre Assi.

Cercate di accelerare le fasi della conta delle carte affinché 1’effetto non diventi
noioso. Ringraziate lo spettatore per aver trovato gli Assi e continuate con un altro
effetto.
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the ends of the pack and with the left hand turn the left side of
the deck downwards to the regular position for an overhand
shuffle (Fig. 71).

4 The break will be retained by the pressure of the right
thumb, and you go at once into an overhand shuffle Shuffle freely
until the break is reached. then throw the remainder of the deck
on top, bringing the chosen card to the top of the pack.

TRICES WITH THE OVERHAND SHUFFLES

The following trick. a good one, makes use of the overhand
shuffle to force a card and to bring a number of required cards
to the top of the pack so that they can be used in the course of a
"coincidence” trick. Four cards are selected. apparently by purest
chance. and the cards prove to be the four seven-spots, a remark-
able viclation of the laws of probahility.

1. To prepare for the trick place the four sevens secretly on the
top of the pack. then force the top card (the first seven) on a
spectator by means of the lift shuffle force. Have the spectator
place that card face downwards on the table, without looking at
it, and place his hand on it. As he does this, place the packet in
your right hand under those in your left. so that the remaining
three sevens are on the top of the pack. Shuffle by running off
two cards into the left hand. drop the pack on them., and pick up
the whole pack. One seven will now be on the top and two at the
bottom.

At once continue the shuffle as in step No. 2, retaining top and
bottom cards 1n position, (see page 6) thus keeping the sevens
in the same position, two at the bottom and one at the top.

2. Spread the entire deck face downwards on the table in a
neat row, and request the spectator to touch any card. Remove
the card and turn it face upwards. Whatever its value, gather up
the remainder of the deck and deal beside it. face downwards and
in an orderly pile. cards to correspond in number. For example,
if the card is an eight-spot, deal eight cards. If the card is a

picture card. announce that you will count all such cards as tens
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and treat them as such. Thus you have a seven-spot at the
bottom of this pile.

3. Repeat the same overhand shuffle, retaining one of the other
two sevens on the bottom and bringing the other one to the top
of the pack. The position now is that you have a seven on the top
and the fourth seven on the bottom.

4. Spread the cards on the table again and request another
spectator to touch a card. Remove it, turn it face upwards, gather
up the remaining cards and deal beside it, as before, the number
of cards to correspond with its value.

5. Shuffle the cards once more, this time simply bringing the
bottom card (the fourth seven) to the top. “You will notice,”
you say, “that your choice of cards is entirely fair. Neither you
nor I can know the value of the cards you will select.”

6. Have a third spectator touch still another card after you
have spread the deck on the table, and proceed in exactly the
same way as before. There will then be three piles of cards on
the table, and at the bottom of each of them. unknown to the
spectators, there is a seven-spot.

7. Turn now to the spectator whose hand still rests on the
seven spot which you forced on him at the start of the feat. “Will
you, sir, turn up your card and show it to all of us?”

He does so and it is seen to be a seven-spot.

“The vagaries of chance are inexplicable,” you observe thought-
fully, “for here we have four cards selected by four different
persons in the fairest possible way. The probability of each
selecting a card of the same value is so remote as to be prac-
tically impossible. And yet—" (slowly turn each of the packets
face upwards and show, at their faces, the three remaining
sevens!) “—that is exactly what has happened.”

The student will be gratified, upon performing this feat, to
notice the astonishment which it arouses. This is caused largely
because the spectators were not told beforehand just what you
proposed to do and for this reason did not scrutinize your pre-
liminary actions so closely as they might have had they known
your objective.

This is one of the psychological advantages which the good
card conjurer keeps to himself. He does not tell in advance what
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he proposes to do. If he forewarns his audience. their vigilance
will be aroused and they will study what he does to determine
how he does it. Since they do not know his purpose, however,
they are not alerted and later, when they attempt to reconstruct
what has been done. their memory fails them.

This should also make clear why the expert card conjurer
rarely if ever repeats a trick for an audience, no matter how
great their importunity.

There are two good rules to remember:

1. Never tell your audience the effect of a feat until all the
preliminary actions which make it possible have been completed.

2. Do not repeat a trick unless you can produce the same effect
by a different method.
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