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INTRODUCTION

I hope you’re ready for this . . .
. . . because I am going to make your fingers hurt!

Old friends turn up at the most unexpected times, and for many of us, playing cards are indeed “old friends.” We may be hunting through our drawers, seeking an old picture or passport, and chance upon a worn packet of cards that we haven’t seen for what seems like years. We gaze wistfully at them, recalling happy times with our families and friends, playing games around the fire on a cold winter’s afternoon. Even though the cards are worn and dirty, they hold a unique place in our hearts and minds.

Not all of us see cards in such a positive light, however. For some people they have a strong association with inappropriate pursuits such as gambling, sorcery (supposedly the bad kind of magic!), and sin.

If you are one of those persons who, for religious or cultural reasons, dislikes or is not allowed to use or even touch playing cards, then this book is quite obviously not for you. If, however, you are ready to learn some great magic tricks with cards and how to perform them sensibly, then I think you have made a great decision in purchasing this book.

MY LIFE WITH CARDS

My fascination with cards and card tricks started nearly 60 years ago. One of the first magic tricks I learned as an eager six-year-old was a card trick that my father taught me. It was a simple trick that worked itself, and was thus an ideal way for me to learn how to “do magic.” Over the years I progressed, learning some more complex tricks and practicing my sleight of hand until my fingers hurt. I acquired hundreds of pamphlets, books, and videos and learned how thousands of tricks work. I bought trick decks of cards from magic shops and exchanged ideas with my fellow magicians at various magic clubs and at the pub.

No matter how proficient I became with cards, I was always in awe of the technical skills of some of my friends who, even though I knew what they were doing, performed their tricks so elegantly.

Eventually magic became my life, and I quit my “real job” in computing and started performing for a living. With all those thousands of card tricks in my repertoire surely I had an unbeatable arsenal of sleight of hand miracles with which to bombard my audience!

Most magicians know more card tricks than all the other kinds of tricks they perform combined, and I am, most certainly, no exception. Yet despite the myriad of magic I know how to do, I actually only perform 20 or so card tricks on a regular basis. The same is typically true for any professional magician; we know thousands of different illusions, yet we choose to learn how to do a small selection of tricks really well. This allows us to amaze our audience without boring them, and to hopefully leave them wanting more.

I hope this book gives you an enticing list of recipes with which you can experiment and eventually serve up a tasty, balanced menu of magic for your audience!

WHAT TO EXPECT

You might assume that being a professional magician I will only use the most complex techniques when performing. In reality, I use a complete mixture of sleight of hand, mechanisms, psychology, and even tricks that work themselves. The real secret to success is using the right trick (with the right method) at the right time for the right effect!

You might find it interesting to know that my favorite card trick is one that works itself. I do nothing other than lay out the cards in a certain way and tell a story. This one piece of magic gets the most incredible reactions, but I need to be careful about when and where to use it. (Of course, I do other tricks with many technical moves and they get a great response too.)

This is a good lesson for us all as it shows that there is not always a correlation between the degree of sleight of hand that you use and the impact a trick will have on your audience. Be it with cards, coins, or rabbits, the effect our magic has on our audience is more about us as people than it is about the raw method we use to achieve the effect.

We need to cover a lot of bases in this book, but I hope it will give you, whether you are a complete novice or are already performing tricks, a good grounding in the basics and principles of card magic.

First of all, we will look at the history of cards and get to know some of the terminology surrounding card tricks. Then our journey will take us through some simple tricks, after which we will add some sleights of hand and various moves, building up to some incredible tricks for our finale.

If you have read any of my previous books—in particular, Mind Magic and Mind Tricks—you will know that I like to weave intriguing stories into my books. In this book there will be a little less of this, primarily because there will be more techniques to describe in the limited space we have.

I have, however, added a new idea to this book. There are so many subtleties, nuances, and bold secrets that we can learn from every trick, and these can add value to the rest of our magic. So, at the end of each trick I will highlight one or two points or principles that are worthy of our attention in that they can be applied to other tricks in this book or elsewhere.

But the important thing, as I always seem to say in my books, is for you to read about the ideas and then play with them. Discard what you do not like and work hard on those elements that appeal. This way, you can make the magic your own—and that is the most magical and powerful thing you can ever do.

Read on and enjoy!




CHAPTER 1

WHAT’S ON THE CARDS?

Every apprentice must learn the basic rules and terminology of their chosen craft as they enter their trade. As they progress, they will gain a deeper understanding of their tools and raw materials. Eventually, they will have developed their skills to the point where they can fairly and squarely be called a master of the trade.

The purpose of this chapter is to introduce you to your deck of cards so that you know a little about their origins and the common terminology associated with them. Providing you with an accurate history of playing cards is, however, somewhat of a challenge. In the United Kingdom we tend to have a narrow view of how playing cards look and what they represent; this view is influenced by our knowledge of Anglo-American history and culture.

In the past many cultures played games using stones, coins, and seeds as tokens. Over time these games became more complex, and different values were assigned to the playing pieces. Nowadays, practically every culture has some form of gaming piece or token that reflects its own history and has its own artistic influences. So who actually invented playing cards?

A BRIEF HISTORY OF PLAYING CARDS

It is generally agreed that the roots of modern playing cards lie in ancient China, where a system of paper currency evolved during the ninth and tenth centuries. In some ways this system can be seen as a forerunner to both modern banknotes and playing cards, as not only did they have different denominations, they also had different groups, or suits. The lowest value note in this ancient Chinese system depicted a single coin, for example, while other notes in the same “suit” had various numbers of coins. The next suit represented strings of coins (our ancient friends carried coins on strings rather than in purses, which is why the coins had holes in the middle), while other suits involved multiple strings, and so on. Of course, everyone likes a wager, and many games of luck and chance would have been played for money using these notes. Thus, from this single root we can see links to currency, playing cards, dominoes, and other tokens of value throughout history.

But this is just one theory of the origins of playing cards; a quick search on the internet would probably lead you to dozens of different versions. For example, another theory postulates that playing cards developed from tarot cards. Many disagree with this view, however the fact that the playing cards used in Italy and southern Europe actually have the same suits as tarot cards is a persuasive argument in favor of this theory. To make matters even more confusing, around the thirteenth century another system of cards, this time originating from the Islamic world, came to Europe. These cards used a four-suit system, not unlike the one we use today.

The origins of the court cards (Jack, Queen, King) are even less clear. Some say they were first seen in the Islamic system of cards, while others suggest they were an attempt to have permanent trump, or triomphe cards in the deck. We do know for certain, however, that playing cards reflected the social situations in which they were created and the games people chose to play with them. In this way, court cards were decorated with caricatures of royalty and politicians, often parodying scandals of the time. For example, the Queen of Hearts in the traditional English deck is meant to represent Elizabeth of York (1466–1503), who was queen consort to King Henry VII (1457–1509; reigned 1485–1509). This concept of playing cards reflecting political realities can be seen more recently in the Most Wanted decks. These show the faces of the leaders of the Iraqi regime and were distributed by the United States government to the allied forces during the second Gulf War. A quick look through various card catalogues shows many decks with all manner of social and political satire in their designs.

In the last two centuries, the 52-card deck with which we are familiar has become standard in most parts of the Western world, especially for those who play bridge and poker. In fact, this deck system has now influenced that in southern Europe, where a Queen has now been added to each suit (previously all three picture or court cards were male) making a deck of 56 cards. This deck is, of course, similar to the Minor Arcana of the standard tarot deck. Indeed, throughout the world there are hundreds of variations of playing card sets, shapes, designs, values, and purposes.

GLOSSARY

In the Anglo-American world of magic the 52-card (plus Joker) deck seems to be the norm, and that is what the tricks described in this book are based upon. Of course the choice of which cards you use is your own, but there are several factors in favor of using this deck while performing magic in the Western world. Generally speaking, Western cards are seen as standard tools of the magician’s trade. Furthermore, there is a movement in modern magic towards props appearing “normal” to the audience, and thus it would seem only logical to use cards from one’s own culture. Then there is the choice of material. There is a huge wealth of card tricks written up in books like this one, and an immense array of card tricks available from magic dealers. Most of these use the Western deck of cards, and so it might seem churlish not to use the same deck. (That said, most of the tricks in this book could be adapted to almost any form of cards with some thought and a little application.)

My suggestion to you is that you should observe what happens in magic shows in your part of the world. Which types of deck do other magicians in your area use? You can then decide whether you wish to conform to this practice, or whether you wish to create a unique style all your own.

Below is a glossary of useful terms related to playing cards that we will be using throughout this book. I have decided to put this section at the beginning of the book because you will need to know the definitions of these words as you progress through the tricks. You will most likely already know the meaning of some of these terms, but please read through them anyway. You never know, you might learn something new!

DECK — a full set of playing cards. The number in the set is, of course, dependent upon the type and origins of the deck. This term is interchangeable with the word Pack, although technically a pack of cards is in its box while a deck refers to cards that are out of the box.

CASE — the box our cards live in.

CARD — the singular part of a deck of cards. In some decks the cards are all unique, while in others there are duplicates. In any case, each card has a number of elements.

FACE — the side of the card that shows the number, suit, and value that make that card unique.

SPOT CARD — in a Western deck, the cards numbered Ace through 10 are so called because the number of spots printed on them indicates their value.

PICTURE CARD — in a Western deck the cards that depict the Jack, Queen, and King. These cards are also known as court cards (derived from the royal courts). Also referred to as trump (from the French triomphe) cards.

VALUE — the numerical or trump value of a card












































CHOOSE YOUR WEAPONS!
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