ENCYCLOPEDIA
OF
PLAYING CARD
FLOURISHES












CONTENTS

FOREWORD ..ot s e e s s e e s et s e an e st e eaeesaneeen XI.
ACKNOWLEDGMENTS . ...t ee Xii
INTRODUCGCTION . ...ttt emmmme et e e et e e e et e et e e e e e e e e e eans 1
[ O Y @ = /0 5.
TOOLS OF THE TRADE ... oot 9
HOW TO USE THIS BOOK ... oo e e 13
1. ONE-HAND SINGLE CUTS ..ot 15
(O g = 1= G = 1T 91
B8 18 10 o T | T 21
PINKIE CUL.. et e e e e 22
Herrmann CUL.........eniiii e e e e e 23
Y03 17 ] S O U | S 52
HOFZOoNtal TUIN CUL ..eeiieieiiee e e 27
V4= g d oz= 1 I IV 1 N ) 29
Vertical SPIN CUL......coooiiiiie e e eeeeees 30
0 | O | T 32
O 34
EXtension Cut (X CUL) ...ccuueeiiieiiieeei e e e e e eeaees 36
[ L0 (=3 O | 38
"PINCer Grip CUL" .o 40
Helicopter Throw CUt .........oooe e 42
Straight TRroOW CUL.......ooooiiiiiiii e e e e 44
ROIF TRIOW CUL ..eeeeeee e e 46
FIP TRIOW CUL ..ot et 47
HINAU TRIOW CUL e et e e 49
=] 1= | 50
2. ONE-HAND MULTIPLE CUTS. ..o 53
O =T [T=T I L O 1 | 57
THUMD TH-CUL e e e eaas 58
TUMNING TH-CUL. .. e e e e e e e e e e e 60
e (=Y 1S L0 o T I U 62
Running Thumb Cut .........ooooiii e 64
Charlier/Thumb "Shuffle" ........coueiii e 67
B VLR o= (o1 (<] A O | T 69
Iy Q@ U= To I O 1 | R 72
RUNNING L CUL e ceereme et e e 76
L-X INterpolation ........coooouiiiiiiiiiiiiiiiemmme et 78
Six-Packet Display CUL .........ooouiiiiiiiis et 82



FIP-FIOP CUL <. eeeaees 87

One-Hand Cut Miscellany .........cccooovviiiicciieeii e, 89
. FANNING ..ot 91
Pressure Fan ... 95
Thumb Fan ... 97
FINGEI FAN ..ot e e e e 9.9
SIde-SPring Fan ......cooo it 101
ONE-HaNd ClOSE .....ccooviiiiiiiiiie e i e e e et e e e e e e eeeeas 103
TWITT ClOSE ..o e ean 105
Fan TWIrl oo e 8.0
ReVerse Pressure Fan ........coooiiiiiiemeeee e 111
Reverse Thumb Fan ..., 113
One-Hand ReVerse ClOSE ........oooovuvvvien st eeeenanes 114
Left-Hand One-Hand Indices Fan .............cceee i, 115
Right-Hand One-Hand Blank Fan ..............coeeemmvceieeeeveeiiinnnn..... 118
Right-Hand One-Hand Indices Fan ..........ccccccciiiiiiiiiiiiiiiine e, 119
BN T = U 122
SFaANS e 123
(@1 o B O | o [ 124
Fan Within @ Fan ..o 127
Glant Pressure Fan ......cooooiiiiiiiic s cceeeemce e 131
Giant Thumb Fan ..., 134
Glant ANGIE FaNS ..o 135
One-Hand Giant Fan .........ccccoooiiiiiiis e e et e e e e e 137
GIANE CIICIE e e 139
Closing Giant Fans and CirCles ..........ooicccceeeiiiiiieec e, 140
0T = o S 145
Automatic FIOWEr Fan .........ccooooiiiiiiiiicmm et e e e 148
Fan MISCellany .........oouiiiiiiiii et e e e eenaae 151
4. SPRINGS and DROPS.........ouuiiiiiiiiiiiis e 153
BASIC SPING ..o e 157
Waterfall Drop ....ooovveeiiii e 159
= D (0] o P 216
(O S0 T [T 3.6
DoubIE SPriNG oo e 165
UpSIde-DOWN SPIriNG ...cooeeeeiiiiiieeeeeeeitemmmmm et 166
Very LONG SPHNG .oveuiiieiiieiiiiine e eeeeieeemceeis e eearie e e e e eeeean s 167
Overhead SPriNg ..ot 168
Behind-the-Back Waterfall Drop.............uvmeeeeiiiiiiieeeeeiiinn, 171

Vi



One-Hand Waterfall/Double Waterfall Drop .....ceecciiiieiienn. 172

One-Hand SPring ...coooevviiiiiiecee e 173
Virtual EIECtHC DECK ......cviiiiiiiiceit et e e eee 174
Springing Miscellany ..o 176
5. TWO-HAND SINGLE CUTS ...t 177
1Yo A O | TR 81
PaddleWheel CUt ..........iiiiiiii e e 183
INVEISION "CUL" .. e e e e e e 189
D] o] o I O U | PP PPTR PPN 219
CroSS Drop CUL ..ceeeeiee e 197
Forward Tumble CUut ........oovniiii e 202
ReVverse TUMDBIE CUL .....couuiiiii e ea e eaas 207
I, X 1 21
Two-Hand Helicopter Throw Cut ...........oiieeceiiiiiee e, 220
Two-Hand ROl Throw Cut .......coooeviiiiiiieiecece e 222
Two-Hand Flip Throw CUut .......coooieiiiiicieeeee e 224
Behind-the-Back Deck Separation ............ccceeeeeivvieiiiiiiiieeeeennnn, 225
ArM-ROIN CUL Lo et e e er e ees 228
6. TWO-HAND MULTIPLE CUTS. ...ttt 231
RUNNING PIVOL CUL ... e e e 235
QUICK Triple CUL .t 238
BULLEITIY CUL ..o et e e eeaeees 240
1 L3O | O PPOORSPPORRYZ ¥ 24
Thumb RIffle CUL ...eeee e 247
Charlier Combo CUt ......coiiiiii e, 253
Paddlewheel Combo CUt ........c.eiiiiiiiiiieeeee e, 257
PINCEr CombBO CUL ....coveiiiiiee e 261
JUGQIE CUL e e e e L6
Triple Transfer CUl ..........oiiiiiii e 269
TWIrT Transfer CUL ... e 273
LOOP Transfer CUL .......coooi et eeee e 277
Half GearsCreW CUL .........oiiiiiiiiiiece e 283
FUIl GEArSCraW CUL ....evviiiiiiieeee e 285
B 1YL= S O U | 292
Two-Hand Cut Miscellany ..., 299
7. ARM-SPREADS ..... .ot 301
Basic Arm-Spread, Turnover and Glide Catch ......................... 305
Opposite-Hand Scoop CatCh .......coooveiiiiieemmeeeeei e 308
Same-Hand Fall Catch ..., 309

vii



Opposite-Hand Fall Catch ............ooooiiiimmmmmme e, 311
No-Turnover Down CatCh .........ccoiiiiiiiiiiceeeeee e 311
Full-Deck Cross CatCh .........ccooiieiiiiiiiieee e 313
Half-Turnover Down Catch ...........ccooooiiicmmeeee e, 315
Half-Turnover Up CatCh ...........ooovvviiiiicee e 316
Changeover Arm-Spread ..........ocuuviiiiieeeeeiiiie e e e 317
Upright Arm-SPpread ........coooooveeeeevue e e s e e e e 319
Gilant Arm-SPread ..........oovveiiiiiiiii e 323
Behind-the-Back CatCh ... 324
Elbow Double Arm-Spread ... 325
Forearm Double Down CatCh ...........ooooviicommmmn e eeviiiiieeeeeeeeeiiinnn 328
BacCK-Arm REVEISE .....cooiii it 330
Continuous Same Back-Arm Catch .........cccoceveeeeiiiiiiiiiiin, 333
Continuous Alternating Back-Arm Catches .....cccceeiieeveeennnnnn.... 337
Double Back-Arm CatChes ..........ooouviiiiiiccceeeee e 347
Arm-Spread MISCellany .........ccoooeeiviieit e ee e e e e 347
8. TWO-HAND SHUFFLES ..ot 349
Basic Waterfall Shuffle ..., 353
Cross-Hand Waterfall Shuffle ...........ooooicoeeeeiii e, 356
Double and Triple Waterfall Shuffles ........ceeevviiiiiiiiiiiiinnnnnn, 358
Spread Shuffle ... 363
Flat Drop ShUffles ... 365
Spring SHUFFIES ..o et 366
Double Fan Shuffles ..., 367
Turning Overhand Shuffle ..., 370
9. ONE-HAND SHUFFLES .......cootiiiieieiieiiirns e 375
Standard One-Hand Riffle Shuffle ...........ooeeeiii s 379
Turning One-Hand Riffle Shuffle ...........ccccooooiiii . 382
One-Hand Table Riffle Shuffle ..............ommeeee . 384
One-Hand Overhand Shuffle ............cooiiicemmee i, 387
"Pincer Grip Shuffle ..., 390
Shuffle Miscellany .........cooooveiiiiii e 394
10. DECK FLIPS. TWIRLS AND SPINS.......cooiiieee, 395
Thumb TWIrl e 399
Corner TWITl oovee e e 402
Corner Thumb TWIrl ... 407
Palm TWIrl.....cooe e 410
FINGEIr TWIIl oo 413
QUICK DECK SPIN ..ttt e e e e e eeaees 417

viii



DECK WIS e 419

FIaSh TOSS ... A2
ReIP FIIP oo 426
FIP BACK ..o N2
DECK FlIP oot M3
Helicopter DeCK SPiN .....cooovviiiiiiie e e e e e e e e e e eeeanes 431
TWISTING DECK FIIP .ovveeiiieiieeei et e e e e e eeaan 433
ArM RO et 443
11. TABLE FLOURISHES..........o oo 437
Two-Hand Twirl Deal ...........uooiiiiiiiei e 441
One-Hand Twirl Deal ..........uuiiiiiiiiiiiie e 443
Two-Hand Roll Deal ..o 446
One-Hand ROl Deal ........cooeeiiiiiiiiieeeeec e 447
MUIIPIE DAL ....vveeiiiieeee e 448
Basic Ribbon Spread and TUurnover ..........cceuumeeeeeeeevininineennnnn. 452
SPt SPread ... 454
Double Spread ... 457
Upright Spread .........ccoooo i 459
MeShiNg SPread ..o s e ettt e e e e 461
Table FaNS ... 463
One-Hand SqUuare CUL .......coveiiiiiiiiiicee et 468
TWo-Hand SQuare CUl .........ooooieiiivi e 470
RUNNING SQUAIE CUL .....cooiiiiiiiiie e e e e e e e eeeees 473
= | I O U | USSR ¥
ROIING CUL ..o cerre e e eeeeees 482
FIAP CUL e s e oy |
WING CUL oo 487
Chaos CUL ..o 489
CrOSS CUL .o e e e e e A9
Pyramid CUL ........iiiiiiie et e e e e 498
DECK BOUNCE ...t 503
Pad ROII ... e 06
DECK PUL-DOWNS ...eeiiiiiiiiiiiiiie ettt e e eanann 507
DECK PICK-UPS ...ttt ettt e e e 509
Table Flourish Miscellany ..o 513
12. THROWING AND JUGGLING .....ccovvvivviiiiiiiimmmmeeeeeeeeeeeeeeeeeenennnnns 515
Throwing FOr DISTANCe .........ccooviiiiiiiiiie e 519
Throwing FOI ACCUIACY .....ccoeviiiiiieieeieeieeemme ettt 520



Boomerang Card ........coooooveiiiiiinie oo e e e eennnns 522

Helicopter Card ..o et e e e e e e e eenanes 525
SNAP TRIOW e e e e 526
Long Thumb PropulSion ..o 527
Short Thumb PropulSion ...........coooviiiiiccceeee e, 529
PINKie PropulSiON ........cooiiiiiiiiiioe s e e et e e e e e e e e e e 530
Index Finger PropulSion .............coiiiiiieece e 531
Card TWIIT et 532
ThUMBD WA e 534
ONE-FINGEI SPINS ..vuiiiiiiiiiiiii e eerrmm et e e 536
BIUSNING ..oeiiiiiie e 54
Ultra-MiSCellany ........ccoooiiiiiiiiiiiiee et eeeeaan 544
SELECTED BIBLIOGRAPHY ...cooiiiiiiiiiiiiiiis e e e 545



Foreword

In a dream, you could be walking along a mounteady turn a corner and fall into a deep cave. When
you look up to see where you are, you realizeyhatare inside a mountain of solid gold. WOW!

That's the way | felt the day | met Jerry Cestkawkkvas out running some errands, and the next
thing | know, I'm watching Jerry juggle two cardsdne hand while shuffling the rest of the deck in
the other. During the next hour, | was amazed éotaadreds of card flourishes, most of which | had
never seen before. | saw him spring the deck oiehéad in a perfect arc, with every card visible.
saw him do Houdini's "impossible" Double Arm-Spreddsaw flourishes | never would have
imagined. It was pure gold -1 was in the preserice master of his craft. | talked him into giving a
demonstration at the local magic club. You know woe seeing something incredible when a room
full of magicians is completely stunned into silentt only takes you about ten seconds to redfiag t

in the world of extreme playing card flourishesyryes obviously without peer. | have been a
professional magician for forty years. | have ateegive collection of magic books and films. | have
seen hundreds and hundreds of performers. Jery moee flourishes, and does them better, than
anybody.

In this comprehensive manual, the first of its kiderry describes all the good flourishes he hasdo
from every source available. And then he givesgozens and dozens of his own inventions, many of
which are more spectacular than anything ever bepoblished. Jerry has gone out of his way to
avoid describing minor variations, silly triflesycdtime-wasting finger exercises. The flourishethia
book are practical, eye-pleasing gems that will mdgact to any smart magician's card work. If you
need to wow your audience, this book is a dreameciooe. It is a gold mine of beautiful and effeetiv
material you can use every time you pick up a ad¢daards.

Robert (Ned) Nedbalski
Ned's Mile High Magic and More
Lakewood, Colorado
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Introduction

This is a book about how to do card flourishesafddlourish is a fancy stunt done with playingdsaras
distinguished from a card trick. A card trick isragical effect; a flourish is not. Flourishes aigually-
interesting displays of dexterity. Examples ardiegtand shuffling the deck with one hand, makiagdc
fans, and even juggling ordinary cards. While caircks seek to mystify, flourishes usually do not.
Another way to view the distinction is that caritke almost always call attention to the numberd an
suits of the cards, whereas flourishes do not. @ackls use cards as markers - as tools to aclaeve
mystifying effect. Flourishes make use of the cards different way by incorporating the symmetry,
shape and physical properties of the cards theeseRretty much the only time cards are identifisdo
value and suit in a card flourish is to further eftish the embellishment, like juggling the foureac
instead of four random cards. Yet another way tiedintiate between tricks and flourishes is tcertbiat
the goal of a magic trick is to deceive, eithetlgh misdirection, or the withholding of informatio
(which is what misdirection really accomplishes),tiee providing of false information. The audience
must first be fooled in order to then be surprisdglighted and mystified. In contrast, the goahafard
flourish is to focus attention on the cards andismally provide true information as to difficultgrace
and elegance. The performer wants the audiencenipakt the hands and cards at all times. With a
flourish, there are no secrets, there is no mistioe, and what you see is what you get. If you are
watching an expert, what you get will surprise detight you. You may also even be mystified asde h
such feats are physically possible.

Most people have seen such stunts as the two-hamaledfall riffle-shuffle and some of the basic ene
hand cuts, and anyone who has been in a casin@atohed television recognizes the ribbon-spread and
turnover. The '60s British TV serieBhe Avengerdiad, for a time, an opening montage sequence df car
fanning with a colorful exhibition fanning deck. the motion pictureThe Sting,best picture Oscar
winner of 1973, Paul Newman appears to do a skoiessof flourishes, warming up for cheating in the
big poker game. (The actual hands shown were tbbsige legendary John Scarne.) Many other films
have also featured a quick display of fancy moasshave many television programs. Indeed, it was in
movies and television shows that | first saw faoagd manipulation of any kind. The occasional sight

of interesting little digital displays piqued mytémest and | sought out magicians to show me hogoto
them. This is not the same as asking a magiciaevieal a cherished trade secret since there isisgigm
nothing secret about flourishes. Flourishes areedorthe open with no misdirection or gimmickry a8

no one | could find could do much beyond a few @mehcuts, the pressure and thumb fans, and some
memorably short springs. Thus was | directed tcsHmae resource you have been: books.

| had the fortune of taking up this highly spedeati branch of playing card manipulation at a tinmemwa
relative abundance of printed information about Hasics of the subject was available at ordinary
bookstores. Bill Tarr's brilliantly lucidNow You See It Now You Dortiboks will endure as classic
primers of sleight of hand, not only with cards lwith a goodly sampling of other magically utile
objects. Tarr's descriptions of very basic floueslare also good, although | would take issue kiithas

to what is the "prettiest of all one handed cuehry Hay'sThe Amateur Magician's Handbouwlas the
very first book about magic to fall into the amatéands of the author. It has an excellent if
illustrationless and very short introduction touilishes. Magic stores and mail order provided Far t
acquisition of other works containing the occasiodatailed description of a showy feat of card
manipulation. Some of these, like Hugar@ard Manipulations and More Card Manipulatiortsave a
decent amount of good information. Others, likewheerableTarbell Course in Magigust touch on the
rudiments. Only a tiny minority of books exist tlzae completely devoted to flourishes.

Flourish experts of an earlier era studied Lewisigga'sExpert Manipulation of Playing Cardsyhich
was first published in 1948. According to Henry Hthis book "helped launch the fanning craze among
amateurs." More than half of that little volume sists of card flourishes. Other works by Gansomwtdri
Farelli, Camille Gaultier and Jean Hugard contaitemsive and fairly accurate information on alltioé
more common and basic flourishes, as well as etippsof some unique and difficult maneuvers.
Unfortunately, most of these authors wrote in thréids and fifties, and many of their books areglomit

of print.



Goodlette Dodson and Edward G. Love wrote two efvary few works solely comprised of flourishes.
Love's Card Fan-tasiesand Dodson'€xhibition Card Fansare still obtainable, but many of the more
obscure treatments of purely ostentatious card mame are unavailable to all but the most deterchine
magic book collectors. Joe Cossari's #img of Cardsmanuscript is nothing but flourishes and flourish-
related gimmicks, plus a lot of very useful infotioa about stage presentation. If you ever sdauiy, it.
Hugard'sCard Manipulationsseries are still generally easy to acquire, aBdld arr's aforementioned
Now You See It, Now You Dontioks. Harder to find are FarellZard Magic,Gaultier'sMagic Without
Apparatusand Jerry AndruXurious KardsandAndrus Deals You In.

The Chavez Studio of Magimurse has a lot of useful card production movasyéry few spectacular or
novel flourishes. Chavez, like many others, triegét too much mileage from basic fans, short ggrin
and general stage-posing. | have never been abied®erstand how making a measly thumb fan and then
just holding it there with a smug or amazed expoassquates to showmanship. If you are going td mnil
move, milk a good one, and never pretend that yousomeone else's) concept of presentation is more
important than what the audience actually seeavélseen many a "performer”, who thought he was an
entertainer projecting his persona but in fact embkke someone acting as if he were doing somgthin
spectacular without ever actually doing anythingcsacular.

Some flourishes find their way onto magic videotwapdhe extremely skillful Jeff McBride's
indispensablerhe Art of Card Manipulatiotapes are an unbelievably useful source of magaed
production moves. He also has quite a few magisat dor flourishes. The pure flourishes themselves
McBride includes are O.K., but | was disappointedhwhis short springs, stilted arm-spreads and
somewhat limited outlook on amplitude. In my opmidicBride sometimes tries to make a big deal out
of trifles such as the rosette, and when he doas siff something really spectacular, like watertiibps

in both hands simultaneously, or a beautiful he&llkrush, he doesn't tell you how to do it. My pett
criticisms aside, McBride's tapes are a must. &, fihey are the best visual resource of card prticiu
moves and related stageappropriate magical sleigate to date. They will not, however, make you a
card flourish expert. Not if you do arm-spreads like he advised @mot if you spring the cards like he
advises.

Daryl's priceles€Encyclopedia of Card Sleightsdeos likewise contain a wealth of lucidly pressht
magical information but not much in the way of flishhes. Tons and tons of sleights, but hardly any
flourishes. He has a few one-hand cuts and sonae cbanges. | classify color changes as card tacks
not flourishes. And anyone who does card trickaikhabsolutely obtain Daryl's invaluable tapes.

Recently the extravagantly innovative Brian Tudas Iput some of his flourishes on &Bowoffvideos.
While most of what you'll see are flourish cutsulasee some very, very good flourish cuts andesom
unbelievable false flourish cuts.

The vast majority of works about card magic contamy the occasional flourish and many authors
oppose any such flagrant show of dexterity on pumghilosophical grounds. The myriad magic
periodicals have printed many a flourish in theiydout unfortunately their day was a long time. deur
those wishing to endeavor to locate and examinebitteks and magazines that have on occasion
described flourishes, bibliographical indexes hlasen published that cross reference thousandsgtma
books and periodicals by moves, sleights, and #@eanishes. Such an index will point you to many an
eccentric move. Please don't be disappointed i&rdous search for a description enticingly emtitle
"The Ultra- Multiplicity Cut" or some such leads $omething basic, tired, and inappropriately named.
This has happened to me on countless occasion&fidlyp there is enough stuff in this freakin' tomae
keep you too busy to look for flourishes in otheoks for a while.

What you are now reading is far and away the mdsagstive treatment of card flourishes ever written

non

Dictionaries define the word flourish in terms dlofid embellishment,” "ostentatious flaunting,"dan
"elaborate display," and these are all accuratagavhen used to refer to card flourishes. Robertdito
called them "ornamental sleights.”" However, theeere card tricks or sleights per-se in this t@&ktere

are fancy ways of doing mundane things like shuggflicutting, and dealing, as well as feats of déyte
that are as purely orchidaceous as the use of Wiedsorchidaceous." To qualify for descriptiontims
book, then, a move must avoid achieving a striotgical purpose such as vanishing and producing
cards or transforming one card into another.



If you are a magician who doesn't give a rat'sdmotabout card flourishes as a specialty, you Milll s
find many essential and/or potentially useful mowegery magician who uses cards should be able to
make a decent pressure fan, and many tricks you omihe across in other resources incorporate
flourishes such as one-hand cuts and springingdihés. And although | have, in this book, purposely
omitted descriptions of flourishes used as magtzights, you will find many flourishes can sti Iso
utilized. This is particularly true in the casefloiurish cuts used as false cuts. If you pay aitvento the
order of the packets in a particular cut, you ¥ifid that you can apparently cut the deck in a yayet
thoroughly fair manner, and still retain controeosome or all of the cards.

Most authors classify color changes, where one isacdanged into another, usually with a quick waf/e
the hand over the deck, as flourishes. To whatgsafs my mind, this is a blurred distinction. Fore
thing, there are thousands of card tricks that lirevdransformations that are not referred to asrcol
changes. For another, although | condone displdygroperly executed color changes as being
quintessential magical card tricks, they are naquivocally florid enough to warrant inclusion imet
present treatment. In my opinion, color changesaaneng the best feats of magic possible with cards.
Finally, there exists such a vast multitude of caloanges that any attempt to describe all of themld
warrant another volume. So color changes, backipginfboth included in Henry Hay's group of
flourishes), card productions and the like will rim described. Likewise omitted will be tricks that
incorporate the use of flourishes to attain a nalgiesult, such as springing the cards to findlecsed
card, or plucking fans of cards from thin air, lufishproductions of the four aces. For this lastson
and because of space considerations, | have atdnaheded color fanning deck techniques such da@rco
changing fans. A thorough description of fanninghtéques with colorful exhibition fanning decks is
material for another book.

Sheer absence of modesty once again compels nmeckare that, prior to the publication of the presen
volume, there was no readily available, comprelvengiurrent examination of playing card flourishes.
There has certainly never existed a single workabatains more information on card flourishes ttan
one you are, even as you read this, holding. Itlevbe presumptuous to claim thet possible showy
maneuvers with cards are described on these pagesne thing, new flourishes are and always véll b
invented by the creative artist. For another, tlgyvnature of increasing numbers precludes the
comprehensiveness of even such an ambitious tortfeigou currently clutch. Juggling three, foudan
even five ordinary playing cards is certainly pbhksibut what about seven? As of this writing, Wald
record for "numbers juggling" of any object (it lp@ms to be rings) is thirteen. Will anybody everabé

to juggle twelve regular playing cards, perhapsoélthe same suit for that added crowning touctd? I
wager heavily against it, but who knows? The p@ninvention and increase are pretty much opereénd
processes, and if you can add numbers or signifianmations to existing flourishes, congratulatibn

In many instances however, the addition of one motation or packet or repetition or whatever won't
really add to the visual effect of a move. If aigat on a flourish is indistinguishable from thagmal
flourish to the layman, then unless the variasigsificantly easier, the variant is almost cefamwaste

of time and effort. Descriptions contained hereiil wimply include sufficient instruction for the
execution of distinct and visually dissimilar effgcleaving either ascending numbers or extenddgtbmo
to be merely suggested. Moreover, the author (melyf admits to not having examined every single
reference in the bibliographical indexes to whigthe author, that is) recently referred. So, whiteight
think | invented something or other, | may haveyaetinvented it.

That being said, | think that even the well-readjitian will readily admit that at least one-thirfitbese
flourishes are seeing print for the first time evesincerely and particularly doubt anyone else ha
published instructions for the Gearscrew Cut, the Backet Display Cut, the Overhead Spring, the LX
Interpolation, the Fan Twirl, any of the fulldecktfern/twirls, and most of the advanced arm-spreads
That being said, while the originator of a partisustunt certainly deserves credit for his cregtjvin
many cases it is impossible to determine just witatdirst. How do | positively know that | invead the
Continuous Back-Arm Catch or Running L Cut? | dopdgsitively, but I'll let you be the judge as et
likelihood of somebody else not pathologically adssad with flourishes being the culprit. On the othe
hand, | have personally "invented" many a move ariant, only to later discover its first



published creator lived, flourished and died beforas even born. Surely the process works in s&vas
well, with an unpublished originator coming up wagbmething which is then credited to the published
author who has independently re-invented it yearseven decades later. Therefore, even the first
published instance of a move does not absolutelyepthat that move is that author's.

Furthermore, mere variants and nuances of fingsitipn do not a separate and distinct new flourish
make. In this book, many minor variations have bdeliberately omitted. Rather than describe fifty
technically different but almost identical-lookimge-hand cuts, | have chosen those that offer tyarie
stability and (where possible) ease of executiomus] when you see a dozen different arm-spread
flourishes in the Table of Contents, you are ggttihleast twelve separate, distinct, standalangifihes,
and not just minor variations of one flourish. Wéeignificant, visually distinct variants do exiag with
back-arm catches, these are all described undesriaglural rubric: "Back- Arm Catches." If thene a
necessary variants of method, such as with theFmger Spin, all methods are described under tige on
heading "One-Finger Spins." The "Miscellany" sawti@t the end of many chapters will let you know
more about variants and other tidbits.

| have also left out flourishes that | think lookifol or that | just don't like. I'll still try tomention such
moves here and there, if only to viciously dispardwgem.

In spite of all the obstacles to an absolutely cahpnsive instructional manual, the reader can rest
assured that here is contained an unparalleledthwesdl valuable information, tantamount to an
Encyclopedia of Playing Card Flourishes
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Philosophy

It's the glory days of the Chicago Bulls, and threstbof the best players in the National Basketball
Association are on their way to victory. Michaetdsn, captain of the Bulls and arguably the bemyqai

in the history of the sport, is on a roll. Jordaxs just completed twelve consecutive goals, arteaty
accomplished. He has the ball again and weavebaipdurt to the basket. He makes his approach via a
characteristic airborne assault over hapless defendnd finds himself virtually unchallenged and
momentarily suspended above and within arm's refitte hoop. He could easily just drop the baflan
number thirteen. But does he do that? Does hedjagt the ball in? | don't think so. No, Jordan @&ast
begins a slow descent, passes thelalkerneattthe basket from his right hand to his left, andksothe
ball up in a barely feasible arc. It settles inhajilst enough momentum to let gravity pull it thghuhe
net. Jordan lands a half second later, but thedeti®usands of people in the arena do not toetiloor

for the rest of the game.

Michael Jordan could have, and from a strategievp@nt, should have, just stuffed the basketball
through the hoop at the first opportunity, bothctmtribute points to the team effort and to kedp th
particular consecutive scoring streak alive. Indtsamething inside told him to show off.

A trick shot or hot-dog move doesn't happen by dad, and | believe show-off stunts are ways of
saying, then proving, that you've got some taltntlordan's case, you've got talent to spare, laga t
some, and then plenty enough left over to showniti. Showing off involves risk, but great techrica
skill greatly reduces the risk. If Jordan had misghe shot, he might have been momentarily
embarrassed. It's possible his team could have legethe game. But because he made this and esantl
other spectacular shots, he is the immortal kingpefhighlight reels.

Henry Hay, again in hidmateur Magician's HandbooRgclares that he would rather watch a kid doing
the "five card repeat" effect (a well-known caritk) than see a gorilla deal seconds out of a stdick
flapjacks with its toes. Although I like Hay, | caay without hesitation that | would much rathetcha
the gorilla. | know a few people who find card ft@mles, magic in general, and even the antics ef th
great athlete Michael Jordan to be utterly boriBgt | know a far greater number of people who
intuitively associate an unnecessary but diffistlint with excellence and the highest echelondititya

And what about sheer uniqueness and novelty? Megplp would rather see something they've never
seen before and know they'll never see again thae someone unskilled pretending to entertain them.

People constantly absorb inordinate amounts ofrimftion and must make quick judgments about the
nature of intangibles like ability or skill or tale Motion picture makers keep this fact in mindjrg to

the necessity of conveying a lot of informationaimelatively short amount of time. In movies likbe
Stingand in television shows throughout the years, thstraxpedient way to demonstrate that a character
had the requisite skill to cheat at cards via déxytevas to show a pair of hands, supposedly thdiogng
some card flourishes. Although real card cheatswktimat the skills necessary for flourishes are not
transferable to the realm of crooked gambling, ldygnan does not. In fact the layman will make the
extension even further, to general dexterity ainkitiess. Thus we see Richard Dawson's characteein
title sequence of oltlogan 's Heroeselevision episodes doing a waterfall drop (althHougth the wholly
mechanical Electric Deck) because the flourish eteims how manually talented Dawson's character is
in other realms, specifically forgery, lockpickingickpocketing, improvised munitions, and the likée
extension a layman makes is that if the guy cathdbwith a deck of cards, he can do a lot of oligt-
fingered things as well. You'll invariably find thaf you are good at flourishes, people will camtty tell

you that they wouldn't want to play poker with yayen if you've never once played the game and
actually are unable to distinguish a royal flusgdnira towering mountain of pig poo.

All of this is to say that people assume that, aliycan do the most difficult looking stuff, you are
probably the best at what you do. Michael Jordas aleways at the top of the stats in sheer number of
points per game. But scoring that many poamd showing off is more difficult than just scoring pts,

and everyone knows it.

On a deeper level, people relate to inordinateffjcdit feats and see them as almost heroic, in@tnas
human endeavor is glorified by excessive achievéntersurvival and other competitive situationgeaf
the deciding factor is that compulsion to surp&ssdrdinary and demonstrate a confidence to ngt onl
win, but to win with ingenuity and style. Thus wenare and remember the lifeboat survivors who not
only endured sixty-five days at sea with no saldagegations but who actually
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gained weight during their ordeal because of taraessive skills with makeshift fishing nets. Sarly
we are in awe of an athlete who is so talented d®table to do an exotic trick shot in a high gues
situation, just to spice up the game. Maybe suditanlo have the tactical effect of demoralizing th
opposition. More likely they are the result of aide to not only be the best, but to tacitly praydere
and now, by doing something blatantly difficult tim®o one else can do, or at least do as well. Ahitew
outright basketball flourishes like what the Harl&lobetrotters do are impractical in a legitimateng
of basketball, please don't forget that there dab@rotters in the National Basketball Associagdnall
of Fame.

Some magicians are indifferent to flourishes, tHexre them. One argument against performing card
flourishes goes something like this: A magicianutidoe perceived by the audience as having achieved
his effects by magic. If he exhibits too much mdrdexterity in the performance of his effects thas
audience will not be mystified - they will attriteuthis miracles to mere skill. An extension of this
argument is that, while a good card flourish loekgemely difficult, a good card trick looks impdss.

This brand of sophistry has spawned such grotesgueass the singularly loathson&ein and Day
Handbook of Magicwherein the author, Marvin Kaye, advises the studasgician to avoid "difficult
fingerwork." One must not become a "sleight-of-hamibb." In Kaye's cheesy world, showmanship is
everything, technical skill is nothing. Thus, ratllean offering a description of a good sleighthafad
full-deck false overhand shuffle, he recommends tha performer "note the bottom card of the deck.
Now rapidly shuffle in overhand fashion but onlyeorard at a time. When the noted card appears again
on the bottom, the deck is once again in orderctRefor speedy executiorWhat??! You're supposed

to runa hundred and four cards, in front of the audience, and this is more nattlah sleight of hand?
This will take you a long, long time, no matter hspeedy your execution, and what's more looks ngthi
like a real overhand shuffle. Naturally, the pummewpf this dreck is opposed to flourishes: "Magicia
who indulge in fancy flourishes and strange-lookingves are asking the audience to applaud their
dexterity -like jugglers- but are throwing away itheapacity to surprise.” No Marvin, a good flolris
presented for the audience to enjoy how it lookmnd besides, no good flourish ever devised looks
stranger than running a hundred and four cards'dGloarishes look amazing, not strange. The piolifi
Jean Hugard understood this aspect of the appealrdfflourishes: "(Flourishes) should be employet

as proof of the performer's dexterity, but ratheaa offhand demonstration of his amazing powers."

| am of the opinion that the audience is therepiolaud the proven dexterity of the performer ad, viseit

a pointless exhibition of impossible-to-see contiohs of digital perseveration will elicit approxately

no applause. The flourishes themselves must lookl,goe varied, and be executed perfectly. | anllyota
against any flourish, no matter how difficult orngplicated, that looks bad. A flourish can look bad
because it is poorly executed, because it is ptedext the wrong distance or angle, or if it id pustupid-
looking flourish.

I'm also almost always opposed to the "hard wayda@ny flourish. If a method of doing a stunt rieggs!
twice the effort for the exact same effect as aieeavay to do it, then I'm not even going to dimrthe
hard way. Thus you won't see the so-called onedwhiessure fan, the similar "Curly- Q Fan,"” the
legendary Shimada's rather silly onehanded "lasge"for any of the strained methods of making
continuous circles (the ones with a finger stickimgpugh the middle of the circle of cards). Ana istunt
entails no effort for no effect, like the lame "Ceay Cut” or the tiny, pitiful "rosette" fan, dittthis book
isn't calledWorld's Measliest Flourishe&nd contrary to what Karrell Fox or Roberto Gioklmuld have
you believe, shuffling a deck of cards by the sidesead of the ends is not a flourish. And anywey
won't need any of those small, onanistic stungsif can spring the cards over your damned head!

To get back to that argument against flourishess-said by some that displays of dexterity detfiemm

the mystery of an act. First of all, | don't bebea significant portion of most modern audiencdk st
believe in actual, supernatural magic. People ktiaw an illusion is done by some natural, albeastet
and (to them) unknown, method. | hate to be thetorsay this, but audiences know that the effeey th
are watching is not impossible. Second, while sggecs like to be fooled, they also like to be wowed
not always at the same time. Third, people apptecf@ano players more than player pianos,



and think more of the performer who is skillfullvat than merely well-equipped. After all, they #rere

to appreciate the magician, including his mind hisdhands, and not just the mechanical contrivatees
which he may resort. Unless the performer is soimeé kf psychic charlatan who is exploiting the
gullibility of true believers, the audience hopke tnagician has technical skill.

In its most distilled and reprehensible formulatidhe argument against flourishes is "Fingers don't
entertain peoplegyeopleentertain people!" Sorry, but people without sotki# er talent entertain no one.

It is almost ludicrous to even have to defend th&tpn that manual dexterity and skill are supetiono
manual dexterity and no skill. You can have Maaye; I'll take Paul LePaul any day:

"Much of the charm and beauty of card magic liesthi skillful and adroit handling of the
pasteboards.... | do not subscribe to the theomaaded by many present-day writers, that modern
methods have eliminated the need for great techsldl. This is a delusion, since the greater the
skill of the performer, the greater will be the imagsion he makes on his audience. There is no
substitute for skill. It is the priceless possessibevery great artist in every field of endeavbis
instinctively felt by an audience and is refledtethe superiority of his work."

Camille Gaultier, irMagic Without Apparatugyst as artfully phrases my perspective:

"Some magicians, and not always the most giftech fthe point of view of skill, disapprove
absolutely of this kind of skill, holding that & pure jugglery. We are not of this opinion....By
definition, the magician is (or, at least, should) an adroit fellow; therefore no one should be
astonished at seeing him execute displays of matexaérity."

And if your flourishes are good, graceful and vdyipeople will nonetheless be astonished at thershe
profusion, refinement, and extremity of that mardeatterity.

I can think of a couple of semilegitimate reasamsnhagicians to eschew some flourishes, and these a
fanning powder and short duration. Fanning powdar make some magical sleights (such as the glide
and the second deal) virtually unperformable dudhi® excessive drag on the cards necessary for
advanced flourishes. And, spending years perfeciingiunt that takes up five seconds of an act is
admittedly not the most judicious expenditure afdifor the average performing magician. Fortunately
many flourishes are possible even without fanniog/iger, and | will give you enough relatively easy
stunts to fill time with tons of effect without ahwle lot of effort. If you want almost instant ingtago
directly to the Square Cuts and Wing Cut in thel@&bourishes Chapter. Or try the No- Turnover Down
Catch in the Arm-Spreads Chapter. Or check outbthé describe with the Charlier Pass performed in
both hands. Or learn the Fan Twirl Close.

I think most magicians have a place for flourishre¢heir card work. If you master some of the show
stoppers in this book, | believe you will find theifficult not to exhibit. If you perform and prestethem
correctly, you will always, always get a big reantiwith the Overhead Spring, the Six- Packet Digpla
Cut, Elbow Double Arm- Spread, and card jugglingstjto name a few of the big-boy, heavy duty,
blockbuster stunts from which you have to choose.

You might devise tricks that make use of or go witurishes, or you may find a short interlude of
flourishes to your and (more importantly) your aurdie's liking.

The relative difficulty of various flourishes islagvely difficult to address. If you are a bornggler,
learning to juggle playing cards will be much ea$ie you than it was for me, as | have little &yudie for
straight juggling. | can say with apodictic certieuthat a one-hand riffle shuffle is more difficthan a
Charlier Pass, but beyond such obvious generaldiffgulty really is relative.

That said, | don't want to completely dismiss taue of difficulty. Some card flourishes are veaychto
master, in spite of what some would have you beliého one last time quote from the incalculably
unsavoryStein and Day Handbook of Magic,

"Even the magician's toughest manipulations arapge in comparison with the manual skills
required in other entertainment arts. In Magic bysMrection, Dariel Fitzkee puts it succinctly:
'Such moves are puerile compared to the dexteetyessary in becoming a good pianist or,
particularly, a good violinist."



No, just ask any good violinist who has no aptitémteplaying card manipulation. Or better yet, ask
me, since | happen to play the violin myself. | Webtell you that some advanced manipulations like
center dealing and juggling cards are more diffithin most violin finger positions and bowing
techniques. And some violin finger positions anaving techniques are more difficult than most
ordinary playing card flourishes and sleightsakds just as much range of motion, quick reflex and
subtle touch to do advanced card sleights andifloes as it does to play most songs on the violin.
Musical talent as such is very different from dexye Playing the violin like a virtuoso is
impossible for me, not because the violin is irgidally more difficult to master than a deck of
cards, but because | am not a violin virtuoso. Tros, it takes plenty of raw dexterity plus a bt o
refining of that dexterity to do card flourisheslw@ll the musical talent in the world won't help
you.

Not only that, dexterity honed to skill in one meabf endeavor usually does not translate to skill i
another. Thus, | know a drummer who has been trionigarn to juggle for years, a juggler who
can't shuffle a deck of cards with two hands, amd who can barely type, even though I've been
typing for more than two decades.

The point is, some of the stuff in this book istfyeasy and some of it is extremely, extremely
difficult. We just don't positively know which ishich and for whom. But if you can juggle five
ordinary playing cards while doing successive adldd brushes with your foot, and you rate the
difficulty of such a stunt as puerile, then I'ddikot just to meet you but to worship you. In et t

I'll tell you when | think a move is particularlgugh, but don't take my word for it. You might get
the knack of certain things a lot quicker thand. dispecially now that you have this book.

Finally, I can also tell you that while there aiterally hundreds of thousands of competent
violinists in the world, there are only a handfdl people who can do the most advanced card
flourishes. | don't honestly believe that this ecause performing card flourishes is more difficult
than playing the violin. Rather, it is a matteittod relative size of the two talent pools. Manyngna
more people pursue the violin than take up faney aaanipulation, and herein lies my reason for
writing this book. | am trying to advance the afrtcard flourishes by expanding the talent pool. |
am trying to expand the talent pool by making miofermation and more accurate information
available than ever before. | sincerely believe tlaan pinning down the card flourish "State of the
Art," at least as it existed in turn-of-the-centusgnerica. | am giving you the basics, the classics,
and the best of my own creations. Now, if you soase, it is your job, as part of the expanding
pool of talent, to become conversant with the stditdhe art. Mastering the flourishes in this book
will enable you to avoid needless re-invention, anldl hopefully inspire you to concoct unique,
exciting, visually dissimilar innovations, and thagvance the art.
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Tools of The Trade

This section will tell you how to find and preparying cards for flourishes, and will also reveaine
gimmicks and mechanical aids. Mentioned in pasdiilge, just right now) are such single-stunt
contraptions as the Instant House of Cards, thénamcal Card Fountain, and various incarnationthef
self-springing Electric Deck. The Instant HouseCairds is a taped-together, collapsible tower ofl€ar
You can easily figure out how to make one if yoallgethink about it, or just go buy one. The Card
Fountain is a device that spews out cards in astratraight up in the air, where they scatter fafido
the ground in a great big mess. | made my firsttéle Deck with clear tape when | was ten. Thedyett
versions are strung together.

Such contrivances as glued cards and exhibitionifigndecks will be discussed after the basic témls
ordinary playing card manipulation are outlinedrigtically speaking, if one claims to do flourishegh
"ordinary, unprepared cards" he should not resodany augmentation of the cards whatsoever, not eve
fanning powder. Practically speaking, applying fagnpowder is akin to say, using a guitar pick or
applying "stick-em" to the hands for football orngyastics*. If you have not the requisite skill, fiarg
powder won't automatically enable you to displayamt circle of cards. On the other hand, manycara
on stage and screen has employed wholly mechagmicpé such as the self-fanning deck (a pack with on
corner riveted together) or the Electric Deck tdtate skill.

My position on flourish gimmicks is they are fing practice aids, but poorly suited to most exlohiti
situations. For example, | advise you to learn gagdjling with double- and triple-thick cards (tveo
three cards glued together in a stack), but inoaetlp performance the audience might notice tha ext
thickness or the fact that you need different cémdsggle with. On stage, you would be O.K. usinigk
cards, unless one of them rolled off the stagerigiet and into the hands of the audience. If yainelto

be able to juggle cards, you should be able tolgugggular, borrowed cards. Most gimmicks are too
restrictive to be practical anyway. You can useedliblock packets for performing instead of just
practicing throw cuts, but then you'd have to swilecks to show the next stunt. The same goe$éor t
Electric Deck, strungtogether- fans, Ganson's gtogdther giant fans, Joe Cossari's glued-togeihpde
fans, and the like.

Please don't misunderstand. If you can incorpayaignicks sparingly and to good effect and also have
the requisite skill to conceal their mechanicaunat by all means use them to spice things up. @ems
and Cossari's glued fans can be spectacular oe,stedess the audience thinks the cards are glued
together. If you are a magician you will have nticence about employing mechanical aids, but efen i
you do an act of nothing but flourishes there arfeva contrivances which might suit you. Exhibition
fanning decks, sometimes printed with indices @t @ine corner to lend to the illusion of an "ordirla
deck, certainly fall into this category, as do jhst-criticized faux giant and triple fans. And yoan
definitely get applause for the invisible-threadsien of the "helicopter card" or the invisible-stia
boomerang card. And in certain windy performantgasions you may have no choice but to use double-
thick juggling cards. In the end, you'll decide faurself what mechanical aids are appropriatebfih

you as a performer and the situations in which gediorm.

For flourishes with regular cards, the first coesation, even before the selection of cards to igse
performer him or herself. Hands must be clean ang dnd clothing must not interfere with the
movement of hands or cards. There are a coupleirgid to try if one suffers from moist hands or whe
working in a humid environment. Cold water run otrex veins of the wrist seems to temporarily afévi
sweaty palms, but a light application of fanningvder on the hands and arms is the best treatnvent I'
found. The way to achieve this light coating of plewis to immerse the arms and hands in the cléud o
powder that results from the shortly to be descripecess of powdering the cards. Talcum powder or
any other body powder will probably work in an egercy, but make sure via quick experimentation that
whatever you use is compatible with the cards. Huemvironments can pose insoluble problems, since,
if the arms are moist, cards will adhere to thers.fér clothing, the primary concern is sleeve langt
prefer the shortest possible sleeves on my shihenw do arm-spreads, but all flourishes can be
accomplished with the right type of long sleevesfdct, long sleeves are a must in excessively dumi
places if you want to do arm-spreads. Trial will ifea particular garment poses a problem and reilleal
such potential disasters as a too-baggy shirtiaganp a behind-the-back catch. *Or a sniper apglyi
trigger-finger conditioner.



Jewelry is up to the performer, although certairichvas, bracelets and rings may interfere with certa
moves. Many watches cause arm-spreads to brehk atrist.

The environment is the next area for evaluatiod, @me should always give proper import to the sig$a
cards will contact and such general air conditiasscurrent, humidity, temperature, humidity, and
humidity. Excessive humidity can cause cards tooiyec sticky and unmanageable. In fact, a heavily
powdered deck transported from a very dry to a yemid clime can swell up like a sponge. Powder
your cards after you arrive at a very humid desitima Lighting, background, and angle and distaoice
presentation are other concerns. Specific enviromaheattributes might pose unique opportunities or
insurmountable barriers. An extremely high ceilmgkes an impressive target during an exhibition of
card throwing, but a single errant air current framunseen ceiling fan can spell failure. A watedieop
done faceout against a white background is almmssible; against a different background or witle th
cards backs-out, it may be spectacular. Light sginnto the eyes of the performer will prevent said
performer from juggling cards.

The surfaces the cards will contact fall into faategories: the performer, his clothes, environalent
surfaces that are purposely contacted, and surfacgs which the cards unintentionally and
ignominiously plummet. The performer and his atdre controllable surfaces, and if the performer is
going to present any effects that involve contaith the table or other surface, this surface shdad
controlled as well. Some tables will sully the cgrdnd if ribbon spreading is to be done, the peréo
should definitely provide his own surface. A smable covered with felt, a board of sufficient aveth
cloth tautly affixed, or one of the many commeigiavailable "close-up pads" are all acceptableodzo
surfaces found at the scene include shortpile tagm®l tables, and many table cloths. It may seem
inappropriate to some to execute moves at flooellebut not only are carpets sometimes the only
available aptly-textured area, but some flourisluedk best when viewed from above. Other surfaces
might include the specially cut cane used by Jogs@a, a hat into which cards are sprung, or aetasf
clay or soft Styrofoam (or for Ricky Jay, a watelom® into which cards are hurled and stuck. Finally
one must be aware of the types of places the camaccidentally fall. Dust and moisture pickedngm

a restaurant table or floor can instantly ruin akdeeven if only one card falls, the contamination
harbors can sabotage certain stunts by causingetie to break at an inopportune moment. You might
consider such hazards in arranging effects so gmitdhe most risky moves after those that need an
absolutely pristine pack. If doing card tricks wderards are handled by spectators, demand that the
spectators wear three nested pairs of clean cgtawes, or at least insist that they meticulouslgisze
their hands and refrain from the involuntary saoredf oils from their fingertips. Or just do yourost
touchy flourishes before you do the tricks. Andajye have plenty of good decks in reserve.

The last set of surfaces to control are those efdiwds themselves. This control is effected va th
selection of suitable cards and by the use of fappowder. The size of the cards is not as impbean
their surface characteristics. Playing cards cantevo standard sizes: bridge and poker. PokerrsiBes

to a length of three and one-half inches and ahmdttwo and one-half inches. Bridge-size cards are
identical in length but a quarter of an inch namowPoker-size cards have more surface area, &d ar
therefore easier to juggle, throw, and spin onfthgertips. They also provide for longer spreadd an
wider fans. Bridge-size cards are easier to useofmhanded cuts and shuffles and allow for more
exposure of the indices during fans. In most simat you will not switch decks for each stunt you
perform, and for continuity's sake it is best t@ use or the other size exclusively. If you havelsm
hands, don't hesitate to find a good brand of ledsige cards. | don't think that there's anythimag t
categorically can not be done with one size but thet other. Most cards are about yay thick, but
occasionally you find thinner or thicker ones andybe find one or the other variation to your liking
Extremely thick cards are well suited to throwifigrushing,” or juggling, but are harder to sprimgla
shuffle.

Whatever the size and thickness of the cards yleats¢éhey need to be pliable, slick, and crimpstesit.

By crimp resistant | mean a tendency for bent cazdsbend back to a perfectly planar conditiorm&o
brands of cards crack easily or hold bends, ancesterks even have a propensity to exhibit or develo
an overall bowed condition incompatible with smob#mdling. Slick is not too slick; some plastic-tzah
cards are too slippery to hold and | have yethd 2 onehundred- percent-plastic deck to be userful
anything other than throwing. Try linen, linoid, @ath and whatever other textures you may come 8cros
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Some cards have the indices printed too far fragnettiges to be visible in fans, and some cards thave
indices printed unevenly so that even perfect faasle with such cards look sloppy. Avoid these cards
unless you like ugly, messy-looking fans.

There are literally thousands of back designs freich to choose. If you are only doing a fanning
routine, you would want to select from the colorfidsigns of commercial exhibition fanning decks, or
the abundance of elaborate bridge packs availatldey@here. You might even consider designing and
printing your own fanning cards, although such atesprise can be costly. Some people have even made
hand-painted decks.

For general-purpose flourishing, however, you warttack design that is uniform, elegant, and most
importantly, bordered in white. The white bordeh&pful for many non-fancy, strictly magical sleig
such as the double lift, but it is also cruciathe appearance of facedown fans and ribbon spréads.
border contributes a radial geometric aspect t@ famd serves to subtly "prove" that a fan, spread o
waterfall is done neatly and smoothly. The bordeo arovides defining lines to distinguish betwesa
follow various packets during one and two-handed.duniformity of back design is primarily a questi

of avoiding so-called oneway patterns that woulddigrupted by rotating cards. Elegance is in ted

the beholder, but you will find that certain baaksgns are particularly eye-pleasing in fans, dafigc
giant fans. In my opinion the best brands to usefaistocrat (at this writing, tragically out ofipt) and
Tally-Ho. The Tally-Ho #9 "Fan Design" and "Cirdlesign" are extremely well-suited to flourisheseTh
best cards are also more expensive, and | oftartres economy brands for practice decks. Bicycles,
Aviators, Hoyles, and even Mavericks and Studseruily are readily available, cheaper alternatives a
practice cards. Ordering good cards in quantiteally from the manufacturer is another way to save
money.

The most important thing you will do to a deck a@frds to prepare it for flourishes is to treat ithwi
fanning powder. Fanning powder is usually zinc rsteg but ordinary baby powder or talc will suffice

a borrowed-deck situation. Fanning powder is abéglat all reputable magic shops. Some writers have
advised dipping a cotton pad in a pile of powdet applying it to both sides of each card, one tana.

A much quicker and saner way is to sprinkle aeliftl/16 of a teaspoon) fanning powder into a sturdy
paper bag, spring the cards into the bag, andghake the bag vigorously. This quickly ensureseme
distribution of powder, and, while the powder igl fettling in the bag, the performer's arms can b
inserted in the bag to glean a thin coating of pewtd help reduce catastrophic moisture. AlwaydHet
rest of the powder settle on the cards, and whertdhds have been removed from the sack, straigghten
and squared, give the deck a vicious slap on thetdoremove excess. When time or circumstances
preclude a thorough powdering, powder may be sfaihkn the edge of the deck and shuffled in to
achieve some distribution. Single egregious cardghimwarrant a special application of powder,
especially if said cards have somehow become conged with any type of olil.

Lots of powder on the cards makes armspread catoheh easier because the airborne ribbon of cards
tends to stick together. Without powder or with tititbe powder, some armspread catches are vistuall
impossible. The same can be said to a slightlyelesstent of fanning. A deck that is thick with paav

will fan much more easily than a slick or underpeveti deck. If you want to do card tricks with a
heavily-powdered deck, you may run into problemsidghts like the second deal, glide, top change and
side steal are more difficult with a powdered dabkith experimentation, you will find a level of pder

that works for you, and will able to tell in an tast whether a particular deck has too much ofittbe
powder to suit your particular needs. | guess yam always use a powdered deck for flourishes and an
unpowdered deck for tricks.

The final preparation for cards to be used is ®the cards. In other words, if you plan on doirgiven

set of stunts, warm the deck up on those stuntsaAd-new deck is usually too slick or not slicloegh,
and too stiff. Fanning powder gives cards just tight surface, but extraneous stiffness must be
eliminated by actually doing flourishes with theds The first time you spring a new deck, it mgyig

all over the floor. Keep springing and it will grzally become more pliable and thus more docile If
deck is stricken with an incurable bow, usuallyselby body heat, excessive humidity or sunligichp

it. Powder cards often, and retire decks when bempme unreliable. Cards used for juggling or thngw
quickly become dog-eared and disheveled and isstbepractice these stunts with already retiredsa
Don't, however, even try to learn such stunts asBibhind-the-Back Deck Separation without a perfect
crimp-, bend-, and break-free pack.
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And now for a few gimmicks and mechanical practg#s. Glues of various kinds can help you in many
ways. Obtain a can of artist's aerosol spray adée3iou can now easily glue cards together in daubl
and triple thicknesses as practice aids for juggliviou can also glue the cards in even bigger stack
use as 'blocks' to learn cuts. Using glued blo¢ksaals is a smooth alternative to rubber-bandanckpts
together and suffering through the snags createalllifie rubber-to-rubber contact. Be careful molet
any floating clouds of aerosol glue near any goeckd, your eyes, or anything else exhibiting a micde
incompatibility with airborne atomized paste.

To glue cards together end-to-end for special gianteffects, or for practicing giant fan twirlsdan
circles, use a glue stick or regular Elmer's, aveflap the ends enough so the index of the bottmoh of

the pair is clearly visible when the cards are &hrBetter yet, overlap the cards to the side dis almut

a quarter of an inch. Lewis Ganson has much infoomaon the use of gimmicked giant fans in his
Routined Manipulations, Part On&oe Cossari also employs this idea, and even gigésictions for the
formation of an immense, three-tiered giant farr. fracticing fan manipulation moves, glue a copyof
fan onto cardboard and cut out the fan. If youdsmi@g card productions on stage, you could everthise
gimmick to literally produce fans of fans, providgdu could manage to conceal the bogusness of the
bogus cards and resist the temptation to juggksetfans.

Standard magician's tools such as invisible thozadbe used as performance-enhancing tools. Ifdgou

it right, the popular effect known as the helicoptard will gain you credit for impossible skill. #ew
flourishes can be done with Jumbo Cards - try thenib Propulsion with the short end of the Jumbos or
try Brushing or the One-Finger Spin.

The strung-together Electric Deck or a gluedtogethem-spread is useful for practicing difficult
armspread catches or the Behind-the-Back Watdbfalb.

"In the field" alterations of the cards include #ddition of a small amount of glue on the ceoter card

to be spun on the finger, or bending the cards.imgthoisture to one or more fingers via a secrehgp
almost falls into this category, as does the userobber fingertip to aid in the execution of oo card-
propulsion maneuvers. | give instructions for effegsing bent cards in two places: the Virtual Elec
Deck description in the Springs and Drops chajated, the Automatic Flower Fan in the Fanning chapter
Jerry Andrus has several table spreads involvimg &&rds; | did not include any here.

Another vital practice tool is a mirror. Just aghatard sleights, angles are paramount with fltwass
Some great flourishes look terrible at the wrongl@nA mirror, or better yet, a video camera, wille

you priceless feedback on angles. All you reallgchéo start is a good deck of cards, some fanning
powder and this book.
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How To Use This Book

If I were you, | would look at all the illustratisnof a particular flourish before reading any oé th
description. In fact, there are so many picturesompanying each flourish that you can get a micro-
cinematic impression of a given stunt by sweepiogrieyes over all the photographs in quick sucoassi
This book is deliberately overillustrated so youn gget a good idea of what the flourishes should loo
like. And if you can't make sense of some of mycdptions, you can look at the photos for help.ouhd
even hope that, in some cases, you can learn astofiom the pictures alone. Just look at theypit,
and do exactly what the hands in the pictures fat tdoesn't seem to work, seek help from the
instructions.

While the terms "one-handed" and "twohanded" aeeggthmmatically correct ones, | usually just sag-on
hand or two-hand, as in "onehand shuffle." My teoosld be ambiguous were it not for the contex, th
hyphen, and the fact that you've been so thoroughlyned. It's slightly easier to say "right-hande-on

hand fan" than "right-handed one-handed fan."

| use the following terms for the deck and hand asd the terms "long side" and "short end" on the
theory that redundancy is preferable to ambigWen you see the term "short end” in a descriptmn
knowit's got to be one of the ends of the deck, whiehshorter than the longer, "long sides" of thekdec
As far as which end or side, remember that mo#tefllustrations are from your viewpoint. Thuse tiar
short end is farthest away from you, and the neart®nd is that closest to your body. The righglside
and left long side are just as self-explanatoryewthe deck starts to rotate, or corners and spothe
sides and ends need to be referred to, it getagdricAnd sometimes it is necessary to show a ifsbur
from the audience's view, especially if that's vehalt the finger motion occurs. I'll explicitly nfyt you

of these occurrences. I'll also use as many extralsvas necessary to try to clarify, but you cavags

fall back on the sheer superabundance of accompgupyiotographs. "Your right" is not always the same
direction as "right" in the photo, particularly witaudience views. | will verbally orient you when
possible. Sometimes turning the book upside-dowih hvelp you align your hands with those in the
photographs. Sometimes reflecting photos with aaniwill aid as well.

~AFIRST FINGER

[ $INDEX FINGER AUDIENCE
\ _~8SECOND FINGER
N FMIDDLE FINGER YOUR YOUR

LEFT - = RIGH1T
—%THIRD FINGER SIDE SIDE
#RING FINGER
You
ATHUMB

_~8FOURTH FINGER

*PINKIE

FPINKY

*LITTLE FINGER FAR SHORT END

*PINKIE FINGER
*OIGITUS MINIMUS
¥DACTYLET
FMIDGET DIGIT

LEFT
LONG
SIDE

NEAR SHOAT END
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| use the terms "dealing position" and "dealerig"go refer to the way most people normally holdexk
of cards in their left hand. Technically, "mechangrip" means a grip where the first finger ishe far
short end and (sometimes) the pinkie is at the sieant end. For most flourishes, the index fingar be
either at the far short end or at the side withdtieer fingers. Same with the pinkie at the neat. dine
deck sits comfortably in the palm of the hand, thua the left long side or across the top of thekde
The index finger is at the front short end or & tight long side; the ring finger and middle fingee on
the right long side. The pinkie is at the near skad or next to the ring finger on the right Iaside. In
the majority of cases the words "dealing positiphi's the picture of the deck in the hand will gixau
enough information. If, for a given flourish it tyadocs matter exactly where to place the indexgdir or
pinkie, I'll let you know and then you can just reawe finger. Often times you will need to movesthe
fingers back and forth anyway, just to help keepdbhck square. All this matters a little more ia gase
of one-hand cuts than with most other flourishes.

For the most part, each chapter begins with basitsand more or less progresses to the morewliffi
fancy feats with cards. Some flourishes in someera depend on the mastery of certain moves ieroth
chapters. Hereafter, the name of any flourish yaw look up in the Table of Contents is in Bold Type
This will enable you to find cross-referenced matewithin the book. With flourishes not described
illustrated in this book, the name is Bold andid¢iaked, and you can't look it up in the Table ofn@mts.
When referring to a type of flourish in generdtelione-hand cuts in general, | don't capitalizeéald or
italicize. For example: The Charlier Pass, Pinkig &d Knuckle Cut are similar-looking one-handscut

Unless you are crazy, you will probably want tokpicfew flourishes from each chapter and practieent
rather than plowing through every flourish in eablapter in order. The only problem you may encaunte
is if a flourish you choose has prerequisites yaveln't yet learned. When this does happen, youlghou
still be O. K. because all the moves you needtamtighly referenced. It should also be obviousyba
should learn the single L Cut before the Runningut, for example.

1 apologize in advance for any errors in the teat trying to make learning flourishes easy fou,yso

if an error makes it harder to learn a stunt, Il fegpecially bad. The most likely mistakes are my
transposing the words "right" and "left," and mfereng to the wrong finger. If you do discover paf a
description that doesn't seem correct, you shoeldiltle to figure it out from the obscene wealth of
photographs. If a photograph is transposed or donget! hope it doesn't prevent you from learning
something you want to learn.

When | say Figures 14-104 to 14-107 that meansr€&itjd-104, 14-105, 14-106 and 14-107. Some people
would say Figures 14-104 through 14-107, but tipesgple can stick polished aluminum javelins through
their heads.

You have at your disposal enough information alfauty feats with playing cards to keep you busyafor
long, long time. Have fun, and when you've mastexiédf these, invent something brand new. Help
ensure that this highly enjoyable, highly spece&ldiart remains vibrant and continues to flourish.
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OHE-HAND SINGLE CUTS

"A demonstration of one-hand cuts and shufflesridbaibly the best method known of gaining a
reputation among laymen as a skillful card handldrynn Searles

| do not advocate the exhibition of all of thesedanded single cuts in succession or even igahe
presentation or even on the same day. Such a ffilagranerical exegesis of these moves would only
serve to minimize their beauty and apparent difficiWhile there are technically probably more thaan
hundred "different" ways to transpose two halvesaaafeck of cards with one hand only, most of the
variants look virtually the same, especially t@g dudience. Merely shifting a finger or two doegive

you another cut. Doing cuts too quickly also exaatrs the appearance of sameness. Arrange cuitatso t
the most obviously different ones are contrasteieiVexhibiting onehand single cuts with both hands,
variety may also be gleaned by doing a differertioueach hand simultaneously, alternating a right-
handed cut with a left, crossing and otherwisetrsng the arms for optimal viewing, or turningeoar
both hands upside down. If you are interspersinglsicuts with multiple cuts or other moves, comin

to emphasize visual dissimilarity.

| have tried to ensure that most of the followingsccan begin from the standard dealer's grip.oAé-
hand single cuts end approximately in their stgrfposition, otherwise they are incomplete or merely
segments of multiple cuts. Excessive repositiomihthe deck between cuts is avoided by grouping cut
together that have similar starting positions. @ieek should start perfectly square, be smoothly and
end up perfectly square between cuts. The deckaitdortably in the palm of the hand, thumb atlgfe
side or across the top of the deck, index fingethatfront short end or right long side, ring fingad
middle finger on the right long side, pinkie at thear end or next to the ring finger on the righesThe
pinkie and index finger can move around the coroéthie deck as needed, both to square the deck and
assume whatever their useful place is for the detxecution of the cut. | often notice that | hdaien
into the habit of doing a cut with the index fingerthe right long side of the deck instead ofstawrt end,
with no effect at all on the cut. From dealing piosi, you can move the thumb, pinkie or other fisg®
initiate your cut, or rapidly make whatever adjustts are needed if the cut is one with a more exoti
starting position. The L and Extension Cuts ard wekth the odd initial grip. Don't get too hung ap
starting grips. If you keep at it, soon they wilsj seem like part of the cut rather than fixedrgatly
positions.

To recap then, a good routine of onehanded cutdhasiges variety and fluidity. The reader may be a
magician simply looking for one good pet one-handed rather than a flourish junkie looking for 20
knuckle-busters, but | guarantee either will findatvthey need in this chapter and the followingptha
entitled One- Hand Multiple Cuts.

Since most people, including me, usually hold teekdin the left hand for dealing, the instructidas
these single cuts are written for the left hande Pietures likewise depict the left hand, in mases seen
from the performer's viewpoint. The fact that tledt Ihand is shown in the illustrations should not
preclude the serious student from learning one-teantslin both hands. | usually learn the basica ofit

in my left hand, mimic the rudiments with my rightnd, and then master the move in both hands
simultaneously. Many onehand single cuts and ealhedne-hand multiple cuts look interesting in one
hand but look staggering in both hands simultarigous

| will try to give you what | think are the simptesuts first. Many complex and advanced flourishes
depend on some very basic moves. You might waldadk at the first four single cuts in this chapssr
building blocks for other cuts. | know the Thumbt@udifficult for shortthumbed people like me. Ski

if you have too many problems. In fact, one of tbasons | invented the L Cut and Extension Cut was
that | found it easier to reach over the end obkep-size deck with my stubby thumb, rather tham th
middle of the deck as with the Thumb Cut.

If you already do the Charlier Pass, | would stdvise at least perusing the description as it trggre
you some new insight. The same goes for otheriibes you may already perform. If your versionss a
good as or better than mine, just read the instngtand look at the pictures to make sure, buttdon
waste time learning another version of the samaifib that looks exactly like the one you alreadpw.

If your way isn't as efficient or spectacular, likeyou spring the cards from the ends insteadhef t
corners, you would be well-advised to alter youssian or replace it with the one in this book.
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Charlier Pass

For the most part | try to use purely descriptieanes for the flourishes in this book. The simphesd
most widely known of all one-hand cuts, howeverangl always will be called th€&harlier Pass. The
name is a combination of the nineteenth-centurpéhreonjurer Charlier, and the magician's terncfdr
which itself derives from the ancient incantatiétass!" - the monosyllabic patter of the days otydhe
move is also sometimes referred to as the Chatligror the Charlier Shift. Incredibly, the inventiof
this cut is erroneously attributed to an Americamad Shifty Charlie in one text.

From dealing position (Figure 1-1) move the thumbhie center of its long side of the deck (Figw®).1
Break the deck with the thumb (Figure 1-3). Elevthtetop half by pushing it up with the thumb (Figu
1-4). Put the index finger under the bottom halfire 1-5). Push the bottom half toward the thunith w
the index finger (Figure 1-6). When the halves clés the top half fall into the palm (Figure 1-Press
the new top half down and square the deck (Fige8e Figure 1-9 is a side view of Figure 1-5, shogvi
how the index finger curls while pushing the bottbaif toward the thumb. You must move this finger
out of the way before the thumb pushes its halfrdtavclose the deck. Most descriptions of thisweilit
tell you to begin with the deck elevated off thénpaheld at the tips of the fingers, so insteagushing
the top half up you are releasing the bottom tbifidb the palm, where it is then pushed up and @ye
the index finger. Since your goal should be the atim@xecution of one-hand cuts, you should instead
start theCharlier Pass from the standard mechanic's or dealer's grip. Bhigt to say there aren't some
very nice cuts that begin with other grips, but thant is, avoid starting positions that involve
timeconsuming, unsightly or pointless repositionofghe cards or fingers. Furthermore, if you wamnt
do even two Charlier Cuts in succession, you miast the second cut, at least, with the deck rgstin
the palm rather than elevated at the tips of thgeiis.

Figure 1-4 Figure 1-5 Figure 1-6
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Figure 1-7 Figure 1-8 Figure 1-9

Here's a short sequence that illustrates how tanjeige from something as basic as the Charlies.Pa
This is shown from the audience's viewpoint. Thekdgtarts in dealing position in the left hand. iDés

the deck in half by riffling halfway down the Idéing side of the deck with the thumb (Figure 1-Ei)d
then somersaulting the top half into the waitirghtipalm (Figure 1-11). See the first six pictui@sthe
two-hand Butterfly Cut if you aren't familiar witthis common deckdivision method. Now cross the
hands at the wrists. Now do a Charlier Pass irethidand, then do one in the right hand, theniartee

left. Uncross the hands. Now do a Charlier Pag®th hands simultaneously. Now do a Charlier Pass i
both hands simultaneously but stop halfway (Figlw¥?2). Bring the hands together and interpolate the
four packets (Figures 1-13 to 1-15). Push the padkgether and square the whole deck in the &fth

Figure 1-13 Figure 1-14 Figure 1-15
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Thumb Cut

From dealing position, reach all the way over teekdwith the thumb (Figures 1-16, 1-17), grip top t
half along the right long side (Figure 1- 18), diftdhis half to a vertical position (Figure 1- 19 hen the
bottom half is gripped with the fingers: index apithkie curled underneath, middle and ring fingers
pressed on top (Figure 1-20). This bottom portenaw lifted clockwise to the right to a verticdaipe
(Figure 1-21). Use the thumb to press the topih&dfthe palm (Figure 1-22). Move the thumb to life
(Figure 1-23). Release the cards held by the fingerthey fall onto the former top packet (Figw24).
This cut is easier with half a deck, or bridge-sizeds. Tipping the whole deck up with the fingats
Figure 1-17 also helps.

Figure 1-22 Figure 1- 23 Figure 1-24
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PinkieCut

Henry Hay describes this next cut as the standaoehtinded shift done in one hand; the Pinkie Cut is
very similar mechanically to the standard two-hahgleift. The deck starts in dealing position (Fayar
25). Insert the pinkie into the right side of thexk to a depth of one knuckle (Figure 1-26), arespithe
middle and ring fingers on top of the deck, leaving index finger loose at the front of the decift the

top half to the right to a vertical angle with fhiekie (Figures 1-27 to 1-29). Press down on theeupeft
corner of the bottom half with the thumb (Figur8@)}-and lever it to the left to a vertical positigrigure
1-31). As soon as the halves clear (Figure 1-32sgdown with the fingers on the old top half (fFeg1-
33), and push the soon-to-be-former bottom halfognwith the thumb (Figures 1-34, 1-35). Square the
deck.

Figure 1-31 Figure 1-32 Figure 1-33
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Figure 1-34 Figure 1-35

This cut can be made to look different from tBkarlier Pass, which it resembles to the layman, by
extending the fingers and pressing down with themthh as much as possible, so that a larger amount of
clearance is displayed between the halves of tble. @»n't make the mistake of doing this cut aggle
cut with the middle or ring or index finger insteafithe pinkie. The audience will never perceive th
difference. Many of the one-hand cuts you see stoke pamphlets likEhe One Hand Card Cuttemd
The Single Handed Card Cuttare but slight variants of the basic cuts youtitdfhere. If you think it a
fulfilling exercise to learn th€harlier Pass with the pinkie doing the work of the index finger, the
Horizontal Turn Cut with fingers in different positions, be my guesthink your time would be much
better spent perfecting some of the truly awesomkeabviously different-looking multiple cuts soam t
follow. In a few of these you will have to occasatly substitute one finger for another, but thigmdy to
further a more complex and eye-pleasing effecteratian to make believe a mere nuance is a floimish
itself.

Herrmann Cut

Once again to borrow from Henry Hay, "if the lastsathe regular two-handed shift done with one hand,
this is the Herrmann shift with one hand.” So | gais the one-han#éierrmann Cut. The deck starts in
dealing position with the index finger at the rigbhg side of the deck (Figure 1-36). The secondl an
third fingers lift up and break the deck in halfgi#re 1-37), and push the top half toward the thatnbut

a quarter inch, forming a step (Figure 1-38). Rbklindex finger and pinkie under the bottom halflse
index finger and pinkie hold the bottom half fromderneath, and the second and ring fingers are
gripping the top of the bottom half (Figure 1-3Byess down on the left side of the upper half i
thumb and the half will begin to lever up as yowibeto straighten the fingers (Figure 1-40). Furthe
straighten the fingers and press down with the th(fsigure 1- 41), until the packets clear (Figu42).

As you close the packets together by pressing @mélw top half with the fingers (Figure 1-43), mdle
thumb out of the way by sliding it to the far lefirner and left long side of the deck (Figure 1-@pse

the packets (Figure 1-45) and square the deck (& iij46).

Figure 1-36 Figure 1-37 Figure 1-38
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Figure 1-44 Figure 1-45 Figure 1-46

While Henry Hay included these last two one-handets in his section on magical shifts or passes, |
have included them as flourishes because theyraligssome crucial basic concepts of packet caritrol
the first, thePinkie Cut, the thumb controls the bottom packet and diredis fhe top. In the second, the
Herrmann Cut, the thumb controls the top packet and sHitis the bottom. In the first, the fingers move
a packet from the top to the bottom. In the secdimel fingers move a packet from bottom to top. And
both rely on the thumb levering up a packet - amothucial basic. Thus these two particular cutsijev
not visual blockbusters, taught me at least toktbinthe two halves of a split deck as independeits to

be moved in whatever way is most expedient to dis& all too literally at hand. You will certainlingl
that mastery of them will greatly aid in the acdgios of many of the following multiple cuts. Indege
many one-hand multiple cuts are simply combinatmigseful single-cut packet-control techniqueshsuc
as theCharlier Pass, Thumb Cut, Herrmann Cut and Pinkie Cut. | cannot say the same as to the
utility of the famous
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S. W. Erdnase one-handed shift. A fabulous magil=ght in the right hands (or just hand), | haven'
found it that helpful as a flourish. Plus it lockdot like the just-describederrmann Cut, especially to
laymen. Descriptions of the Erdnase one-handed shéf easy enough to find, unless you look in this
book.

Scissor Cut

The Scissor Cut is a fairly common and very pretty one-hand cuartSith dealing position (Figure 1-
47). This time it does matter that the pinkie amdkei fingers are at the short ends. Reach towarddhr
short end of the deck with the thumb (Figure 1- 48) break it halfway (the deck, not your thumb)
(Figure 1-49). Grip the top half by the corner witie thumb and pivot this half longitudinally, ugithe
index finger as a pivot point (Figure 1-50). Thdtbm half is held with the index and pinkie fingatsthe
short ends and the ring and middle fingers aloegrigiht long side. Keep moving the thumb in antarc
the left (Figures 1-51, 1-52), until the top ponticlears the bottom (Figure 1-53). Press down #jigin
the top half with the index finger, which, althouighetains a firm grip on the top packet, is banthe top
phalange to apply enough pressure to lower thénadipslightly, enough so the top half becomes lower
than the bottom half (Figure 1-54). The thumb teeeeps back to the right with its half (Figures51-5
56) and places it underneath the packet held byinlgers (Figure 1-57). The thumb now returns te th
side of the deck to resume dealing position (Fidurg8). This cut looks great with half the declesrch
hand, alternating between the hands.

Figure 1-48 Figure 1-49

Figure 1-50 Figure 1-51
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Figure 1-54 Figure 1-55

Figure 1-56 Figure 1-57 Figure 1-58
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Horizontal Turn Cut

Start in dealer's position (Figure 1-59). Lift uglfithe deck with the thumb as in the standard I&hvar
Pass (Figures 1-60, 1-61), but then reach aroudduader the top half with the third finger (thedar
sweeps to the left) (Figures 1-62, 1-63). Now ktuk half back toward the right (Figure 1- 64), siag it

to rotate counter-clockwise 90 degrees. The thuedpshguide the packet as it continues to turn and
complete its 180 degree rotation (Figures 1- 666)1-The rest of the cut is the finish of the ClearPass
(Figures 1-67 to 1-71). The top packet can be niadérn 360 degrees by regripping it at Figure 1a66é
kicking the packet around for another half-rotati@fiore completing the cut. | always do the cuhv@60
degrees of rotation. | know of several variantgta$ cut that start with the deck wedged between th
splayed first and second fingers and/or have thmkhreaching around to one corner or the otheh®f t
deck. | have omitted these variants because tHelpat about the same as the good version | have
described above, and also because some beginositeop that can be awkward and painful, at leagt w
poker-size cards. Where there is a need for symsiéion in multiple cuts such as the Turning Ttitd

will include it. My Turning One-Hand Shuffle makese of the general concept, but with a far more
comfortable starting grip. If you want, do only thacket-division portion of that shuffle as a dBtit
again, | just don't think five slightly differentasting positions for one cut equate to five worltfile;,
exhibitable flourishes. Likewise, you (or I) coutlttvise revolving cuts where the packet rotates in a
clockwise direction or where the bottom packettestaip to the top instead of the top to the bot{Dinis

is not a manual of finger exercises, and to mesheaually all that minor variants amount to. Iuylmave

to learn to do this or any other cut both backwandd forwards or clockwise and counter-clockwise in
order to accomplish some fabulous-looking perpetuahing cut, that's a different matter. And, as
always, if you already do a cut that is similar Hifterent from the one | give, and you like yolestter,
and it looks good, then continue to do yours andltdeaste time with mine, which to you would be a
minor variant.

Figure 1-62 Figure 1-63
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Figure 1-70 Figure 1-71
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Vertical Turn Cut

From dealer's position, insert the third finger gintkie into the deck at midpoint (Figure 1-72)idtime

the index finger needs to be at the right sidehefdeck with the other fingers at the start. Noyuegze
the top half between the second and third fingéigufe 1-73), and raise this half to a verticalifias
(Figure 1-74). Use the thumb to rotate the elevhgficounter-clockwise (Figure 1-75). Move themet
finger from the left to the right side of the elead half (Figure 1-76). Straighten all the fingerextend
their half to the right (Figures 1-77, 1-78). Aetbame time, press down with the thumb on theefar |
corner of the bottom half (also Figure 1-78) lengrithe near right corner up some. Curl the fingers
without rotating the lower packet and draw the paéskogether as you remove the index finger from
between the halves (Figures 1-79, 1-80). Regrijeader's position (Figure 1-81).

Figure 1-72 Figure 1-73 Figure 1-74

Figure 1-77 Figure 1-78
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Figure 1-79 Figure 1-80 Figure 1-81

Vertical Spin Cut

This cut starts off like the last one except thizetyou spin the top half one full revolution befautting
it to the bottom. Unlike thélorizontal Turn Cut, where an additional 180 degrees of rotation makes t
cut look a little better, here an additional haitation gives you a completely different cut.

Again the index finger needs to start out at thnglside of the deck with the other three fingansert the
third finger and pinkie into the right long side tbie deck (Figure 1-82). Pinch the top half betwten
second and third fingers (Figure 1-83). Elevate tbp half by pushing the third finger to the riginid the
second finger to the left (Figure 1-84). Use thantb to rotate the elevated half clockwise (Figu&5)1
as you move the second and first finger from tlfteside to the right side of the elevated half (Fey1-
86). Continue to rotate the elevated half by drawoward the thumb with the index finger (Figur8)-
Release the elevated half with the second, thidifaarth fingers (Figure 1-88), and move theseghre
fingers to the other side of the elevated half (Fegl-89). During this action the upright half inghed
between the thumb and index finger. Move the thamt allow the half to finish its rotation (Figures
90, 1-91). Keep the top half pinched between thexrand second fingers as you move the thumb to the
far right corner of the bottom half (also Figur®1). Lever the bottom half up by pressing down lom t
far right corner with the thumb (Figure 1-92). Oribe halves clear (Figure 1-93), close the fingeth
their half and press the bottom half on top wite thumb (Figures 1-94, 1-95). By retaining the krea
with the third finger and pinkie at Figure 1-94 amgaining the grip of the second and third fingéne
cut can be done several times with the same halwpsick succession to good effect.

Figure 1-82 Figure 1-83
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Figure 1-84 Figure 1-85

Figure 1-90 Figure 1-91
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Figure 1-124

Figure 1-127 Figure 1-128
Extension Cut (X Cut)

Here is another very handy cut. From dealer's jposipush the deck toward you, just as you didtierL
Cut. Your starting position is the same as the I, @ith only the thumb and ring finger touching the
right long side of the deck (Figure 1-129). Brelag pack in half with the thumb and ring fingersg(ies
1-130, 1-131), just as you did in the L Cut. Ctm middle finger under the bottom half at the fghtr
corner (Figure 1-132). The pinkie does nothing. Yourently should have the bottom half of the deck
gripped between the index and ring fingers on tog middle finger on the bottom. Straighten all the
fingers (Figures 1-133, 1-134), and pull back witle thumb (Figure 1-135) and you are at the full
extension of this cut. Next,
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Two-Hand Single Cuts, you can use them in the saar@ner. As long as you retain the break and repeat
the cut or follow with another cut with the samethalves, the cuts will be false, no matter how ynan
different single cuts you string together. Periatlicyou can plainly square the halves togethearat
point when the deck is back in order and then btlealdeck into fresh halves for the next pair décu

Figure 1-99

Figure 1-102 Figure 1-103
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Figure 1-104

Figure 1-106 Figure 1-107 Figure 1-108

LCut

Here is an extremely useful cut well worth the saimat contrived starting grip. To get to this gtyggin
with dealing position (Figure 1-109), and simplyshuhe deck toward you with the index finger (Fagur
1-110 to 1-112). Reach over the top of the deck #ie thumb, as you did in tAghumb Cut, but this
time you will be gripping the deck with thumb alrmas the far right corner (Figure 1-113). This nwke
much easier to reach over. Only the thumb andfiimger are contacting the right long side of thelde
Break the deck in half with the thumb and ring &ngFigure 1-114). Meanwhile, curl the pinkie under
the deck. Now fully split the deck and raise thentb-controlled packet to vertical (Figure 1-115xy
the pinkie lifts its bottom half and pushes it aviieym you, until this half is resting against theddie and
index fingers (Figures 1-116 to 1-118). The thurebasits its half in what would be the palm if trexkl
wasn't shoved so far back in the hand (Figures91-11120). The second finger grips the half as ssoit

is deposited. Move the thumb out of the way (FigiwE21). Push the bottom half up with the pinkie
(Figures 1-122 to 1-124). Put the thumb under @k dand roll the deck face-down (Figures 1-125-to 1
127). Regrip in dealing position (Figure 1- 128nother way to end the cut is to put the thumb behin
the new top half at Figure 1-121. Then use the thtorpush this new top half on top of the old tef.h
This way the deck is face down in L Cut startingifon again.

If you think it's a pain to get the deck in and otidealing position, you're right to an extentt Bhe L
Cut isn't really designed to stand alone as a singt. Hopefully, you will rapidly progress to tpeint
where you would not exhibit just a single L Cutstirad, you will likely do th&unning L Cut or LX
Interpolation. These beautiful flourishes take advantage of tis¢ diethe L Cut and avoid the worst.



Figure 1-118 Figure 1-119 Figure 1-120
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Figure 1-127 Figure 1-128

Extension Cut (X Cut)

Here is another very handy cut. From dealer's jposipush the deck toward you, just as you did for
the L Cut. Your starting position is the same as thCut, with only the thumb and ring finger

touching the right long side of the deck (Figurel29). Break the pack in half with the thumb and
ring fingers (Figures 1-130, 1-131), just as yod @i the L Cut. Curl the middle finger under the
bottom half at the far right corner (Figure 1-13Zhe pinkie does nothing. You currently should
have the bottom half of the deck gripped betweenrntex and ring fingers on top and middle finger
on the bottom. Straighten all the fingers (Figurek33, 1-134), and pull back with the thumb (Figure
1-135) and you are at the full extension of this blext,
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the thumb pushes its half back to the right, onbatws available in terms of palm (Figures 1-1383T)
Note that the middle finger helps to keep it thédeve the thumb out of the way (Figure 1-38) Che t
index, middle finger helps to keep it there. Moke thumb out of the way (Figure 1-38) Curl the de
middle and ring fingers in towards the thumb, remdive middle finger from between the halves and
deposit one half onto the other (Figures 1-1394Q)1You can now (Figure 1-141) do another Extamsio
Cut, or an L Cut, Running L Cut, Extension Tri-QutL-X Quad Cut. Or you can move to dealer's grip
from this position (Figure 1-142). Either draw fama with the fingers to pull the deck up, or shike
deck forward. Or, position the ring finger undetheshe deck and the thumb on top of the deck
immediately opposing one another, and spin the dealtnd counter clockwise 180 degrees. The thumb
and ring finger act as a pivot point, and the whodend darts quickly forward a couple of inches to
generate the little bit of momentum necessaryHerspin.

Figrre {-130

Figure 1-135 Figure 1-136
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Figure 1-139 Figure 1-140

Figure 1-141 Figure 1-142

Index Cut

This cut looks similar to the deck-division portiohthe Standard One-Hand Riffle Shuffle, but is far
more stable as a single cut. It looks good upsaierdas well. The starting grip is unusual (Figw#4B),
with the deck held on the short ends between thelbhon one short end and the index, middle and ring
fingers on the other. The pinkie is at the rigtgaside (temporarily the near long side in thistpholhe
index finger breaks the deck at midpoint (Figur&48) and pushes the bottom half to the left (Figutre

145). The top half is firmly gripped between theldié and ring fingers at the far short end andhtiienb
at the
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near short end. The index finger continues draviisidnalf to the left until the middle finger cansanrt
itself between the two halves (Figure 1-146). Thedbe finger now exerts pressure on the left loilg s
of the top half so that this half is now grippedvieen the middle finger and the pinkie on the Isiugs,
and the ring finger at the far short end. Thisdrap the thumb to move the bottom half to the defn
further (Figure 1-147), until finally the packetear (Figure 1-148). Move the middle finger outrfro
between the halves and reverse the motion, exifefitd thumb enough so the thumb/index finger half
goes on top of the other half (Figure 1-149). Tdiler half is held between the ring finger and @rdnd
the fleshy base of the thumb as soon as the mfuidjer is out of the way. Continue to push the sk
together until the deck is in the original positigiigures 1-150 to 1-152). Square the deck (Figut&3).
You could, | suppose, do thene-Hand Overhand Shuffle as just a single transposition of the halves,
but don't. Not only is théndex Cut as described much more stable, but @me-Hand Overhand
Shuffle is a rare treat to be showcased rather than tasseénd minimized by a group of one-hand
single cuts.

Figure 1-148 Figure 1-149
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Figure 1-152 Figure 1-153

Pincer Grip Cut

In a very good book about magiRpss Bertram on Sleight of Harttiere is an extraordinary chapter
called "One Hand Cuts" by Dr. George E. Casaubat.dNly does the good doctor include several pages
of historical and bibliographical information, b describes several unique and original movesetls w
My favorite of these are the excellent "Pincer GZuyg" and "Pincer Grip Shuffle."

Dr. Casaubon say$ have made notes on over one hundred one-hatdand shuffles, some with
variations. Besides that | have notes on twentyhane table cuts and fifteen one-hand throw cuts."
If so, | hope they are all as good as the "PinceipC&ut.” But I'd wager that many of them look
like each other or like cuts in the present voluimgish there were hundreds of obviously visually
different one-hand cuts. But a completely novel wfagoing a cut you already do, unless the new
way is significantly easier or more stable, gainsi yothing. Casaubon gives two throw cuts, which
he calls the Rock-a-Bye Cut and the Somersault The. Rock-a-Bye Cut looks exactly like my
Straight Throw Cut. Different fingers are used, hbe cuts look the same. Same with the
Somersault Cut and my Roll Throw Cut. And his BemtrCut is one of many ways to do the
Horizontal Turn Cut. So the question is, would Dasaubon classify these pairs of similar-looking
moves as distinct flourishes or minor variants?all them minor variants, even though in some
cases the mechanics of the flourish are radicaibgichilar. | know at least twenty more one-hand
single cuts and | don't know how many one-handipheltuts, but after a while they all look the
same, even to me, and I'm a gibbering fanatic! Mgegal rule is, if it looks the same, it is the
same, regardless of method.

Of course this does not apply to methods that lwetker or are easier. Thus, the corner grip foingprg
the cards is not a minor variation of the standamd for springing the cards. The corner grip initely
superior, for although the grip itself looks simita the standard grip, the corner method allows fo
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immeasurably greater control of the cards. Usirggdbrner grip makes springing the cards look better
My Right-Hand One-Hand Indices Fan also passes the test because it looks way be#ieramormal
right-hand one-hand fan.

Violating my rule might be my inclusion of two metis for making the non-automattower Fan, or
maybe my inclusion of three methods for startirg@me-Finger Spin, or the four different off-the-deck
propulsions. | think | only do it when the methade equal in impact and ease of execution, orrifeso
variant of method carries with it some significadvantage. When | couldn't decide which methodt# b
or easiest, | give more methods.

Certainly in the category of best one-hand singls ¢s Casaubon'sPincer Grip Cut." Appropriately,
this is actually one of Casaubon's own variatiohki® basic" Pincer Grip Cut." In my opinion this is
the most stable version he describes. Plus, itgpespyou for the another Casaubon beauty, Hiecer
Grip Shuffle." Start with the deck in the slightly unorthodox gsipown in Figure 1-154. The third finger
is curled underneath the deck, the index fingeat ihe far right corner, the thumb is at the férderner.
Pinch the top half of the deck between the indegdi and thumb (Figure 1-155). (See Figures 1-65 t
1-167 for close-up side views of the initial sepiaraof the halves.) Figures 1-156 and 1-157 shuosv t
two halves being further separated as the indagefimnd thumb lever their half up and away from you
and the other three fingers begin to straightenjimgotheir half to the right. Continue levering tteimb
and index finger half and straightening the othegdrs (Figure 1-158) until the halves clear (Fegar
159). Lower the thumb and index finger half to ga#m (Figures 1-160, 1-161). Lower the other half o
top by bending the second, third and little fing@figures 1-162, 1-163). Square the deck (Figuté4)-

The initial separation of the halves is the trigggrt of this cut. Lifting up with the index fingand/or
thumb to break the deck can help. Drawing downhenlower half with the pinkie helps too. You can
also initiate this cut from an outright pinkie bkess suggested by Andrus in his simiRiffle Cut.See the
One-Hand Cut Miscellany section for more.

Figure 1-157 Figure 1-158 Figure 1-159
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Figure 1-165 Figure 1-166 Figure 1-167

Helicopter Throw Cut

One-hand throw cuts derive their name from the fhat during transposition of the top and bottom
packets there is a point in the cut where at leastpacket travels through the air, thrown throsgime
planned arc by the fingers. All but one of the thrauts | offer are of the type where the top hélthe
deck is thrown and caught beneath the bottom kdifch is momentarily levered up by the thumb or
fingers. Then
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Helicopter Throw Cut

One-hand throw cuts derive their name from the fhat during transposition of the top and bottom
packets there is a point in the cut where at leastpacket travels through the air, thrown throsigime
planned arc by the fingers. All but one of the threuts | offer are of the type where the top hédlthe
deck is thrown and caught beneath the bottom hddfch is momentarily levered up by the thumb or
fingers. Then



there is the uniquAerial Cut. The appearance of a one-hand multiple throw cut lneegpproximated by
catching a single thrown packet in-between thedwabf a packet levered open by the fingers or thumb

If you master the packet flipping and throwing teicfues outlined in the treatment of two-hand throw
cuts then the simple one-hand variants will be alniestantly accessible (and vice versa). As with a
one-hand cuts, these should be acquired with oné, ltlaen perfected with both, so that the handishail
able to put out flawless simultaneous or crispraiitng one-hand throw cuts.

The most basic one-hand throw cut involves holdiggdeck in the left hand and inserting the thindér

in the side of the deck (Figure 1-168), gripping top half between the third and second finger and
launching the half out to the right (Figures 1-1691-172). The packet can spin as many times as you
give it momentum, but try for a consistent, regdleanumber of rotations. In fact, the cut looksllyea
good with just one or two rotations. Too much inysewvill cause the cards to separate. Figures 1473
1-175 show the packet completing its single couclieckwise revolution. The packet is then caught
underneath the former bottom portion of the deckdwering this bottom portion up with the thumb
(Figure 1-174 to 1-176). The hand moves to thetigiscoop the thrown packet. The index finger nsove
out from between the packets and helps to squardebk (Figure 1-177).

With a break-free, well-powdered deck, tH&licopter Throw Cut technique enables you to launch
small packets ten feet straight up in the air ifi yaish. It is also the ideal method for throwingkets
around the body or behind the back. SeeBifend-the-Back Deck Separation for more.

S ——— 1 —

Figure 1-168

Figure 1-171 Figure 1-172



Straight Throw Cut

You could argue that a throw cut with no rotatidritee launched packet would be easier and thus more
basic, but | find non-rotating cuts harder and rélgas, | simply just would not listen to you.

Insert both the index and pinkie fingers into teeldat midpoint (Figure 1-178). Grip the top haith
these two fingers on the bottom and the secondiagdingers on top (Figure 1 179). Sharply sthaém

the fingers and release the top half (Figure 1188 the top half becomes airborne (Figure 1-181),
move the whole hand sharply to the left (FigureB2)1 Grip the lower packet with the thumb at the f
left corner, and, while the top portion is airb@rpress down on the far left corner of the lokadf with

the thumb (Figure 1-183). Your goal is to elevte bottom packet enough to catch the top half
underneath it. Which you do by sharply moving thadback to the right (Figures 1-184 to 1-186)sTh
cut looks better if you move the hand with thetdmot packet about six inches to the left, leavimg top
portion suspended and stationary in the air uhélhand sweeps back to catch it. This cut alsksloo
good when done with both hands simultaneouslytiquaarly with an exchange of packets from théitig
hand to the left thrown in. You can also get gookkage out of this or any other one-hand throtwbgu
smoothly alternating right-and left-handed cuts.
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Roll Throw Cut

From dealing position (Figure 1-187), insert thdex finger and pinkie into the right side of theckle
(Figures 1-188, 1-189). Press the thumb down orofdpe deck to provide some resistance as you push
up on the top half with the index finger and pinki@e idea is to develop some tension upward omoihe
half so that when you remove your thumb the top Wl spring up. Remove the thumb and the half
should spring up (Figure 1-190). At the same tisteighten the fingers and release the top halfi Yo
want the half to roll once while in the air (Figarg-191 to 1-196). During the roll, move the hamdhie
left slightly. Time the throw so that the airborfedls into the palm, which you vacate of the bottom
packet in the usual fashion -levering up the bottati by pressing down on the far left corner vtk
thumb (Figures 1-192 to 1-195). You can also usdritex finger to aid in this packet levering, pd=d
you get it straightened out in time to help catul descending packet. Move the hand back to thé tiag
scoop up the falling half. As soon as the half thits palm, let the other half fall on top (Figuie97, 1-
198). With a good deck or half a deck, you canwlo or three controlled flips, although one slowp fli
will suffice.

Figure 1-190

Figure [-192

Figure 1-193
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Flip Throw Cut

This cut makes use of the ingenious techniqueimetby T. G. Murphy and described Tine Mid-Air
Triple Cutand in his extremely innovative botrikagication. Imagicatiorgives many astoundingtricks,
most of which incorporate flourishes. Definitelyaiot it.

Curl the index finger under the deck and rifflelalf down the left long side of the deck with thettiu
(Figures 1-199, 1-200). Let go of the top halfwille fingers as you sharply press down on the farlef
corner of the bottom half with the thumb (Figureiit, 1-202). What you are attempting to do is to
usethe bottom half as a lever to launch the topumintothe air to do a counter-clockwise flip dkres
1-203 t01-207). The half tumbles in the oppositedation ofthe airborne half in the Roll Throw Ctihe
lowerhalf is vertical from the launch of the uppercket;keep this bottom half up off the palm witle t
thumband index finger until the airborne half landsthepalm. As soon as the airborne half hits the
palm(Figure 1-208), let the new top half fall or thewbottom half. You must straighten the indegdin
toget it out from in-between the halves (FigureOB2Square the deck (Figure 1-210).

See Murphy's books for the finer points of thisdyamethod of throw cutting. If you become adephet
mode of packet flipping, you may find yourself dégging with the cutting part altogether. Just tp
packets and catch them on top of the not-throwdscdf you are doing the move in both hands with ha
the deck in each hand, and flipping packets backfarth, no one will notice that the cards arerin
fairly cut.
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Figure 1-208 Figure 1-209 Figure 1-210

Hindu Throw Cut

Here is a dignified use for part of the hackney€dredy Cut." Start &harlier Pass by breaking the
deck in half with the thumb (Figures 1-211 to 1-R1Bush the bottom half toward you with the index
finger as far as you can (Figures 1-214 to 1-21&3%. far as you can" means until the bottom half is
almost ready to fall off the palm. Dart the handrgly forward (Figure 1-217), with the aim of leagi

the bottom packet suspended in the air. While titoln half is thus momentarily airborne, quickly veo
the right hand, with its half, back under the thnoalf (Figures 1-218, 1-219). Also put the indigér

on the far short end of the non-thrown half while thrown half is in the air. As the new top padketls

on the new bottom packet, bring the hand sharpbtk ls@ that the cards are thrown against the index
finger which acts as a stop against which the desluared (Figures

1-220, 1-221). Note also that the base of the thpmelsses against the left long side of the dedietp
square the cards.

Figure 1-215 Flgure f-216
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Aerial Cut

| guess all throw cuts are aerial moves, but with little beauty the cut itself happens in the &his is a
knack kind of thing, and you need a perfect, brasadt-crimp-free deck.

Hold the deck in dealing position, but with theléx finger curled underneath (Figure 1-222). Riffl
down the left long side of the deck with the thu(Rigure 1-223) and stop halfway. Or just brealke th
deck with the thumb. Do not put the thumb into break. Instead, release the fingers and propel the
entire deck into the air (Figures 1-224, 1-225)e Ttechnique is that of thdip Throw Cut, except now

you flip the whole deck into the air. Because ybreak the deck before flipping it the deck willrst

step into two packets as it flips. The stepped dedkns over (Figures 1-226 to 1-228), splits apart
(Figure 1-229), and descends in reverse orderu(&gyl-230, 1-231). The bottom half is now thedod

the top half is now the bottom. Catch both halggyres 1-232, 1-233).

Apart from the condition of the deck, this cut iainly a matter of timing. Toss the deck high enosgh
that the packets have room to clear and compleie thtation. The halves of the deck begin to sajgar
immediately upon leaving the left hand. As theyhoirn over, the bottom half becomes the top Adlé
halves then finish turning over and fall into trerp, one after the other.

Must be seen close-up to be appreciated. Thisoolslbest when viewed from a slightly left-or-rigift
front perspective, rather than the straight sidgewof the photos.
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Figure [-231 Figure 1-232 Figure 1-
233
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ONE-HAND MULTIPLE CUTS

"Card flourishes are fascinating to watch, fun tm tbok like they require great skill (and
they frequently do), but are often not as terridhifficult as they seem at first tridl Bill Tarr

I would reckon that what distinguishes a multiplg from a single cut is that multiple cuts tend
to have more packets, sometimes lots more padWetsiple cuts can be running cuts, display cuis,
simply self-contained, stand-alone multiple c#stunning cut is just what it says, the cut givéise
impression of a succession of small packets beiagipulated in pretty much the same fashion omdr a
over. A display cut has a place or places to pansedisplay the array of artfully positioned petsk
Self-contained cuts are visually distinct sequenaemoves which have a visual plot or a discdenib
pattern of motion of the packets. Another adjectiat will be applied to cuts is "continuous." A
continuous cut means one that can be continuediiietly, unlike a running cut which eventuallyns
out of packets. Most continuous cuts are of the-thanded variety and will be examined a littleetat
As with the single cuts, it will behoove you tata all of these in both hands. In fact, some loésé
stunts, like theRunning L Cut, L-X Quad Cut, andSix-Packet Display Cut lose more than half their
effect when done in one hand only. You can easitystruct your own unique one-hand multiple cyts b
combining elements of single cuts. Indeed, you wdtognize many single cut technigues in the
following complex cuts. TheCharlier Tri-Cut, Thumb Tri-Cut, Charlier/Thumb " Shuffle" and
Running Thumb Cut are really just combinations of tiehumb Cut and/orCharlier Pass. Put the
techniques in different order, and you may findl@asing newcombination. Just make sure it looks
different from other cuts you do. For this reason | would notilekthe Thumb Tri-Cut andCharlier
Tri-Cut in succession because they are not visually dikgiranough. The same can be said of a very
few other cuts in this book. For example, therrmann Cut andThumb Cut look pretty similar. As |
have said before, the reason | include them botiecause they are basic techniques you will need fo
more complex cuts. You might think of these fewikinmsingle and tri-cuts as being akin to "scalesbe
practiced if greater heights are to eventually thereed.

If you see someone do a cut combination you hagee'h before, you often can replicate it (if
you like it) by employing the methods of the basie-hand single cuts and tri-cuts. Or you have the
option of crushing them under the awesome weighh®E -X Quad Cut done in both hands and capped
off with theL-X Interpolation.
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Charlier Tri-Cut

Figures 2-1 to 2-5 depict the left hand doing @ferlier Pass almost to completion. When the halves
clear, let the top half fall, not all the way tcetpalm, but instead onto the slightly curled indieger
(Figure 2-6). Although you can't see this slighdlyled index finger in the photo, there is evideotés
slightly curled presence in the form of the topf leding held elevated off the palm. Now reach aher
initial lower half with the thumb (Figure 2-7). Baega Thumb Cut with this packet (Figure 2-8). As soon
as you divide this half with the thumb, elevate otiger half by straightening the heretofore sliglatiirled
index finger (Figure 2-9). Drop half of the thumbntrolled half onto the palm (Figure 2-10). Let the
fingers-controlled half fall on top (Figure 2-1Ejinally, use the thumb to close its remaining camd®
the rest of the deck (Figure 2-12).

Figure 2-1 Figure 2-2 Fi

sl

Figure 2-6

Figure 2-4 Figure 2-5
S7
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ThumbTri-Cut

This cut is the same as the singleumb Cut up to Figure 2-19. Ideally, the thumb portion witinsist of
two-thirds of the deck. Figure 2-20 shows the thudrdpping only half of its cards, instead of allitsf
cards. The fingers close (Figure 2-21) and thenthibenb closes (Figure 2-22) and there you havi it!
you have trouble reaching over the deck with thuenth, try bridge-size cards, at least to learn. €2r half
a deck.
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Turning Tri-Cut

From dealing position, shift the index and middiegérs counter-clockwise around to the positiormsho
in Figure 2-23. The index finger is now at the leftg side of the deck, the middle finger is at the
short end, and the ring and pinkie fingers arehatright long side. The thumb, from its positionttad
near short end of the deck, stretches to the dgttriffles down the near right corner to break dieek
one third of the way down (Figure 2-24). Insert tinemb into the break to a depth of one knucklg\Fe
2-25), and swivel this top third of the pack cloéssvto the left (Figures 2-26, 2-27) until the patsk
clear (Figure 2-28). Next, swivel the thumb pacsi@htly back to the right and deposit it betweba t
very base of the thumb and the very base of thexifidger (Figures 2-29, 2-30). Now stretch thentbu
to the right again and break the remainder of #ekdn half in exactly the same manner as withfitlsé
third of the deck (Figure 2-31). Draw this new patc&lockwise to the left with the thumb (Figure82-
2-33), until the packets clear (Figure 2-34). Switae top two packets slightly back to the righig(ie 2-
35). Remove the index finger from between the packs you close the fingers and thumb together
(Figures 2-36 to 2-38).
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Extension Tri-Cut

From the now familiat. or Extension Cut starting grip (Figure 2-39) (see page 34 to reuiesvwerbiage
if this grip is not by now familiar), break off onbird of the deck with the ring finger (Figurei@; 2-
41). Tuck the middle finger under this packet o packet is held between the index and ring fingars
top and the middle finger underneath (Figure 2-é2ctly as in the simplExtension Cut. Extend this
packet (Figures 2-43 to 2-45) by straighteningtedl fingers. Instead of dropping the thumb portitue,
thumb leans to the right, firmly retaining its gop its two-thirds of the deck, until the middletbé right
long side of this portion touches the pinkie (Feg2r46). Said pinkie breaks this thumb-controlied-t
thirds of the deck in half by pulling down (Figu2e47), while the thumb assists by lifting its rermear
up and to the left (Figure 2-48). Close the fing@iigures 2-49, 2-50) and drop their packet onéoddrds
already in the palm (Figure 2-51). Close the thRigure 2-52), and you are ready (Figure 2-53)ler
next cut beginning with this grip. Or shift to dexd grip (see page 37).
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Running Thumb Cut

From dealing position, reach over the deck withtthemb (Figures 2-54 to 2-56), but, to make matters
harder, reach with the thumb so far as to enatdestitond and ring fingers to pluck off a very small
packet (Figure 2-57). Extend the fingers and eketla¢ small packet at least to vertical (Figuré&s22-
59). (You can straighten the fingers all the waynizke the cut look bigger if you so desire.) Drapther
small packet into the palm with the thumb (Figuré(@. To cause this to happen, simply draw bach wit
the thumb slightly to release the appropriate-sizacket. Close the fingers and drop the first paoke
top of the second (Figure 2-61). Regrip both paclket one by putting the index finger and pinkie
underneath the packets and the second and ringréiran top of the packets (Figure 2-62). Elevai® th
new, combined packet off the palm (Figure 2-63)ntCwie to straighten the fingers (Figures 2-64}ilun
there is enough room to release another small paaiethe palm with the thumb (Figure 2-65). Again
bend the fingers (Figure 2-66) and drop the fingerstrolled packet on top of the latest thumb-reéeh
packet (Figure 2-67). Regrip the cards in the pakm a new combined packet with the pinkie and inde
finger underneath and the second and ring finger®p (Figure 2-68). Elevate this new, ever-thickgn
packet by again straightening the fingers (Figutes9, 2-70). Drop yet another small packet with the
thumb (Figure 2-71). Close the fingers and dropfihgers packet into the palm (Figures 2-72, 2-73).
Push the thumb packet down on top and square tke(Biyure 2-74).

This cut is most often described with the decktistgiwedged in the crotch of the thumb, perpendictd
the palm. This is because it is tough to reach d¢kertop of the deck as in the singibumb Cut,
particularly if you have short thumbs. If you hawestart a cut from this position, switch to briekjee
cards or use half a deck, and you should then leet@lcommence this kind of cut from dealing pasiti
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Charlier/Thumb "Shuffle"

This (or something real similar) has been describady times in many books. Although many authors
refer to it as a shuffle, it is not a true one-hahdffle by my criteria; it is a multiple cut.

Start aCharlier Pass (Figures 2-75 to 2-77). But, don't let the top Half into the palm. Instead, hold it
up with the index finger, which also presses thetdno half into the crotch of the thumb. You canoals
balance the top half on the edge of the bottomwhlfe the index finger pushes the bottom packet in
the thumb crotch. For reference sake the top ambrbchalves in the rest of the cut are the top and
bottom halves of the initial Charlier Cut. Once twtom half is securely controlled by the thumbéejx
the top half elevated with the index finger. Reéeassmall packet from the bottom half with the thum
(Figures 2-78, 2-79). This packet will land on thdex finger tip, which lowers the packet into fhedm.
This must occur slowly enough for the thumb to gaimchase on thep half as it retains control of the
remainder of the bottom half (Figure 2-80). Now yean release a small packet from the top half, then
one from the bottom, alternating until you run ofitards (Figures 2-81 to 2-86). To release padkets

the top half, push the thumb forward and roll fpeuntil some cards fall into the palm. To relepaekets
from the bottom half, pull back with the thumb and the tip until some cards fall into the palm.

You can also get to Figure 2-76 by startingjraumb Cut, not letting go of the top half with the thumb,
and then raising the bottom half with the fingemilut touches the thumb tip, which can then htiid
half and release packets. This is easier if youwehaw trouble reaching over the deck to initiate the
Thumb Cut.
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Five-Packet" Cut

This is my take on Hugard's "Five Cut Shuffle"G@ard Manipulations. put "Five-Packet" in quotes
because, to my purported mind, the term is mistgadiechnically, five packets are manipulated,ymut
can't really count them like you can in one of nigpthy cuts; only four packets are countable. Meegp
if you're just counting any packet that is movedsame way, myRunning L Cut can be a twenty-or
thirty-(very small) packet cut. The "Five Cut Sheffis really a glorified four-packet multiple ctd my
way of "thinking."

My version differs from Hugard's in two ways. Fjrte deck starts where it should, in dealing parsit
rather then wedged upright in the crotch of thertbuSecond, | pull the first packet with the indnd
second fingers, rather than the pinkie and ringdis. If you do Hugard's version well, don't botivith
mine; they look about the same. Or, if you reallgnivmy advice, concentrate on beauties like the
Running L Cut, Six-Packet Display Cut and theL-X Quad Cut. These cuts are bigger and more stable
than Hugard's multiple cuts.

Reach over the top of the deck and initiafEBhaumb Cut (Figures 2-87 to 2-89), but the thumb portion
should be about forty cards (Figure 2-90). Gripshell packet left over with the index finger unuksth
and the middle finger on top (Figure 2-91). Strééghall the fingers and extend the small packetagut
far as possible (Figures 2-92 to 2-94). Close thg and pinkie fingers until you can break off drest
ten-card packet off of the thumb packet (Figurés22-96). Grip this new packet with the ring finga
top and the pinkie underneath (Figure 2-97). Steig all the fingers (Figures 2-98, 2-99). Droea-t
card packet with the thumb (Figure 2-100). Lower pimkie-and ring finger-controlled packet by beygi
these fingers in toward the palm (Figures 2-10102). Drop another ten-card packet with the thumb
(Figure 2-103). Lower the last packet onto the playntbending the index and second fingers in tovilaed
palm (Figures 2-103 (again) to 2-105). Push theameimg thumb-controlled packet on top of the rest o
the deck (Figures 2-106, 2-107).

69



I Fignog 2-UN
Figiire 24 1

70



Pl 200 Fagnre 22002

Higiwe 24003 Figirg 2004 Figrore 22008

Figiinie 2106 Fiiire 2307

71



L-X Quad Cut

If you can dathe L Cut and theExtension Tri-Cut, you can combine them for this four-packet multiple
cut. Done in both hands simultaneously it is stagniTwo things make these kinds of cuts so spelatiacu
and far more fun to do than those offered by Hugaxdard ManipulationsFirst, vastly superior control
is exerted over the various packets at all timay @oing Hugard's "five" cut "shuffle" upside down)
Second, irL andX Cuts, all the packets are fully in view and countableatipalarly at the display points.
Make sure you don't block the view of the otherlasg with the first vertical packet -tilt the hafodward
and rotate it counter-clockwise for optimum vistil Or, the cut is so stable, you can turn thedsan
upside down and raise them to show the audienew@mmore revealing look.

Begin by starting an L Cut with only the lowest fttuof the deck (Figures 2-108 to 2-114). Now move
the thumb packet to the right and reach to thendft the ring finger (Figures 2-115, 2-116) anddk off
another quarter of the deck (Figure 2-117). Now gead to do a little finger switch. Put the pinkiext

to the ring finger and then move the ring fingedemeath the packet (Figure 2-118). Move the second
finger to the top of this packet. Now this packedwdd be gripped between the second finger andeink
on the top, and the ring finger underneath. Sttaigkhese three fingers (Figures 2-119 to 2-128)al
back with the thumb. This is the first display piosi, a place to pause for several seconds to dcaffor
optimum viewing of the configuration of packets.uvshould open the hand as wide as possible so that
observers can see the full face of all three packédw push the thumb portion back to the righg(iFes
2-123) until the ring finger can once again bretikyet another quarter of the deck (Figure 2-1Z3pen

the fingers and thumb as wide as possible (Figet@3). This is the second and main display position
The king of clubs vertical packet is gripped betwé#ge index finger and the crotch of the thumb miyiri
the display.

Now it's time to close up the packets. Continugrtp the king of clubs vertical packet betweenttinanb
and the first joint of the second finger. This véllow you to move the index finger behind the kifg
clubs vertical packet and push this packet dowguféis 2-126, 2-127). Close the middle, ring aritélit
fingers (Figures 2-128, 2-129), and close the thRigures 2-130, 2-131). Draw the deck forward into
dealer's grip (Figure 2-132) or do another L or &.df you are doing this with half a deck in ed@mnd
(and you should be) milk it for all it's worth (Figes 2-133, 2-134).

You can lower the packets in any order. For exaniplou are doing the cut with half the deck irclea

hand simultaneously (and you should be), set ughHeiL-X Interpolation by bending the fingers at
Figure 2-125 and dropping this fingers-controllegthet onto the cards already in the palm. Therhdo t
L-X Interpolation.

Needless to say, you can construct many differer€iits by combining thé andExtension Cuts. It is,
however, difficult to combine elements from the @iea/Thumb "family" of cuts with elements of the
L/X family.
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Running LCut

This is an awesome one-hand running cut. It loaksas good (and quite different) with the declefap

as face down. | have illustrated the cut here #ithdeck starting face down, and with only fourkeds,

but you can do ten or more packets with only haléek, since a two-card packet looks about the smme

a five-or ten-card packet, owing to the unique wlag cards are angled as they travel. In both hands
simultaneously, this cut projects an aura of rabptecision.

Begin in L Cut starting position (Figure 2-135).rM@mence an L Cut, but only with the bottom fourth of
the deck. The packet is broken off in the same mams in the single L Cut, with the ring finger
separating the bottom quarter and the pinkie pgstiie quarter up to be held by the index and middle
fingers (Figures 2-136 to 2-140). Now, however, yaant to close the thumb and ring fingers together
again (Figure 2-141), and break off another fooftthe deck with the ring finger (Figures 2-142143).
Open the break enough to pass this new packet opdaie finger (Figures 2-144 to 2-146). As before,
the pinkie pushes up on the packet from underndéin.middle finger squares this second packet again
the first packet. The index finger never moves. &¢ghe process again: ring finger breaks off packe
pinkie pushes packet to middle finger, middle finggquares packet against the ever-thickening packet
held intransigently by index finger (Figures 2-1472-151). The only movement of the middle fingeri
slight relaxing at the top joint-enough to acceptesv packet and square it against the other cagitig b
gripped. Grip Chdinal packet in the normal manner (Figure 2-15&)d push the packet up. Just be sure
to keep the thumb out of the way until the packat made its journey (Figures 2-153, 154); then the
thumb can help square the deck (Figure 2-155). Maarethe deck into dealing position just like yad d
with the single L Cut. Or, if you had started witie deck face up, the deck is already pretty muach i
dealing position. Better yet, use theX Interpolation to finish Running L Cuts in both hands at the
same time.

e 2-135 Miprire 2 30 e 2-13°

76



Hligiirg 22047 P 22138 Figyre 2-440

77



L-X Interpolation

Here is an extremely effective way to finish anythoe involvingL or Extension Cutsin both hands or,
it makes a great stunt on its own. At the end ofiesb andX Cuts, it obviates the need for maneuvering
the deck halves back into dealer's grip. Technjicaliis interpolation move is a hybrid one-handAwo
hand cut, since the packets all end up in one hRrattically speaking, this flourish belongs heseaa
natural progression of one-habhdandX Cuts.

Split the pack by your favorite method, or use ofienine. | would recommend the first part of the
Butterfly Cut, an interruptedPaddlewhed Cut, or the Behind the Back Deck Separation. Maneuver
both halves into the L Cut starting grip (Figur&s6). Break off one-third of each half of the decki do

an L Cut until the point at which you would depdki¢ thumb-controlled halves in the palms (Figites
157 to 2-162). Instead, pretend you are doing a@uX with the remainder of the deck, but just to the
point of splitting the packets. In other words,seldhe thumbs and ring fingers together (Figuré2:1
use the ring fingers to break the thumb-contropagkets in half (Figure 2-164, 2-165), and open the
thumbs and fingers back up (Figure 2-166). Bring ltlands together so that the pinkie-and-ring-finger
controlled-packet in the right hand goes over ihd@larly-controlled packet in the left hand (Figsré-
167 to 2-169). Now the left thumb pushes its packetn (Figures 2-170, 2-171). Then the right index
and middle finger push their packet down (Figurekr2 to 2-174). Then the left thumb moves behind
and pushes down the remaining standing packeterietth hand (Figures 2-175 to 2-177). Finally, the
right thumb pushes its packet on top (Figures 2-2¢879) and the right index finger and thumb squar
the deck by the near right corner (Figures 2-18082P). It's a lot easier to square the deck afittigh if
you try to align the various packets squarely atop
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another throughout. You can certainly put the peckiwn in a different order, but if you do it as
illustrated, top stock is intact, assuming you t#fe top half in the right hand to start. You caet g
another set of two packets by splitting the secamdHndex-finger-controlled-packets at Figure 2

166. To do this, break the packets by pulling batk the index fingers and pushing forward with the
middle fingers. Interpolate these packets intofthg.
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Six-Packet Display Cut

In one hand, as a three-packet cut, this stunicis looking. Done in both hands simultaneouslythes
six-packet cut, it is one of the two or three naighning one-hand cuts in this book. I'll illusgrdttin the
left hand with half the deck and then show you whkatoks like in both hands at the display polntand
X Cutswon't help you here; this cut is more like ther ning Tri-Cut combined with the RolCut.

In fact, do arurning Tri-Cut all the way to Figure 2-192 (Figures 2-182 to 2319 you need a repeat
of the verbal explanation, please turn to page 80w, after the top two packets clear at the cemesh
the finger-controlled packet toward you with theddie finger (Figure 2-193). Next, push the top mdck
until it is flush left and jogged toward you forlhis length (Figures 2-194, 2-195). The thumbyihg
never relinquished its hold on its packet, entbestireak between the thumb-controlled packet aed th
packet in the palm (Figure 2-196), and levers tipetivo packets up to vertical (Figure 2-197) angobel
(Figures 2-198, 2-199), onto the nails of the aliflagers. Once the top two packets are face-ugp kise
index finger and pinkie curled and put the middhel aing fingers on the face of the two overlapping
packets (Figure 2-200, and Figure 2-201, kind side view). The thumb presses firmly down during th
shifting of fingers. Once the fingers are in placdease the thumb and begin to straighten alfitlgers
(Figure 2-202). Clip the remaining thumb-controlfeatket in the crotch of the thumb by pressing down
with the thumb. Continue to straighten the fingensil the packets are spread as far apart as sipes
(Figures 2-203, 2-204). This is the display positibon't worry about whether the middle finger aimg
finger are touching
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their respective packets at Figure 2-200 or 2-28tl.Figure 2-202, the fingers and packets will
automatically position themselves, as long as yeepka firm grip with all the fingers from Figure20
on. The finger-controlled packets will slide towaha tips of the fingers if you extend the fingargheir
limit. Hold Figure 2-204 until all have seen it. Wdoelieve it or not, comes the hard part. Twistititex
and middle finger-controlled packet counter-clocdevi(from your perspective) by moving the middle
finger toward you and the index finger away (Figaf205). At the same time, twist the pinkie-andjrin
finger-controlled packet clockwise by pushing thekje away from you and pulling the ring finger
toward you (Figure 2-206). Continue this motiong(fe 2-207), keeping the fingers straight and
extended the whole time. Also keep the two pairfingfers separated enough to allow the packetsrto t
Eventually, the packets will have rotated untiitlaee face up (Figure 2-208). Close the gap betwleen
two moving packets (Figure 2-209), and begin todbéhe fingers (Figure 2-210). Continue bending the
fingers to fold all the packets together (Figurg1d,). Move the thumb out of the way (Figure 2-212),
then move the index finger and ring fingers, legttmll the packets fall into the palm (Figure 2-213)
Square the deck (Figures 2-214, 2-215).

Figures 2-216 and 2-217 are two of the spectadifpiay positions possible with half a deck in each
hand. If you like the display part but not the paditer that, come up with your own way of closihg t
packets together, either in each respective hangyaroalescing all six together. | like my way best
because it is so ostentatious, with four packetsilsaneously spinning as they close.
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Flip-Flop Cut

McBride has an excellent description of this ardlattes it to Paul Draylin. McBride suggests rubbe
banded practice packet-blocks as an aid in learhisgcut. | find that the rubber bands rub agagath
other and impede the movement of the packets. Eaad-together packets are better, but nothing I've
tried works as well as glued-together practice ptck

From dealing position (Figure 2-218), insert théex finger into the side of the deck under abodibzen

or so cards (Figure 2-219). Insert the pinkie itite side of the deck underneath another dozen cards
(Figure 2-220). So you have two breaks, one ketit thie index finger and one with the pinkie (Fig@re
221). Move the thumb out of the way and pinch apapket between the index finger and second finger
(Figure 2-222). Lever this packet up to verticab(fFe 2-223). Lever a second packet up to vertigti

the pinkie and ring finger (Figures 2-224, 2-225)wer the first packet onto the deck (Figures 2;226
227). You will need to maneuver the pinkie-contdllpacket a little to allow the corner of the index
finger-controlled packet to slip underneath it. ©tize packets clear, lower the pinkie-packet dmorést

of the deck (Figures 2-228 to 2-231). Square thek dEigure 2-232), or hold the breaks between the
packets and repeat the cut. Repeating the cutreathils doing the cut in reverse since you dtaet
second cut with the pinkie break above the indegei break. In order to hold the index finger break
simply keep the index finger underneath its paelsethe packet is lowered. This cut looks greatoitn b
hands simultaneously, but needs to be seen closehgappreciated.

If you want, do thd-lip-Flop Cut as single cut. Just transpose two halves insteadaofop thirds of the
deck being transposed above the stationary bottoh t
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One-Hand Cut Miscellany
Here are some cuts | didn't include and why.

Bill Tarr's Knuckle CutandOne-Hand Triple Cut.The first of these entails a parti@harlier Pass, then

a Pinkie Cut with the ring finger substituting for the pinkieh@ second can be replicated with L Cut
techniques with a fraction of the effort, provided course, you can do Cuts. Tarr calls hisOne-Hand
Triple Cut"probably the prettiest of all one-hand cuts.” Itlly submit there are several cuts in the
present volume that are far prettier.

Erdnase One-Handed Shiftl have already told you two reasons why: descriptiohghe cut are
abundant and the cut just doesn't look much diftefeom theHerrmann Cut | do describe. A third
reason is that no other decent one-hand flourish Icknow of depend upon the Erdnase cut. Thuslewnhi
the first two objections could also pertain to tbearlier Pass, Pinkie Cut and Herrmann Cut, you
need those cuts for other, more impressive cuts.

French Cutand others imhe One-Handed Card CuttandThe Single Handed Card Cuttérhese two
truly obscure monographs contain around twenty bata/een them, yet | could find not a single one to
include in the present book. As far as | could aeire, all the cuts look about the same as cuaveh
included. For example, thierench Cutis simply an extremely unstable version of Ewtension Cut.
The mechanics of the two cuts are radically difigrbut the effect is about the same.

Love'sBread and Cheese Cufiside from the annoying name, this cut is merelyg&hd'sThree Cut
Shufflewhich in turn is double-merely an inefficient vdita of theThumb Tri-Cut.

Daryl'sSuper Duper Cut, Hotshot Cutaind others. About the only flourishes actually désd in Daryl's
pricelessEncyclopedia of Card Sleightse some one-hand cuts. (He performs but doessaohta few
other flourishes in little montage sequences awfening of each volume.) These cuts are mostlicbas
moves like theCharlier Pass and Thumb Cut or combinations of basic moves. Also, some of Dsuryl
cuts are very magic-oriented, which is fine, batgpropriate here. For instance, thetshot Cutincludes

a marvelous technique for making a spedificd fly out of the middle of the deck.

Casaubon ShuffleThis is a runningscissor Cut and looks very nice. However, | did not want to iud
the waters when it comes time to describe the sup@ne-Hand Overhand Shuffle. Plus, | just don't
have room for all of Casaubon's excellent ideasi Wil have to geRoss Bertram on Sleight of Hand.

Harry Valcarte's One Hand Shuffledescribed in Charles C. EastmaB&spert Manipulative Magic.
Begin aCharlier Pass but only drop one-quarter of the pack into the pdush that quarter toward the
thumb with the index finger until the packet clettie bulk of the deck. Drop another quarter inte th
palm. Push it up against the first quarter. Dropthér quarter. Push it up against the first twortgia.
You get the idea. This isn't a one-hand shuffleabee it neither thoroughly mixes the cards normédes

a two-hand shuffle. It is a one-hand multiple augre specifically a runnin@harlier Pass. | didn't
illustrate it because it looks too similar to tBkarlier/Thumb " Shuffle" and doesn't look as good as the
Running Thumb Cut.
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FANNING

"To make a perfect fan, the cards spread equidistae from the other, radiating like the spokes of
a wheel, requires considerable practice. Fanning ¢hards is a legitimate flourish and tends to give
the onlookers a high opinion of the performer'steety. " Hugard and Braue

Aside from being legitimate, card fans that arecize and graceful are among the most beautifullof a
flourishes. The cards are evenly spread in a flesvieemicircle, revealing the indices of all 52 safebr
the backs to be displayed, whether with a coldidnhing deck or an ordinary white-bordered pack, th
cards must be precisely fanned indeed or the vedtedt is ruined.

Much decent information on fanning has been wi@delgilable since the 1930's, but some significard ca
fanning techniques had to wait until this writirglie revealed to anyone who can get their handkisn
writing. It is guaranteed that even the most faxahfian fan will find something new in this section

Only thoroughly powdered decks in their prime sdooé used both for exhibition and practice of card
fans. If you try to learn these moves with a filthkyorn deck it will take longer and be less funyBu
bunch of inexpensive decks, use them for fannigtgre first, and then relegate them to the spmnggi
juggling and brushing heap. Or spring for a fewkdeaf Bicycles or Hoyles and use them exclusively f
fanning practice, or indulge in the luxury of Taljo's or Aristocrats. Some cheap, cheap cards lnd a
all-plastic cards are virtually unfannable.

Because playing cards aren't free, | am genergliyosed to a deck-destroying maneuver like the
Automatic Flower Fan, although you can exhibit it as the very last thyogi do for that session, and it
really does look cool in both hands at the same,tiand it is one of the few so totally self-working
flourishes that you can actually have a spectatat.d

Goodlette Dodson, in Exhibition Card Fans, says$ yba should always keep the cards in a certaierord
with the reds and blacks separated. Not only that, you should only fan the pack from one end
exclusively. He tells you to never disarrange thaeo of the cards or fan the deck from the othet. en
Aside from being insane, such obsessive care otdéinds is unnecessary. For your best, fragile, most
expensive colored fanning decks, maybe. Otherwise will simply need thoroughly powdered cards in
good condition, in no particular order. You can osm the Jokers as their egregious lettering teads t
disrupt the smooth line of indices. Some cards hlgendices printed unevenly or too far away frih@
edge of the card -ugly fans will result.

Most treatments of card fans begin with two-handhth or finger fans, but pressure fanning is a much
more important principal to initially absorb. Thadic two-hand pressure fan is the most precise and
versatile method of fanning a deck. It will work orany more borrowed decks than any other method,
and one variant, th&ide-Spring Fan, will enable you, in an emergency, to make a detvesthanded fan
with almost any deck, powdered or not, in almost sarry condition!

While there are such things as "one-handed" predans, | feel they gain you nothing over the sigper
one-hand non-pressure methods to follow. In fadislike one-hand pressure fans enough that | won't
even describe them. They are inefficient, redundamard-way" finger exercises that, to me, are
analogous to doing long division in your head iagtef using the pencil or calculator in your hand.

I have violently mixed feelings about Goodlette Bon's Exhibition Card Fans and Edward G. Love's
Card Fan-tasies. | think some of the stuff in thegebooks is too small or requires too much aitenibe
paid to minutiae such as the suits of the cardsis,Thather than re-describe such curiosities as The
SpotlessSpot Fan with the Traveling Kingd,instead give you blockbusters like tkgant Circle and my
Twirl Close. If you want minor, involved, fan variations, séard Fan-tasieandExhibition Card FansDon't

get me wrong though. Those guys were the best #nae were for completely uniform, absolutely round
obsessively perfect fans. | just think they mayehbgen taking things a little too far with dumbrgsulike The
Buzzsaw FaandThe Spotless Spot Fan with the Traveling Kargd not nearly far enough with trifles like the
punyRosetteStill, beauties likeTwo Fans in One Hand, One Large and One Stwdikt | callFan Within a
Fan) and the sheer relentless precision of all theis fasdeem Love and Dodson as true pioneers of dhieir
and masters of their cratft.

93



Ganson'sA New Look At Card Fanis good if you can find it, as are H®utined Manipulationseries
and, of courseExpert Manipulation of Playing Cards. A New LookGatrd Fansis devoted to colorful
fanning deck effects and also contains some histoimformation on the origin of card farRoutined
Manipulations contains loads of non-card routines as well as sermgenious gimmicked giant fan
material. The fans in this chapter mostly are shewth the faces of the cards. With regular cardssf
displayed backs-out must be absolutely uniformheytiook ugly. The indices are more forgiving anel a
generally more attractive to view, at least wittegular deck. Of course the backs are what you teant
display with a colorful fanning deck. For this reasl have saved my versions of tReel-away Fan,
Rising Sun FamandFlash Fanfor a future book on exhibition card fanning. |lféeese moves belong in
the specialized repertoire of the fanning deck, miadte little visual sense when performed with ailag
deck, either backs or faces out. Well-ddb@ant Fans look great either faces-out or backs-out with a
regular deck.
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Pressure Fan

Many, many descriptions of this method of fannimyénappeared over the years, and most are just fine
I'll give you my grip and method, but, as alwaysjdu already do a good pressure fan, don't bostitsr
mine. If, however, you don't do or are having tleulith pressure fans, | think you will find whabwy
need here.

From dealing position move the deck to the positbawn in Figure 3-1. To do this just slide it ujthw
the right hand. The pack is now rather high inldgfehand. You can even rest the near short enthen
left ring finger momentarily to find the right ptisin every time. The thumb at this point is notits
working position. Instead, it has retained a firnpgstraight across the deck in order to keep thekd
perfectly square. Nowgs you gripthe deck with the right hand (Figure 3-2), bendléfiethumb so that it
is pressing on the left inner corner of the detkou bend the left thumb before you have a goog gr
with the right hand you could unstraighten the déldke tips of the fingers of the right hand shooéd
flush with the bottom card of the deck (technicalig topmost card in these photos but you know what
mean). Bend the right fingers and bow the card& bgainst the left index finger.

Soon all these preliminary actions will blend: tight hand approaching the deck, which is in deglin
position in the left hand; the right hand grippitig deck, sliding it up to its high position; Ieftumb
bending to the corner; right fingers bending thekdeack. The reason I'm giving you so much desail i
that most pressure fan problems | have seen stamriot doing one of things I've just describedh#
deck is not high in the hand, the resultant far el small. If the thumb is anywhere but at theneorat
any other time but the proper time, the resultant\ill be either messy, lop-sided or small. If thpes of

the right fingers are not flush with the back cafdthe deck, the fan will not be round. There i$ ye
another preliminary action, and that is cocking tleek slightly to the left before actually fannitige
cards. This will give you the widest possible faihis cocking of the deck to the left is coveredriare
detail in the description of the next fan, theumb Fan. With the present fan, the cocking takes place
between Figures 3-2 and 3-3. Once you are ready thre right hand around in a clockwise arc (Figure
3-3). Figure 3-4 is a side view showing the righgérs pressing back on the cards and beginnihet to
them spring off the fingers. This action is likeringing the cards from hand to hand only in priheip
With the pressure fan you want the cards to spjusg a teeny, tiny amount -we're talking maybe a
sixteenth of an inch. To ensure this, maintain fimmassure on the far short end of the pack wittritiig
index finger during the entire fanning motion. Timaintenance of pressure as the right hand makes its
clockwise sweep allows the springing action to &vsaparate the cards. Continue the arc (Figur@$o3-
3-7), until you have a fan (Figure 3-8). Note ttra left thumb does not move at all from its corieis

the stationary axis around which the arc of theisaanchored. Figure 3-9 shows the fan from the, rea
and depicts the left fingers doing absolutely naghiwhich is good. The left fingers remain straight
motionless throughout.

95



Figraire 3245

96



Thumb Fan

This is the second most common way to fan a ddthough | personally seldom use it for a regular fa
with regular cards. The PressuFan is just too good, and allows for better fans witlormy
underpowdered or dirty cards. Pressure fans theesehke a gradual toll on the cards, though. With
expensive exhibition fanning decks, theumb Fan is a card-saving substitute. Thumb fans don't bend
the cards like pressure fans. So, whileThemb Fan needs a pack in better condition, it rewards you by
preserving that condition. Conversely, fhieumb Fan done with poor cards will elicit punishment in the
form of messy fans.

My version of theThumb Fan uses the right index and second fingers to helprabtihe deck from the
other side of the fan and is thus more precise thathods where the right thumb is the only finger
touching the cards. If you think tARehumb Fan looks more elegant using just the thumb, pleasdtsee
next fan, the Fingdfan, or do the FingeFan with the thumb. In fact, one of the few decent fiskiesin

the Chavez Courséhere are many, many useful magical productioneadn theChavez Courses a
pretty finger fan. My version of thEhumb Fan is a utility move to make a fan rather than sonmeghi
where the focus is on the process of making theRahanother way, thEhumb Fan is an efficient way

to make a precise fan, while the Fin§@an is an elegant way to make a slightly less precise f

From dealing position pull the deck up high in trend (Figure 3-10), just as you did with the Pressu
Fan. Now, cock the deck to the left until it can go mothfier (Figure 3-11). This will give you the widest
possible fan. Figure 3-12 shows the position wlih tight hand removed. The next picture, Figure3-1
is a side view of how the right hand grips the pdaking this preliminary cocking action and throagh
the fan. The right index finger and second finger pressing on the long side of the deck exactly
opposing the right thumb. Note also that the ridgffumb tip is flush with the rearmost of this faqe-u
deck. Move the right hand in a clockwise arc (FéguB-14 to 3-20), maintaining moderate pressurie wit
the right index finger and right second fingerta tight long side, and firm pressure with the ritjfumb

at the left long side. As the arc progresses effathe thumb against the unfanned portion of thok de
bevel it. Don't think of yourself as trying to deitathe cards one by one with the thumb. Rathetups

the cards beveling and spreading under pressumedhosides. Some people make successful thumb fans
by applying enough pressure with the thumb to ygakss the deck against tleét fingers to get some of
this beveling/spreading action.
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Finger Fan

While my Thumb Fan method is a little differentnhaormal because of the help from the fingers, my
Finger Fan is just like any other. In this fan, tight index finger does all the work. Lots of péopo
what | call the Finger Fan with their thumb, whisHine.

You can also fan the cards with your elbow, nose,laut | find it is easier to do a one-hand fametil so
it appears as if the elbow or whatever is involMedthe same manner, you can make it appear as if a
spectator is fanning a deck you are holding.

As always, start by cocking the deck to the lefgdFes 3-21, 3-22). This time, I've depicted ttghti
second finger and thumb performing this prelimin@sk by gripping the deck from the short endsaveh
experimented with various ways of maneuvering thekdnto this cocked starting position using the le
hand only. While some of these ways work O.K.,ihkhkeeping a firm grip with the left thumb and
keeping the deck absolutely square are more impiorta

Touch the upper left edge of the top card of thekdeth the right index finger. The index fingeuthes
the edges of all 52 cards and immediately beginseteel the deck (Figure 3-23). Now move the right
index to the right and push the cards in an atheaight (Figures 3-24 to 3-28).

{gure 32 ™ gre 3-22
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Side-Spring Fan

Here. as. promised, amethod of making passable fam with virtually angkldn almost any condition
Yeah. yeah, if you immerse the deck in gasolineigniie it the card* \von't fan. But. if you cattftumb
fan or pressure fan a borrowed pack, here is whatneed. All bets are off with ull-plastic cardsigih
are a proud creation of the deuvil.

Start with the same preliminaries as with all fimss far square the deck and cock it to the lafuie 3-
29). Now. bow it crosswise with prcvture from thght index and second fingers and thumb on the loag
sides near the far short end (Figure 3-30). Tdle fitressure, and the cards won't bend enoughmtadh
and the cards will be creased and ruined. The coemount of pressure will allow you to spring the
cards off the thumb and deposit them in a IJM Whickslut you do (Figures 3-31 to 3-34). The brood
arcing motion of the right hand IN the as the ThuRam. Figures 3-35 to 3-38 show the initial moves
from above. Xoce how the right thumb touches thgeedf all 52 cards during the crosswise bowing of
the deck at the start of the fan. The left thunip*gmuch more firmly than in the Thumb Fan. Thehtig
fingers exert constant firm prevvurc. as does itfiet thumb. The idea u to allow one card to esdepa

the right thumb for every eighth-inch traversedtbg right hand. Rather than just spreading theéhén t
Thumb Fan. or springing and spreading the cards tee Pressure Fan. you arc just springing thdscar
with the Side* Spring Fan. The nght hand Mill mtratverse an arc to deposit the cards in the fanyduu
aren't applying pfcvMirc to aid in spreading thedsa The action is similar to springing the caréfstiee
thumb with the deck heVd side /.

humire 3-51 P Fe30
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One-Hand Close

Before we get into how to make reverse . here awuple of ways do$c a fan. and one way 10 ;ugi pit
with fan.

The One-Hand Close is very useful. You can empl@yst clove a fan. or to close the rear fan of Kan
Within a Fan. or lo do a one-hand fan color-chanik an exhibition fanning devV.

he On*-Hand Ckac from the spectator's viewpoingurés 3-39 to 3-43 dcpkl a slow-motion proffctiioa
of (beta doting A* you » them is DO | iorfiDfcrnoddJbk tyi took fam flw ¢ to frame. In performance,
the audience should only see the deck at the posishown in Figure 3-39 and Figure 3-43. In other
words, the fan shoulthuanianffnutyclose. To get to dealing position, first extend #eeond, ring and
little fingers en m.we. keeping the deck betweeanitidex finger and thumb. Then grip the deck wii t
second, ring and pinkie finger* at the right lomdes(Figure 3-44). Finally straighten the indexgkn.

| don't think you should show the One-Hand Closenfthe other, "busmrvi" sxJe of the fan when clgsin
an ordinary fan with an ordinary deck. With a celibfanning deck, the change of color brought abgut

apparently giving away the one-handed close is @hwiile tradeoff. With an ordinary deck, showirtg i
from (he other side dimim\hcs the effect.

Now. from the other, "business** side of the faiift the index finger slightly and draw it back toegs
on the center of the back card of the fan (Figu#b3 Now push to the left (in trm illustration) tithe
index finger (Figure 3*46) and the fan should Starclose. The instant this occurs, close all thHesiot
fingers and push with the index finger (Figures73-3-48). Rather than walking the cards closed with
NUCCCNMNC proddings by the fingers, try to genenat@mentum with the index finger and move the
other fingers in\tantl> down, coming to rest inoade fist after the fun is completely closed. At tlery
end. only the nail of the index finger should restthe last card. This will allow the cards to gineore
easily and will prevent the last card from hangimpg After some practice, what yeecfrom the rear of
the fan should resemble Figure 3-45 and Figure B¥48cce»ion. Many texts tell you to walk the athe
fingers away from a stationary index finger, astea learn. | goess this is . but not as goodsasguhe
index finger for both the pivot point and the primeans of propulsion.

- e — m— =
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Twirl Close

So you've got this perfect «mi-circular fan. cnspiresented in your kft hand, all 52 indices legibl
displayed. You eon close it by merely pushing iitstiockwise or counicr-cloekwivr uiih the rightdex
finger. You could also do the just described stash@se-handed close, unless you do it with any sfort
accompanying pantomime ratcheting or winding motibthe other hand, in which you rmy be violating
federal law. A much more .spectacular, not to ntenikégal, option is the Twirl Close.

Make a fan (Figure 3-49). Place the right indexyéinand second finger next to the left thumb on the
comer of the front card of the fan (Figure 3-503ni®ve the left thumb (Figure 3-51). Now press tpletr
thumb tip. right second fingertip and right ringndiertip on the front of the fan. while pressingnfro
behind with the left fingerv The fan is now conteal by the left fingers in back and the right fingand
thumb in front. The instant the kft thumb is outloé way. the right ftngen and thumb twist cloclevéad
the left fingcn. twist clockwise to begin to rotdke entire fan clockwi.se (Figure 3-52). Whenftoe ha*
reached its upside down position (Figure 3-53).ldiethumb joins the left finger* in back to aid i
routing the fan. Continue to twist all the fingamnd thumbs clockwise (Figure 3-54). The left firger
exactly oppose the right fingers and mirror theiorotf the right fingers. Another way to get thelfef

the left finger mooon is to note that the left-mgaction at the start of the Twirl Close is ideatito that

of an ordinary one-headed close, without closirey ¢hrds. When the fan has almost made a complete
revolution and looks like Figure 3-55. hook the lgihkie, second and ring fingers around the sidihe
last card in the fan (Figure 3-56). Note the léfike peeking out from under the fan). Now twistly ihf
nxbi j~mxr/Aback counter-clockwise (Figures 3-57. 3-58) ushmgleft second, ring and little fingers as a
backstop against which to square the cards, umiffan it closed (Figure 3-59) and you can squaee t
deck (Figure 3-60). Figure 3-61 is a rear view igfufe 3-53. Figure 3-62 U a rear view of Figure43-$
There are even more rear views of the left finggioa in the illustrations for the next flourishhet fell
Fan Twirl

Figure 3-63 is a side view of Figure 3*55. and shbww the cluster» of fingers and thumbs oppose one
another. To gel the feel of the twirling actionsjiion a .small book between your hands in exatity
position shown in Figure 3-63 and practice rotatthg book by twisting your fingcn and tomb*
clockwise. Then do the same thing counter clockwiei only have to rotate a fan a little more tf#©
degree» clockwise before closing it counter-clodawiA final note on fancy fan closing. You can elas
fan that is held in the kft hand by merely poshinghut in either direction with your right indeider.

But immediatelyfollow with a Corner Twirl or a Corner Thumb Tw M.ikc the simple close blend with
the fancy twirl.
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Fan Twirl

Merc hem-(o spira fan360 degrees and return ii to its original positioithe left hind. The mechanics of
the clockwise twirling put of the Fan Twirl «re tsame as (he Twirl Close; with the full Fan Twiduwy
JUM keep rotating the fan.

. from the front (Figure 3*64). Clutter all the higfingers and thumb except for the pinkie on teeter of
the fan as shown in Figure 3-65. Move the left thurat of (he way and behind the fan (Figure 3-86) a
the right fingers start to twist clockwise. The tpire* for the Twirl Close depict this action in 8to
motion, with the left thumb moving to the left gidnd then behind the fan. The left thumb is cteste
with the left fingers as you continue to twist tight fingers (Figures 3-67 to 3-69). Here (Fig@ré9) is
the point where you started to reverse the motfae fan in the previous flourish. Instead, conérto
twist the right fingers (Figure 3-70). release ligfe thumb from the bock, and move the left thuroliite
front again (Figure 3-71). Firmly rcgrip the fantfre left hand (Figure 3-72).

Now. from the back. Figure 3-73 show» the left érgyat the start. Move the left thumb behind the fa
and begin to rotate the fan (Figure» 3-74. 3-78p Teft fingers and thumb twist counter-clockwiseaid

in the rotation, and. as in the Twirl Close, th#t fangers oppose the right fingers. Continue aidthe
rotation of the fan (Figures 3-76 to 3-79). Use ondwo small, walking motions with the left second
middle, ring fingers and thumb, leaving the lefién finger motionless to oppose the right indexdin
Once the fan has rotated 360 degrees (Figure 3380¢ the left thumb to the front «gain (Figure 3-81
and rcgrip the fan.
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Reverse Pressure Fan

There is probably little reason to ever do a twodw® reverse or blank fan in a routine of purerfkhes
with regular playing cards. Sure, if you are shawiine pips of the cards to haregicallyvanished, this

is the move. And you will certainly need the twaiad reverse fan when using a colorful exhibition
fanning deck, although | have had to exclude colateck fanning maneuvers from this book because of
space limitations. Nonetheless, the move is basough that | include both the thumb and pressure
methods of making a reverse fan here, if only fiergake of completeness.

From dealin' position, move the deck toward youhwlite right hand (Figures 3-82, 3-83). The far skad of
the deck is about lined up with the space betwkerldft middle and ring fingers. The left thumb de¢o be
straight across the far short end of the face chtide deck.

With the right hand thumb-up, grip the pack anddbiéras you did with the regulddressure Fan, only this
time the right hand is upside-down (Figure 3-84n8 and release the cards with the right fingeth@sight
hand traverses a counter-clockwise arc (Figures ®-8-89). Practice until you can make a nicendyublank
fan. Figure 3-90 is a rear view of Figure 3-86.

If showing this fan to demonstrate the deck is klgou can easily cover the pips of the face cpadticularly
a red ace) with your fingers. Use the right indexér for the upper left pip, the left thumb foetlower right
pip, and the right thumb or index finger for theddie pip. Or, use the left thumb to cover the lovedt pip,
and cover both the lower right and middle pips véttiher the right index finger or thumb. Or, intuoe a
blank card onto the front of the deck.

Depending on how close the pips are printed tcettge of the cards, you can make larger fans thawore
shown. With some cards, bits of face cards begshtov even with quite small fans.
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Reverse Thumb Fan

From dealing position, move the deck toward youhwiite right hand (Figure 3-91). Ideally, the faorgh
end of the deck is lined up with the space betvibereft middle and ring fingers. The left thumteds

to be straight across the far short end of the faarel. Spread the cards with the right thumb in a
counterclockwise arc (Figures 3-92 to 3-97). THetleumb doesn't move at all. As with my version of
the regular forward@humb Fan, you can use any of the right fingers to help squaggel and spread the
cards. | use the right index and second fingerh tmthelp keep the edges of the unfanned cardgesqua
and to help spread the cards being fanned.
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One-Hand Reverse Close

Figures 3-98 to 3-102 show the reverse close fitoefriont. The finger action, such as it is, isialthe
back. Figure 3-103 shows the fan from the rear.dB&e pinkie and third fingers and press them firmi
against the rear card of the fan (Figure 3-104piB&icking the fan closed by quickly straightenitig
pinkie and third fingers (Figure 3-105). At the satime cock the whole wrist toward the thumb, glyick
enough to generate enough momentum to finish ddsie fan (Figures 3-106, 3-107). The reason fer th
wrist action is that with a reverse fan you wiltesf be closing the fan against gravity. If you dis tlose
enough, you will outgrow having to using wrist naotito help close the fan.

Do the move very quickly. Just as with the reguae-hand close, all that spectators should see are
Figures 3-98 and 3-102 in instant succession.

You can do thé-an Twirl andTwirl Close with a reverse fan as well, although | can't giee v good
reason to with regular cards. Maybe with a coldeguhing pack you could justify it.

b | S
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Left-Hand One-Hand Indices Fan

The left-hand indices fan and right-hand blankdeencommonly referred to as "reverse" fans. Rigimeh
indices and left-hand blank fans are "forward" fars make things easier, | use the term "indices far

a fan that displays the letters and numbers arahkblan" for one that doesn't. My way is wordy hat
ambiguous. Once you understand the fans you camheah forward and reverse or whatever you want.
For general purpose flourishing, you probably wéler need a left-hand blank fan, so | omittetf itou
want to be good with a colorful exhibition fannidgck, you must learn indices and blank fans in both
hands (although with a fanning deck you'll be digpig the backs of the cards rather than the isdice
blank corners). To see what a left-hand blank &akd like, look at a mirror image of thiight-Hand
One-Hand Indices Fan 1 did describe. The technique and finger motion leesame.

| am describing two different methods for makingree-hand fan. Multiply by two hands and you gert fou
fans. Subtract out the left-hand blank fan andettae three one-hand fans described. Technically, t
Right-Hand One-Hand Blank Fan is the same as theeft-Hand One-Hand I ndices Fan. Why not just
recommend the mirror treatment as above? Mostlaulme one-hand fans done in the left hand “feel"
markedly different than one-hand fans done in idpiety owing to the prior conditioning of the lefaid in
holding and controlling two-hand fans and the deckeneral. So you'll have to trust me on this ene
what may seem redundant now may help you in thg ton. Plus, | have room since | left out the ndrma
common, typical, unround, "smear" one-hand fanschytwhile fine for card productions, make for ugly
flourishes and unspeakablligvin Fans.
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My method of making a roun®ight-Hand One-Hand I ndices Fan is revolutionary. To my knowledge,
the only right-hand one-hand indices fans descrhm@tofore in print have been the normal, common,
typical, unround, "smear" one-hand fans.

But first, here's the left-hand version to show ithdices of the cards. If you can already do @ee-
Hand Close, then the simplest way to think about theft-Hand One-Hand Indices Fan is to slowly do
the close in reverse.

Figures 3-108 and 3-109 show the starting posifiom rear and front. Initially, only the index and
second fingers touch the deck on the back. The lthiipris on the corner of the face card as shove T
thumb is parallel with the short end of the deck.

Straighten the fingers (Figures 3-110 to 3-112) @ren bend the index finger to finish fanning tleek
(Figure 3-113). Bending the index finger shouldwdtie last of the cards out into a round fan. Paghi
the thumb to the right at the end of this fan wllo aid in spreading the cards. Figures 3-114-148
depict the formation of the fan as seen from tlae.ridote now the index finger bends and drawsdke |
cards around the final few degrees of the arc. Tanerepetition will enable you to make bigger,nader
and more even fans.
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Right-Hand One-Hand Blank Fan

This is the exact same fan as the last, exceptev@vitched hands. In fact, it will behoove yoiptactice
this fan with half the deck as you practice thevignes fan with the other half. This way, even iluyoever
learn the tougheRight-Hand One-Hand I ndices Fan you can still doTwin Fans with the backs of the
cards out.

Figures 3-119 to 3-123 show the opening of thefifam the front. From behind, note the straighterohg
the fingers as the fan opens (Figures 3-124 to8}:-1Remember to bend the index finger to finish the
opening of the fan. If you open the fan much moits of indices and face cards will begin to showl a
the fan will not be blank. When displaying the badk the cards, open the fan as far as possiblth Wi
half a deck, the fan will never be really blankotier reason why you should never displayin Fans
faces-out using this fan. If you do, the result@ms won't match each other, and much of the effect
squandered. The best face-out twin fan method @®timdices fans in both hands. Backs to the agdien
any pair of round fans looks great.

The trueDouble Fan Shuffle employs this fan and the previous one-handed faactoally shuffle the
cards. The much more common and far less difffalgie Double Fan Shuffle is accomplished by simply
closing the fans together, one in front of the ntlfedoing the false shuffle with the fans faces,o/ou
should employ thé& eft-Hand One-Hand Indices Fan and theRight-Hand One-Hand I ndices Fan.

—
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Right-Hand One-Hand Indices Fan

| have never seen this fan in print before. | inednt because every single exhibitionTafin Fans with

the faces of the cards out | had ever seen lookedgio me. If both fans were round, then the rigdrid
fan was blank. If both fans show indices, thenrtgbt hand fan was the less-attractive, smearHanis
not round. Done with the backs toward the audieang,pair of round fans looks fine. But how can you
get Twin Fans so that both fans are round, and both show indi¥@scould use cards with indices on
all four corners. You could make two forwafthumb Fans in the left hand on top of one another and
then separate them in the same manner as theled{akl-Away Faror Rising Sun FanOr you could
use my unique method of makingRaght-Hand One-Hand Indices Fan in conjunction with the well-
knownL eft-Hand One-Hand I ndices Fan and have perfect face-otitvin Fans.

While the common right-hand one-hand fan is ideakplit-fan productions and productions in genetal
is simply inferior as a flourish to this round viers
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The starting position for this fan is paramountl @shown from three perspectives (Figures 3-523-t
131). The deck is held by the short end with therth parallel to the short end. The tip of the thumb
pressed against the non-pip corner of the fachefleck and acts as the axis point for the fandBea
thumb unless you have extremely short thumbs, iiclwbase you can lay the thumb flat against the fac
of the deck. No matter what, keep the thumb pdnaité the short end of the deck.

Figures 3-132 to 3-135 show the fan opening froenftbnt. The thumb acts as the pivot point and dibes
move until Figure 3-135, when the thumb pushesiéaight to open the fan the last little bit. Thist bit

is about the only point where the action resemthlesrormal smear fan. Figures 3-136 to 3-139 deipéct
opening of the fan from the rear. This is whereation, such as it is, occurs. Draw down and ¢origpht
with the pinkie, then the third finger, then the®ed finger, then the index finger. Push the thumthe
opposite direction of the fingers at the very emdpen the fan as wide as possible.

The key to this fan is to keep the thumb stationaryl the very last little bit of the fan. Conttagith the
common, smear version of the fan where the thungs doe majority of the fanning. Also compare with
the Left-Hand One-Hand Indices Fan. Note that this left-handed round fan also has tppdsitely
pointed) thumb positioned straight across the &dbe deck near the short end.

If you're still not gettin' it, try this: Make a twhanded reverse (blank) fan with half the deckim left
hand. Do théOne-Hand Rever se Close with this fan. Try immediately reversing the actioa-opening
the blank fan. Mimic this last part with the rigidnd, using the other half of the deck.

e e ———
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Twin Fans

Now that you can do round indices fans in both kaydu have the option of avoiding Figure 3-140,
shunning Figure 3-141, eschewing Figure 3-142,eanbdracing Figure 3-143 as the correct choice.

As you can see, the most attractive facesIoumin Fans are made by doing round indices fans. Fans
exhibited backs-out need only be round.

ThePaddlewheel Cut is a nice way to divide the deck in half prior teeutingTwin Fans. Paddlewheel
the two halves until both halves are face up. Maeethe left-hand half to the starting position fbe
Left-Hand One-Hand Indices Fan, and maneuver the right hand half to the positiortie Right-Hand
One-Hand Indices Fan. Simply dividing the deck by riffling the short endth the thumb is fine too.
What you want to avoid is excessive regripping sapgaring of the halves prior to forming the farnisdF
the crispest, most efficient way to divide the detkalf and position the halves for fanning, ak twhile
keeping the halves square. Close the fans togetliiee same manner as the falmible Fan Shuffle.
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S Fans

S Fansare other ways to displdywin Fans. As a careful analysis of the name of the floursheals, the
fan you make should resemble the letter "S." Payféormed SFanslook great.

You can either make thEwin Fansfirst and then move them together to form an "$,"try to align the
halves of the deck before you make the fans and tieke it appear as if both fans are emanating from
one place. | prefer the latter as it helps difftieda S-Fans from regularTwin Fans.

Whether you do a forward or reverse one-hand fad, in which hand, depends on whether you are
making a continuous Ban or an SFan that has a central cardnd on whether you are displaying the
fronts or the backs of the cards. It's not neaslg@mplicated as it sounds -you will need only aveat
most two, methods for making ar~an.

Figure 3-144 shows a faces-oufan with a central card. To do this, makeReght-Hand One-Hand
Indices Fan and aL eft-Hand One-Hand Indices Fan and position the face card of the right hand fan on
top of the face card of the left hand fan. Pregisdign the fans. It helps to slide the cornerhd# face
card of the right hand fan underneath the left thumkeep everything aligned and stable. Close $his
Fan by doing a left-han®ne-Hand Close with the left-hand fan and a right-haf@he-Hand Reverse
Close with the right-hand fan. Do this while keeping ttenter card immobile, so that both fans disappear
behind it. You will also need to retain a right @xdinger break between the two fans in order tselthe
right-hand fan with one hand.

Figure 3-145 shows a continuous=8n with the backs out. To do this, makd.eft-Hand One-Hand
Indices Fan and aRight-Hand One-Hand Blank Fan. Now place the bottornard of the right hand fan
on the top card of the left hand fan. Align thedsaprecisely. As you can see, this& has no center
card and appears continuous.

While you can do a backs-outFan with a center card, you should only do the facesSdtan as shown
in Figure 3-144. This is for the same reason yadathe inferior versions ofwin Fans.

To close the continuousFan, just push the two fans in toward the center (Figi8-€.46 to 3-149). You
could try to do one-handed closes with both hahdsyou would have to either retain or obtain aakre
between the fans. Plus, the right-hand fan clasése wrong direction, away from the center of &€

To recap S-ans. there are really only two goodF&ns and one good way of closing each. The faces-out
S Fan has a center card and is closed with simultanenashand closes of the two fans. The backs-out S
Fan is continuous, and is closed by pushing the fagsetteer toward the center of the "S." Or, you could
avoid the continuous version altogether and docadaut fan with a center card.
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Card Circle

Start with a perfedPressure Fan in the left hand (Figure 3-150). Place the tipshef right thumb, index,
second and ring fingers on the center of the fagu(e 3-151), as if you were about to perform Ham
Twirl. In fact, it might be helpful to think of th@ard Circle as aFan Twirl without the twirl. With the
circle, you do the same right-finger motions ashi@ twirl, you just use these motions to furtheresgl
the cards.

Move the left thumb out of the way (Figure 3-15Rhtate the right fingers and thumb clockwise ay the
press rather firmly on the fan (Figure 3-153). Té# fingers at the back of the fan remain absdyute
stationary, acting as a table upon which the cardsspread by the right fingers and thumb. Contioue
rotate the right fingers and thumb, spreading tfenter and farther until the circle is completéy(FFes
3-154, 3-155). Now you can put the left thumb oa tight long edge of the face of the front cardhaf
circle (Figure 3-156), and hold the cards in tHehand only. Figures 3-157 and 3-158 depict tweot
ways to display a circle. Figure 3-157 shows aldisposition that can only be accomplished with the
cards flat on the left hand, with nothing but gtavo stabilize them. A circle such as that in FegG-158
can be held up to present the faces of the cartietaudience, provided enough pressure is apipji¢de
right index finger.

In a close-up situation, you can also balancgaed Circle on your index finger. Put your right index
finger on the center non-pip corner of the bott@rdwf a face-down circle. You cannot balance anabr
Giant Circle on your fingertip.
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[Figrin. 3437 Fignre 3138
To close theCard Circle, you'll use thesame motions as the last part of the Fan Twirl €l6som
Figure 3-155, continue to push the cards clockksgures 3-159, 3-160), your goal being to
find the tail end of the circle. Once the last cafdhe circle has passed the left pinkie and left
ring finger, use these fingers as a stop againgthwthe cards are gatheredlnter-clockwise
(Figures 3-161 to 3-164).

Fepaire- 3150 Figrires 3-066)
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While there are such things as continuous cardesiré”l feel such circles are not worth the eff&ge the Fan
Miscellany section for more.

Fan Within a Fan

This is the same as Dodson's "Two Fans in One Hand,Large, One Small." MakeTdaumb Fan with
just the rear half of the deck (Figures 3-165 tb68). Now, grip the remaining half with the rigleicend
finger and thumb (Figure 3-169), and lift this haff off of the fan enough to fit the left pinkie etween
(Figure 3-170, a side view). Be sure and keepdftedHumb firmly on the corner of the face of ttecket;
you're really just lifting the packet from one ewih the right index finger and thumb. Then extéhe

left pinkie and insert it between the packet aredfgm. With the right fingers at the back of thekst and
right thumb at the rear, lift the packet and mowvedunter-clockwise to the opposite end of the fan
(Figures 3-171 to 3-173). Again, keep the left thuiinrmly in place, this time to act as a pivot poifihe

left pinkie, having served its divisive purposeturas to its support role behind the fan (Figur&73).
Pick the end of the packet back up between the tigimb and fingers (Figure 3-175). Now do a small
thumb fan with the packet (Figures 3-176 to 3-180Y. to arrange the two rows of indices as close to
parallel as possible.

Both fans must be very precise or the effect idlspgoOne problem you might encounter involves the
front, small fan not starting to open as you mdwe left thumb to the right in a clockwise arc. Tioec
this, bevel the front half with the right fingeramediately prior to fanning it with the right thumb
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Oi closethe fans,first do aOne-Hand Close with the rear fan (Figures 3-181 to 3-183). Afterylittle
practice, you can do this without disturbing theaBer front fan. Then grab the closed packet with t
right hand (Figure 3-184). Now makeRight-Hand One-Hand Indices Fan. Then do aOne-Hand
Close with the small fan remaining in the left hand. ThignaOne-Hand Reverse Close with the fan in
theright hand.

Or you can do the well-knowRan-Away Paclor Continuous Front-Hand Fan Productidor magical
endings to this stunt. Or do other twin fan mousshsas the S Fan.

You can also reopen the rear fan after closingitih & One-Hand Close by doing alL eft-Hand One-
Hand Indices Fan. The full Fan Twirl looks outstanding with Ran Within a Fan, provided you keep
both fans perfectly aligned and neat throughout.

ot 3=
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Giant Pressure Fan

Since you have to weave-shuffle two halves of thekdogether to do a giant fan, I'll first descrdoe
method for weaving the cards. There are many waysla this shuffle, and you will find good
descriptions of it in other books. If you already pkrfect table Faro shuffles, you'll have a hdad sn

the in-the hands weave. If you already do a pes&etve in the hands, skip the first ten photosfast
dense paragraph of this description. My particat@thod does have the advantage of being especially
suited to the giant fan because the left-hand dfathe deck is perfectly situated in the hand, yefml
fanning upon completion of the weave.

For some reason Bill Turner calls this "The Eye dlevovetail Shuffle." Perhaps he is implying thae t
shuffle is to be done at eye level as a flourishgelf rather than as the preliminary for a gitant, circle

or arm-spread. | personally don't think the meré @icweave-shuffling a deck has nearly enough
amplitude to be exhibited and called attentiong@dlourish. Thus | describe the weave here, rdtfan

in the Two-Hand Shuffles chapter.

Hold the deck in more or less dealer's positionfack-up and at the tips of the left thumb anddiisgas
shown in Figure 3-185. Split the deck in half, gsthe thumbs of both hands as gauges for the split
(Figure 3-186). Note the pinkie of the left handl dhe index finger of the right hand form stopsiagia
which the respective halves are held square. Thedaf the deck must be absolutely square for this
shuffle to work. Position the left index finger thie uppermost short end of the left-hand half st &
quarter-inch of the tip of the finger protrudes otlee top (Figure 3-187). At the same time, mowe th
right-hand half up until it clears the left-handfh&igure 3-188). As you are doing so lightly psebe
right-hand half against the left-hand half. Sirloe tip of the left index finger extends a quarteaminch
over the edge of its half, and you are lightly éxerforce against the right-hand half to keeprégsed
against the left-hand half, the right-hand halfl wdme to rest pressing against the left indexdinip
once the packets clear (Figure 3-188 again). Rtesdalves together and angle them slightly while
exerting force against both halves with the lefteix finger. Slowly draw back with the left indexidier
(Figure 3-189) and the cards should begin to we@antinue the weaving together of the halves by
pressing the halves together and slightly anglivegrt back and forth (Figures 3-190, 3-191). Befare y
get the knack, it seems impaossible. After you'vethe knack, it seems absurdly simple.

Actually, you don't want absolutely even halves wkleing the weave prior to forming a giant fan. The
left-hand half should have two or three more casdghat the top and bottom cards of the gianafann
the left hand. If, upon weaving the halves, yowaol®r either or both the top and bottom cards arthe
top half, pull them down. Use the left index finderpull an errant top card down; use the left thum
pull a bottom card down.

Once the two halves are interwoven, move the rgtitd with its half 3/8ths of an inch to the right
(Figure 3-192), and reposition the entire elongateck to the position shown in Figure 3-193. Moving
the top
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half to the right like this will expose the indice$ the bottom half when fanned. Note the left nk
serving as a stop for the lower cards. Keep thkigiat the bottom short end of the bottom half luydu
have begun the actual pressure spreading partwilhiselp keep the cards square. Also note thatyih
single-tiered fans, the whole deck is cocked tdefte

Now do aPressure Fan (Figures 3-194 to 3-200). If your hand isn't longpegh to get the thumb under
the bottom edges of the cards and the fingers theetop edges, then you might want to focus on the
Giant Thumb Fan. Keep a very firm grip on the cards throughout.dfds fall out of the top row of the
fan, either grip the fan more tightly, or push tbp half farther into the bottom half prior to magithe
fan.

Flgmng- 3789 Figriine 3=4300
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Giant Thumb Fan

Weave the cards (Figure 3-201). Offset the top &atf cock the woven deck to the left (Figure 3-202)
Do aThumb Fan (Figures 3-203 to 3-208), keeping the right thumlttee lower half, exactly as you did
with the normal, non-gianfthumb Fan. Keep the right index finger and second finger agjatihe right
long side of the upper half throughout the flourish

Fagrure 2200}

g 3-203 Figne 3-214
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Giant Angle Fans

You can make any of these fans with either the thompressure method, but with a regular deck lldiou
recommend pressure because | think the fans are pnecise. With your most expensive fanning decks,
by all means use the less-destructive thumb method.

Figure 3-209 depicts the least elegant alignmernthefhalves of the deck for a backs-out giant Tdre
halves are flush, as they are immediately upongogioven, and the top half has not been moved to one
side or the other, nor has it been moved to oree@idhe other at an angle.

Figure 3 -210 shows a fan made after the top redflieen moved to the left 3/8ths of an inch. Figdre
211 is a fan made after the top half has been mtvétk right 3/8ths of an inch. With Figure 3-2%8u
see a fan resulting from pushing the top half toright at about a 45 degree angle. Figure 3-2b@/sta
fan with the top half pushed to the left at an angl

With the cards faces out, some other possibildies well, possible. First, the least desirablgrefient,

the same as with backs-out, gives a zipperesque ttaat partially obscures the lower row of indices
(Figure 3-214). Figure 3-215 shows a more attractan, one having been made after the top half was
pushed one half inch to the right. Figure 3-216axshan even more attractive fan, having been maee af
the top half of the deck was pushed half an incthéoright, and then angled back to the left atualao
thirty degree angle. Figure 3-217 is a "poor m&ais Within a Fan," made by offsetting the upper tier
of cards to the right and pushing it into the lowatil only one inch of the upper protrudes frone th
lower.
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Figure 3-218 shows a fan engineered to look frodistance like it is made of larger than normal sard
Put a low pip card on the face of each half, wetheehalves, push the top half to the left at arleatm
completely cover the lower row of indices. Thighie best method of aligning ordinary cards for angi
fan for the now seldom-seen "Diminishing CardtKri

With colorful fanning cards you can get a largeietgrof obviously different giant fans. With thosards
you will need to master reverse motion giant fassaall. With regular cards, reverse giant fans are
pointless. And, needless to say, you will not bgpldiying all of these angled variants in relentless
succession.

Fignme 3-203 Fapnre 32274
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One-Hand Giant Fan

A totally one-handed giant fan is possible by using fryrning One-Hand Shuffle and then
maneuvering the left-side half toward you and ® tight with the thumb (assuming you are doing the
move in the left hand). Turn the hand so the walexek is face up. Then dbe One-Hand Giant Fan as
soon to be instructed. While | can't really justifys much trouble for a flourish, | can give youeally
good magical use, although it means going back ymaord not to describe any card tricks. After thdt,
describe théOne-Hand Giant Fan as it is practically utilized: the deck is woventtwiwo hands and
fanned with one hand.

Secretly reverse the bottom card. Hold your right atraight out to the side of your body for theiren
effect. The right hand does nothing, but servesnphasize the totally one-handed nature of th& tric
without (unless you want to) actually saying whahsolutely one-handed effect it is. Make a famerd
Left-Hand One-Hand Indices Fan. Offer the fan for free selection, taking care moteveal the reversed
card. Do éOne-Hand Close. As the chosen card is being examined, secretlythereck over in the left
hand. Keeping the deck square in the left hande hhe card freely replaced, taking care to avoid
exposing the reversed condition of the deck anohgdt the card is replaced in the top or the bottoalf

of the deck. Put your hand behind your back, revérs top card and turn the deck face down. Thk dec
is now face down, with the chosen card reversatiéndeck, either closer to the top or the bottorthef
deck. If the chosen card is in the top half, dchimgg yet. If the chosen card is in the bottom hddf,a
Charlier Pass. If the card is real close to the exact center efdack, do Lharlier Pass with the initial

top portion consisting of about a dozen cards. Ygmal is to have the chosen, card reversed in ttdlen

of the top half. Bring the
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deck out for a moment to show nothing has occui@dckly put your hand behind your back again and
do the_totallyone-handed giant fan. Bring the fan out -one carfddée-down in the upper tier of the fan.
Have the card named and reveal the card. Thepfirstof the trick, getting the chosen card reveiad

in position, is virtually self-working. The secompart, a behind-the-back, completely one-handedt gian
fan, is extremely, extremely difficult. The quickitye hand is brought out with the fully-formed faine
greater the effect. Complete mastery of the onetsmuffle andOne-Hand Giant Fan in front of the
body are but preliminaries. Getting a speedy, péerfimund, behind-the-back giant fan every timed wil
take a lot of practice and a lot of dropped cards.

Now, finally, here are the instructions for the mat, everyday, single-handed giant fan. Weave ¢ndsc
with both hands and offset the top half. Positioa bottom half of the woven deck exactly as youfdid
the normalLeft-Hand One-Hand Indices Fan (Figure 3-219). Just keep an iron grip on the caods
prevent the end cards of the upper-tier from egithre fold. Note that the thumb is parallel witle ghort
end of the deck. Do the same motion as inLtb#-Hand One-Hand Indices Fan (Figures 3-220 to 3-
223). It will help to push the upper half furtheita the lower half after weaving the cards. Trysthi
Weave the cards and position the woven pack inetthdnand, ready for th®ne-Hand Giant Fan. Pull
two cards off the end of the fan. Juggle those damls with your right hand as you slowly open tlang
fan with your left hand. Cross the hands as youigoe to juggle the two cards in your right hantbse
the fan and catch the two cards.

In my opinion, twin giant fans are impractical withregular deck. With an ordinary deck, there sympl
aren't enough cards to make a nice full fan in dwid. With a beefed-up deck of eighty cards oioso,
with glued-together giant fans, twin giant fanskd@pectacular.
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Giant Circle

Weave and offset the deck and makgiant Pressure Fan (Figures 3-223, 3-224). Pladkeatight fingers
in a cluster on the center of the lower fan (FiggH225). Apply enough pressure with these fingerthat
you are able to remove the left thumb (Figure 3}22&it the left thumb behind the fan (Figure 3-227)
Twist the right hand clockwise on the front of fae, and the left hand counter-clockwise on thekludc
the fan, and the fan will start to expand (Figw228). Continue to spread the cards (Figure 3-228j|
you have a circle (Figure 3-230). Technically sjpegkyou simply have a very wide fan, since thera i
cardless gap concealed between your hands. Ptgctpaaking, this is as far as you want to sprisad
cards unless you are laying the circle on a talite. in-the-hands circle as described looks pleigyahd
circular and is very easy to close. If you feel youst, you can complete the circle and display ithie
same fashion as with regular circles (see page, Ii26)be advised that a Giant Circle is not neady
stable as a regular circle. Instead, try the "poan’'s Fan Within a Fan" technig(fégure 3-217), but as a
circle.

o i
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Closing Giant Fans and Circles

With a giant fan, you can either do a standareg-Hand Close, or the far more spectacul@wirl Close
(Figures 3-231 to 3-244). The mechanics of theseesiare identical to the non-giant fan versionsepk
that extra care must be taken so that none ofdrasdn the upper tier are dropped. Tactics tovtiaisi
end include gripping the fan very tightly, pushithg top half a little farther into the bottom hadid
having one or two extra cards on the top and botibthe bottom half.

Another good way to end a giant fan is a populaventalled by various names, including "The Rip-off
and "The Tear-away Fan." Make a giant fan (Figu#3). This fan should have the upper half offeet t
the left a quarter of an inch. Approach the rigde ©f the fan with the right hand (Figure 3-248%e the
right hand to begin removing the upper tier of flre (Figure 3-247). Continue sweeping the rightchem
the left, gathering the cards of the upper tiey@s go (Figures 3-248 to 3-251). Square the hath@an
right hand, and either do a one-hand fan with tlvesds (Figure 3-252), or close the remaining fathée
left hand and do one-hand cuts in each hand, etc.

With aGiant Circle, you can either back the circle off back into a famd then close in any of the above
fashions, or do what | call the twist close. Alistiheally entails is twisting the hands in opposlitections
and using the thumbs to gather the cards toge8tart with aGiant Circle (Figure 3-253). Twist the
hands in opposite directions (Figure 3-254), wil can put the right thumb under the end of timeafied
the left thumb on top (Figure 3-255). Push theifda the left hand so it is situated in standamhfag
position as you continue to twist the arms and bBgRtjures 3-256, 3-257). Now (Figure 3-258) thekpa
is ready for another giant stunt, such a&iant Arm-Spread, a Giant Angle Fan or a Cascade. Or
simply waterfall the halves together.
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Flower Fan

This is a strange, crossways fan that looks grémtnwdone 100% perfectly and pitiful when done 90%
perfectly. Any gaps, bunches of cards or unevenokasy kind will be grossly apparent.

There are two ways to do this without bending améwing cards. The first is likeRressure Fan with
the cards sideways; the second is lik8ide-Spring Fan with the cards sideways. Try them both and
learn whichever seems easiest.

Hold the deck in the left hand in the odd grip shaw Figure 3-259. The left fingers are along the f
long side of the deck, the thumb is at the verydmotof the near long side. Curl the index fingehihd

the deck. Bend the cards with the right hand agdmsleft index finger (Figures 3-260 to 3-262hen

put the left index finger on the edge of the caihisu can't make quite as wide a fan with the lefteix
finger curled behind the deck. If you can do thedieg without putting the index finger behind theck,

do so. As the deck expands, start spreading thds ¢ara clockwise arc (Figure 3-263). Draw the left
index finger back to the left to spread the firatds of the fan back and widen the fan in the other
direction (Figure 3-264). Continue to deposit casith the right fingers until you have spread thieole
deck (Figure 3-265). This flourish is like the deekpansion maneuver used for flourishes like the
Waterfall Drop, but with theFlower Fan you are just expanding one end. You expanarieend and
deposit cards with the right fingers as you moweright hand in a clockwise arc around the statipna
left hand. Try to form the fan rapidly, almost atl once, rather than slowly depositing cards. Thia
toughie, and will take time to get smooth. Yousftifans will be short and uneven. Gradually yquitk

up the knack.

Close the fan by pushing on the far right card \hghright index finger and coalescing the fan tbgeto
the left in a counter-clockwise arc.
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The other method of the Flower Fan involVedding the deck in the same starting grip in gfe |
hand and then squeezing it between the right fsxgad thumb on the long sides (Figures 3-266,
3-267). You don't need to put the left index fingethe back unless it helps you bend the cards
at the start. Release cards from the thumb asrgoarse a clockwise arc (Figures 3-268, 3-269).
Remember to draw back the left index finger atehé to help widen the fan.
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Automatic Flower Fan

McBride teaches this in his excellent videotapes, r@&fers us to the source: Will Goldstofiticks of the
Masters.The same basic principle is described by Gansaomjunction with a sort of flat drop catch in
Expert Manipulation of Playing Cardkcall this general principle théirtual Electric Deck.

The mechanics of th&utomatic Flower Fan are radically different from either method of thestj
described-lower Fan. In fact, whereas thElower Fan is extremely difficult, the automatic version is,
well, automatic. Why not always do the easier,-alfking version? Because theutomatic Flower
Fan bends the deck and can't be followed by much edgeept the few othe¥irtual Electric Deck
effects) unless you switch decks. The automaticnfiast be the last thing you do with that deck fatt
show because the cards must be so severely bdatt)nf you do the fan the way most authors yell
the deck is pretty much ruined forever.

My deck-saving modification involves simply turnioge half of the pack over before bending it, s th
when you are done with the flourish and must urfudlfie cards later, privately, all the cards viid
bowed the same way and the deck is salvageabléll See what | mean as you learn the flourish.

This is one of only two places in the book wheggvke instructions for a flourish that relies on beards;

| describe Ganson's bent and woven drop a¥ihteial Electric Deck in the Springs and Drops chapter.
While some of Andrus's table ribbon spreads algoare deck-bending, | don't feel their effect jist
the alteration of the deck. With thautomatic Flower Fan, the effect is worth the bending of the cards.
Same with a few of the oth&firtual Electric Deck effects. And again, | give you a card-preservimpg ti
and again, this must be the last thing you do wigt particular deck for that performance. What goel
going to do is create an artificially expanded pack

Divide the deck in half as if you were going totte classic two-han@aterfall Shuffle (Figures 3-270

to 3-272). Note that the halves are face to faamv Both halves (Figures 3-273 to 3-276). Carefully
maneuver the halves into position to weave thedsatogether (Figures 3-277 to 3-280). This means
walking the fingers and thumbs around to their eciriplaces, all the while keeping the bowed halves
perfectly square. If you don't keep a tight gripthe cards throughout, the resultant weave willdss
even. Weave the halves (Figures 3-281, 3-282). Whisve is slightly different from the one used tfoe
Giant Fan. This time the right-hand half is woven into the mshort end of the left-hand half. Push or
waterfall the halves flush (Figures 3-283, 3-284)u now have &/irtual Electric Deck (Figure 3-285).
Hold the deck in both hands and open the handsig-286). Hold the whole deck in one hand and
open the hand (Figure 3-287). When holding theiiaone hand, keep the cards controlled between the
pinkie and the thumb. You can also do simultanedutomatic Flower Fans in both hands simply by
dividing the deck in half after bowing and weavith@Figures 3-288, 3-289). You can even give thelsa

to a spectator to fan. Keep the deck compressedsqudre, and give half the deck to the spectator.
Instruct them to keep their hands tightly shut &reh slowly open them as if releasing a butterflgu
simultaneously do the same with your half.

Were you not to position the halves face-to fagerpgp bowing and weaving the cards, you would have
half the deck bowed one way and half bowed therp#rel no matter how hard you tried to straighten t
cards, the next time you triedBghind-the-Back Deck Separation the pack would explode.
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Fan Miscellany

Peel-Away Fan, Flash Fan, Rising Sun Fard othersThere are three reasons for my not
including any of these or similar fans. First, inththese fans make no visual sense when
performed with a regular deck, and this is prinyaailbook about how to do flourishes with
ordinary, unprepared cards. Second, the best fgraifacts with colorful fanning decks involve
the changing of colors of fans which is, after almagical effect and not a strict flourish. Thilrd,
didn't have room for all the techniques involved
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with using a colorful exhibition fanning deck, sbdve saved my descriptions for another book. Yau c
find decent descriptions of all of these fans atieis in Tarr, Ganson and Cossatri.

Fans fromThe Chavez Studio of Magic Courges | have earlier opined, theéhavez Coursés replete
with marvelous card production maneuvers, not tatioe tons of stage magic with many other objelcts.
did not find anything unique in th€havez Coursd]ourish-wise, to include in the present volume. In
terms of fans, the good ones like ffriple Fanshould be performed with an exhibition fanning desokd

in the particular case of thigiple Fan,an exhibition fanning deck with at least seventydsalikewise,
Chavez'Double Fan, Windmilland others look inelegant when done with an orglidack. Besides, the
Windmillis a sloppy way to dBan within a Fan, and theDouble Fanis basically Tarr'®eel-Away Fan.

Bad Fansl just don't like certain fans. THeosettds a puny, practically invisible trifle that is iiwétive

of a tendency to attempt to exaggerate the impbithe insignificant. The Curly-Qor One-handed
Pressure Faris an example of focusing unnecessary attentiotherormation of a fan rather than on the
fan itself. This kind of fan is like springing tleards onto the table to do a ribbon spread anawvern
instead of pressure-spreading them. You get a méssgn in exchange for a nominally fancier way of
making the ribbonContinuous Card Circlesre "hard way" propositions with no more impactnttza
regular circle and way less impact than a giardleirWwhy would you want to make a continuous card
circle? Just for the sake of seeing your fingaxkstig out the middle of it, and this is not neastification
enough. See Dai Vernondltimate Secrets of Card Magifor a clumsy description of this clumsy
flourish. Vernon admits that the "handling is noeoof those beautifully smooth sequences of moves,"
and goes so far as to suggest that the circle beérout of sight," and then brought out for displaye
wacky Vernon also finds the disturbing phallic ptmtrance of the finger "rather humorous.”

Andrus' Card MorassThis dreadful stunt entails laying out the entireckd on the table in such a
configuration that it can be picked up off the &abihd balanced on one finger. The laying down ef th
cards takes a long time and the final arrangemauwits| very disorderly. Plus, who cares if you can
balance a deck of cards on your finger if it talket long and looks so messy. This is a trick besd in
illustrating the concept of center of gravity ineswe class. Andrus is a genius, but he's alscakimazy.
And remember, a regul@ard Circle is laughably easy to balance on your index findeo bad you
can't spin the circle as well.

Some of the Stuff i€ard Fan-tasiesandExhibition Card FansAs | have said elsewhere, | think some of
the maneuvers in these books border on the riddaledefinitely obtain the books for yourself irder to
evaluate them for yourself. Also note that Goodldltodson has chillingly long thumbs that make
Nosfaratu look like a Disney character.

"Windshield Wiper" fansThis entails successive closing and reopeningwin Fans with the hands
alternating. When one fan closes, the other opstias, My only problem with this is the fans get mess
pretty quickly, because you're supposed to immeljiaipen and close the fans, with no time to square
the deck in between. The fans look messier morektyuwith regular cards. With colorful fanning card
this is a much nicer effect.

Giant Fan Trivia.Henry Hay, in the otherwise reputafilee Amateur Magician's Handbodk|ls you to
riffle shuffle the halves of the deck together "very eyem preparation for a giant fan. | guess he never
heard of the weave. There's no way anyone can ¢oildrvever need to) quicklyiffle shuffle a deck
evenly enough to do a decent giant fan! In faa, ghuffle should be card-for-card, with a littleway
with the very front and rear cards of the left h8lfit things gets stranger. Lynn Searles, in hisskent
How to Do Trickswith Cards,says "I know of no way to spring or squeeze thisfhin into existence," but
gives a good description of the weave shuffle kewtitThe Eye Level Dovetail Shuffle.” And then Herday,
again after telling you taffle shuffle rather than weave the halves of the degkttwer, gives a unique way to
springa giant fan into existence. Hay says to springctirels "by the side edges, bending the cards lergghw
instead of crosswise.” This is identical to my noettof the non-gianSide-Spring Fan. | don't think the side-
spring method is necessary for the giant fan. Grent Pressure Fan or theGiant Thumb Fan are better,
unless of course you are using an unpowdered, alirtyorn deck. Then the side-spring method wilbhglst
as it would with a normal, non-giant fan.
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SPRIHGSANDDROPS

"These are the airs and graces of legerdemairs-&akill that are pretty and showy whether or thely
mystify. " Henry Hay

Henry Hay describes springing the cards as theidgtaghe oldest and the most ostentatious of the
flourishes." | don't know about oldest, but I'dadisee on the other two counts. Although easiesydar
might not be easiest for me, | have rarely seemnmibee executed very smoothly with any respectable
distance, and certainly know of many less difficalineuvers. In fact, really springing the cardshwhie
hands spread three feet apart and the cards trgualan even, fluid stream, over the performegad) is
one of the more difficult feats of finger-flingimmpssible with playing cards. And a double pirouatt®-
spread catch (or for that matter, a pirouette dowain-spread catch) is considerably more ostentatio
than merely springing the cards.

Many authors, including Hay, say "don't try fortdisce" when springing the deck. But do a sizzliagly
long spring right after someone else has perforenediful, effete, six-inch spring and see if spdots
don't readily perceive that the performer of theger spring also sports a comparably elongatedanat
analog. Hay says that "three inches is fine tot,5thut in my opinion a three-inch spring is never
acceptable, even your first time, even in the yvaf your own home.

Hay also tells us that "If you want to do cardKisiénstead of play cards with strangers, springptiiek a
couple of times and you'll soon have an audiendew I'm back with ol' Henry. What he's saying is:
blatantly impress people right off the bat and thesxsually respect you enough to watch your other,
maybe just as impressive, but perhaps less opemgcious, stuff. This really gets to the hearthaf t
reason that virtually all spectators like flourisheut you'll find many who loath any kind of caratk.
Many people have been subjected to grotesquelndgpar heinously inept card tricks. In contrast, a
person springing the cards in a graceful, improp&irlg arc is putting ouplain and simple, and chances
are he won't waste your time counting cards intless stacks.

| would not, as does Lewis Ganson, in Expert Malaifpon of Playing Cards, go so far as to say that
"nearly all the ways of executing (any) flouristfeadependent upon "springing the cards." In faet th
majority of flourishes have nothing to do with swjing the cards.

You will need to learn thBasic Spring in order to be able to do théery Long Spring or theUpside-
Down Spring. You will need to be able to spring the cards asvisilas is necessary for tHeouble
Spring before you can do the Very Lorgpring. You will need to be able to do théery Long Spring
andUpside-Down Spring before you can do th@verhead Spring. If you learn the springs in the order |
give them, you'll be just fine.

Here, "Spring" refers to the squeezing and prapglf cards out of the hand, while a "Drop" is the
dropping of the cards from one hand to the othar, With the one-hand versions, to the same hakd.)
Flat Drop is aWaterfall Drop done on the perpendicular planeCascade refers to a drop involving a
(weave-) shuffled deck. Other authors have refetoetiese distinct classes of flourishes intercikeabty

as "Waterfall," "Cascade," "Fountain,” "Spring," iBBon Drop," "Sizzle," and, most regrettably,
"Niagara." | do cave in to convention when | use tarm "waterfall* to refer both to thé&/aterfall
ShuffleandWaterfall Drop, two markedly different actions.
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Basic Spring

The Basic Spring is performed by holding the deck in the right hagdhsping the inner left and outer
right cornersof the cards, bowing the deck toward the palm, squeezing the deck so the cards squirt in
an even stream into the left hand. Do not do astherwise wise Bill Tarr and virtually all otheutaors
would tell you, which is grip the pack by the righumb and fingers on the middle of the short ends.
When | first perused the table of contents for Hdgand Braue's excelleBixpert Card Techniqué was
excited to see a chapter entitled "Flourishes # tieappointed to discover the chapter was onhptages
long, then unhealthily excited again when | read thescription of the corner-grip method entitled
"Springing The Cards -A New Method." Holding thedsat the opposite corners with pinkie and thumb
provides for vastly superior command or, as Hugaahuently understates it, "will be found to give
greater and easier control of the flourish. It nsageactical a slower and hence more effective acaad
the cards can be sprung with the hands farthet.&par

Stunts like theOverhead Spring and theOne-Hand Spring are virtually impossible with the old-
fashioned, thumb-at-the-middle-of-the-short-endhef-deck, or "incorrect” way. What it all boils dow
to is this: The corner method allows you to conaibfour sides of the deck, whereas the non-cognigr
only allows for the control of the two short endghe deck. Do not however, keep the index fingetet
on top of the deck like the drawingxpert Card Technique.

So anyway, grab the deck in the right hand andesspuso the deck bows upward, that is, the middle of
the top card is bending up, toward the invertednp&ligures 4-1 to 4-3 show the correct grip frome¢h
different angles. Note that while the index, secand ring fingers contact the edge of the shortadrile
deck and serve as kind of a guide, the cards will be consciously sprung off of the pinkie andrtitu
With the deck thus bowed, you now have a wealtbpoing tension extremely literally at your fingesi
Allow the bottom-most card, then its penultimatetber, then the whole inbred clan of plastic-co&ied
one kissing cousin at a time, to spring off thentbu Ultimately you will want the cards to sprind tie
thumb and pinkie simultaneously, but for startéiis & good idea to concentrate on a smooth prmeess
off the thumb. If you do this, the cards will stneéoward you, but this is good since they will gbet off
your stomach and into the waiting left hand. Usjogr belly as a training backboard is not as iga@s

it sounds, and once more control is obtained, #m@ pinkie of the left hand will act as a diminativ
substitute for the now obsolete ventral plane. W fieches (anything more than three) is fine fortsta
but the beauty of the flourish lies in a smooth grahd cascade.

Distance between the hands makes for a more wsasalésting display, but many a card will tumble
gracelessly to the pavement in the process of mgiprecious inches. One trick is to move both hands
apart and back again, accordion-style, insteadsifglevating the right hand. Another is to tryspring

the cards as s-1-o0-w-l-y as possible, to providetifor the hands to separate farther. Any breelle wi
prove fatal to this flourish, so, whenever possilperform it in an absolute vacuum. For rdatance
(three feet and more) see the very-soon-to-foll@mM.ong Spring.

Do not learn to spring the cards off the fingers firstydu fall into this habit, you will drop much more
often and will be able to recover from iffy sprinfgg less often. One acceptable variant would lee th
substitution of the right ring finger for the righinkie at the corner opposite the thumb, if yopgen to
be weak-pinkied. Or try wedging this corner betwtentips of the pinkie and ring finger.

So, first get the knack and feel of the move bynging the cards from the right thumb corner otlge
your stomach to help catch them in your left hdnmtbcessary. At this point six inches between teds
is tolerable. Once this is comfortable, try lettithge cards spring off both the right thumb-and Enk
controlled corners. Then try using the left pinkiea back drop to help catch the sprung cardsléefhe
index finger can do the same thing at the fronthefdeck, so in effect the left hand forms a basket
which the cards are sprung. This basket has théhigib as one side, the left middle and ring fisges
the other, and the left pinkie and index fingeittes remaining two ends. Figure 4-4 depicts thetivela
positions of the two hands at the start of thergpriFigures 4-5 and 4-6 show a proper left-handdias
grip collecting sprung cards. Figures 4-7 to 4-06vg what your basic spring should look like, froouy
perspective.
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Maybe the reason the corner grip never supplamiedther grip is the somewhat ambiguous drawing of
the grip inExpert Card Techniqudt almost looks like the deck is being held by khieg sides. That and
the depiction of the curled index finger atop thecld may have acted as deterrents. | cannot
overemphasize the importance of using the cornpr glthough this sentence sure comes close.

e 4-3

Sagnire -4 Hgnre 4-2
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Waterfall Drop

For the basiaVaterfall Drop, you want to forget all that cragoout the corner grip. Were you to
use the corner grip for this flourish, the cardgimitend to rotate as they fell. Start with theldec
in the left hand and begin to grab the deck withright thumb at one short end, and the right
fingers at the other short end (Figures 4-11, 4-BR§h the deck deeply into the right hand as
you close the right thumb and fingers and let thekdspring toward the fingertips (Figures 4-13
to 4-15). The idea is to get all 52 cards evenbcsd, with a little pocket of air between each
card and its neighbor. The amount of bow in thel€after expansion is not that important; the
smaller your hand, the sharper the bend of thesc#&ekep the left thumb pressed on the face card
and the other left fingers underneath the expanédedl to keep the cards stable. | call the
preceding preparatory sequence of moves "expanidandeck.” Ganson describes the process in
Expert Manipulation of Playing Cards; many othethaus mention the same thing, usually in
conjunction with some untenable card trick. Weadsusf the expansion that have been offered
range from weaving two expanded halves as a shoféapanding half the pack to look like the
whole deck and then pretending to palm off halfdeek but really just un-expanding the half. In
my opinion, the most dignified uses for the decgamsion are waterfall and flat drops. Another
good use for the concept taken to the extremesisdim-automatic Flower Fan.
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Now you're ready for the drop itself. Slightly opdse right hand. Since the cards are evenly spattbd

air pockets, once you release some of the pres$uhe right thumb and fingers, the cards shoulgirbe

to fall in an even stream (Figures 4-16, 4-17). t®ae to gradually open the right hand and alloe st

of the deck to fall into the left hand (Figures 8tb 4-21). Raise the right hand to lengthen theast,
then lower the right hand as the supply of cards mut. Use the same basket-catch technique wath th
left hand as you did in catching the Basic Sprang;ept the basket needs to be a little narroweth Wi
waterfall, the cards can hit the base of the lafidrs and fall into the left palm or be sandwichetiveen

the left fingers and thumb as shown in the photog.to time the raising and lowering of the riglanil

so that you're not dropping the deck from one atatiy hand to the other so much as maintaining an
unbroken stream of cards between the hands. Onteeygot the knack, you can also drop the carda fro
a stationary, elevated right hand into a stationeityhand. In fact, you will need to do preciséfys to
exhibit the extremely impressive Behind-the-Backt&Viall Drop.

{3cha * ptaddmaitd * 558 4
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Flat Drop

Back to the corner grip for thielat Drop. The goal here is to drop the cards in a long stranthhave
them land flat atop one another. Grip the decloashfe Basic Spring, except deep in the hand athéor
Waterfall Drop. Now do the deck expansion maneuver from\Whaterfall Drop, except with the corner
grip. This should not be that challenging. Oncedhels are separated turn the deck face down @igur
22), and begin releasing the cards by letting ughentension of the right thumb and pinkie. Ralse t
right hand as far as you can without disrupting gtream of falling cards (Figure 4-23). Once thghti
hand has reached its apogee and almost all the taek fallen, lower the right hand (Figure 4-24).
Sometimes you may need to turn the hand palm daford doing the deck expansion thing, in which
case a little more care should be exercised sdtibatards don't start to drop prematurely.

The chief enemy of a smoofat Drop is tumbling rotation of the cards. Using the corgaep should
prevent this from happening. If rotation does hapfigure out from which corner the cards fall fjrand
raise the bottom cards up with the thumb (or pinkiethis corner. In other words, try to delay thé
from whichever side is falling first and causing tbards to rotate. Don't try to tilt the whole exged
deck. Merely tilting up the first few cards of tfiew should do the trick.

Really longFlat Drops are difficult because you have ho momentum to wdtk. If you raise your right
hand too far, the spaces between the cards wilibk that some of the cards are bound to somer&ault
for a couple of feet of distance.

| would advise dividing the deck and practicing Eiat Drop in both hands simultaneously, endeavoring
to drop the cards on the table in two piles thateer square and neat as possible. Facility wishpttaictice
technique will make both real one-haRkht Drops (where you have to actually catch the falling cards
and theFlat Drop Shuffle much easier to acquire. Théat Drop is no substitute for a good spring, but
with the deck divided, the flat drop gives much emopntrol for a shuffle. Houdini's one-handed gprin
was actually a flat drop, according to Gaultierellse same catching techniques described IOt
Hand Waterfall/Double Waterfall Drop description to do simultaneous one-h&hat Drops. So-called
"dribble” moves, where the cards are riffleadboth ends as they are dropped, are not flowishiee
dribble is a magical sleight for apparently provihgt the cards are not being controlled by théopaer.

It's hard to get much fluidity or distance from tthebble if you try to use it as a flourish. Occaslly
you come across someone who has worked out a/sffiag/drop with respectable distance. Such
methods are temperamental owing to the difficulfyntaking two sides or ends of the deck riffle
synchronically. Plus, they are competing with eaarel more fluid looking standard springs and drops
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Cascade

My definition of Cascade entails that the cardsdivided and woven prior to dropping them. As Ilwil
soon for table ribbon spreads, | must refer yodday AndrusKurious Kardsto see the subject of
Cascades explored to its most questionable extrémeérus describe€ascades where the cards are
divided in half, woven, divided again, woven agand then dropped. | have several problems with such
Cascades. First and most important, Andrus makgsmasion for_catchinghe cards so you can maybe
do something else with them. With both hands oalipiolding the enormous woven four-tiered pack,
and with the cards falling in several differenesaims, your only hope of catching them would be lraia

(or a row of hats) strategically positioned on bldaor the floor. Second, it is tough and unnattoal
weave already woven cards. There is too much dpetwecen the cards and not enough fingers on most
hands to keep the cards under control long enoughenn go and deliberately drop them on the flaor (
into arow of hats). As with all of Andrus' more marginally tkable material, | am still ever grateful for
his at least examining some of the possibilitied @early posting some of the explorative dead ends

What | want in aCascade is something pretty that is catchable in a readentshion. | don't want
something where you just barely manage to catdhears of cards, but in such a disheveled heapitthat
takes a minute to square them. Verndigis Cascadefor instance, is rather tough to square after the
drop. It consists of doing th&tandard One-Hand Riffle Shuffle in the left hand to weave the cards
together, and directing the woven cards from thiehiend to the right. | don't much like thiotis Cascade
as a flourish anyway, because | think it throws yate one-hand shuffle. | very much like when, in
another book, Vernon relates that Senor Notis cjugdle ordinary playing cards "in the same maraser

a juggler performs with balls.”

Here is my favoriteCascade. First weave the cards and arrange the halves sahbacorners of the
halves overlap by one inch and are angled as sliBigare 4-25). Note that the top and bottom caifds o
the woven pack are in the left hand, enabling yolet go with the right hand (Figure 4-26). Keeight
grip on the woven pack with the left hand. Extehd tight index and pinkie fingers and curl the tigh
middle and ring fingers. Grip the deck from abovthwhe right thumb at the center of the junctuir¢he
two halves and from below with the right pinkie andex fingers at opposing spots on the edgeseof th
respective halves (Figure 4-27). Keep grippingdiek rather firmly to keep it square. Position leig
hand below the right hand and directly undernela¢hjiincture of the two halves of the deck (Figure 4
28). Tilt the right hand and the deck back and Blowelease the tension of the right thumb, unt tront
cards begin to fall (Figures 4-29, 4-30). Slowlyttie deck forward to cause more cards to fal(Fe 4-
31). Use a basket grip to catch the coalescingsaarthe left hand. Continue the slow tilt of theudle-
pack until all the cards have cascaded into thehl@fd (Figures 4-32 to 4-34). If you hold the wove
deck straight up and down rather than tilted badkestart, all the cards will fall at once inextremely
quick and unsatisfying cascade. The gradual tiltorgvard allows for a slower and easy-to-see cascad
Many other cascade configurations are possibldy, vétying degrees of catchability.
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Double Spring

In animated cartoons, the card shark always sptimgsleck two or three times, in rapid successigth,

no time at all between each spring. Or, the cardgjaickly sprung from the right hand to the I¢fign
the left to the right, then right to left, etc. tle flesh and blood world of actual semi-advancechgtes
such as ourselves, such-feats are impracticabke.c@ids just never land in a square-enough piteen
left hand for the right to immediately re-grip fanother hurried spring. The left hand can atterapt t
quickly re-square the deck but never quickly ortiyeanough. | think the only way to achieve truly
immediate back-to-back springs is to performEoeible Spring, and the easiest way to get the effect of
alternate-hand springing is to use theside-Down Spring.

All the Double Spring really entails is the successive springing of thbrds of the deck, instead of the
entire pasteboard concatenation. In other, sliglebg ill-chosen words, spring the bottom half loé t
deck, bring the hands together as if to be donk thi¢ stunt, and then instantly spring the remaiofe
the cards onto the sprung lower half which is nesgting in the left palm. Figures 4-35 to 4-39 iltate
this process.

Of course you must spring the cards very slowlider to get any longevity or distance out of the
springs. This means the corner grip combined witleléberate attempt to spring the cards very slowly
Since you will not be getting as much distance witif the deck, you can use less pressure when
springing. Bend the cards less and your spring sidlv down. Practice springing only half a deckilunt
you can get respectable distance. Back-to-backnsix-springs look twice as poor as a single sixrinc
spring. Learning the Very Long Spring will greaficilitate theDouble Spring, and vice-versa.

red=26
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Upside-Down Spring

| think it's pointless to learn to spring the camdth both hands for the normal hand-to-hand spring
although you will need to be able to spring somwoth hands to do the douldgring Shuffle.

TheUpside-Down Spring can make it lookike you can spring the cards with either hand.idenooking
feat in itself, theUpside-Down Spring is a prerequisite to the Very Longoring and, the most
spectacular spring of all, tli@ver head Spring.

The actual springing part of thépside-Down Spring is similar to theBasic Spring. The hands are held
upside-down, however, so you are springing therfraip the right hand into the left. The rhythm oéth
spring is different from the basic spring. With tdpside-Down Spring you must follow the left hand
with the right as the left moves up to allow thedsato spring as high as possible. Needless tcasggod
four-point basket catch is essential, but the fatéhe other cards springing up from below mudp he
keep the first cards pushed up into the left hdimd feel of the force of the cards springing um aédls
you how high to lift the left hand. Too low, anatbnergy of the spring is wasted. Too high, and:énds
sprung up from the right hand won't make it higlowgh to be caught. At the end of the spring it is
necessary to close the hands, either by loweriadethh hand or raising the right, or doing a littieboth

at the same time.

So, grip the deck in the right hand as for thedapring. Now turn this hand palm up. Turn yout hefnd
palm down (Figure 4-40). Spring the cards up assmread the hands apart, gathering them into the le
hand, the fingers of which gradually close as nuamels are added (Figures 4-41, 4-42). The sprurfs ca
push against the left hand, which moves furtheryafin@m the right hand at the beginning of the fishr
and closer to the right hand at the end. The igimd follows the left so as to keep a steady stream
cards going up throughout the spritdpside-Down Springs of two feet or more in length look much
better. If your intent is the appearance of amitiders springs, then make the upside-down spring the
exact same length as the right-side-up spring. Dmlat side-up spring, followed by an upside-down
spring, followed by a right-side-up spring, andifipears as if you have sprung the cards from hand t
hand to hand.
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Very Long Spring

TheVery Long Spring takes advantage of the slow springing requiredieDouble Spring, and also
makes use of the hand separation technique dipisale-Down Spring. In fact, theVery Long Spring
feels a lot like theJpside-Down Spring done right-side-up. This is because the hands seysrate a
very long distancéut maintain the tension and thus the integrity of stream of cards. With thBasic
Spring, gravity will assist you in catching the cards, awdyou are not trying to push down on the left
hand with the force of the springing cards -thalsawill get there on their own. With thépside-Down
Spring the stream of cards must push up on the left hatid sufficient force to keep the earlier cards
elevated and in the left hand. With tery Long Spring, the card stream must always exert pressure on
the left hand, throughout the spring, even thotnghctards are technicallglling into the left hand. This is
because the hands are so far apart that the adnly kieeping the cards in line is their momentumo To
much momentum and your spring will be of short daraand you won't have time to spread the hands
really far apart. Too little momentum and your agriwill disintegrate in a catastrophic explosion of
cards.

The right hand leads in this spring, and the ketoigsaise the right hand way up above the lefthas t
spring commences. As soon as you feel cards beegsed into the left hand by their rude followers,
raise the right hand as far as it will go whildl stiaintaining the same amount of pressure agéesteft
hand by the stream of cards. Spring the cards skenwly in order to allow for the hands to remain
separated for the longest possible time. Evenhi®,ig a flourish of short duration because thevskss

of the spring is consumed by the distance betwleermands. When the tension of the cards against you
left hand begins to let up, raise the left handaifollow the right hand. After practice, you wilhd that
both hands move up at the same rate until the etiteaspring, when the hands must close togethes. T
only reason th&ery Long Spring works is that some control is exerted at both exfdbe spring. The
right hand emits a slow, even stream of cards.|&dand must both gauge tension and catch thiscar
Figures 4-43 to 4-47 shothis flourish.
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Overhead Spring

On the front of one of the paperback editions aflR@Paul's fascinatinffhe Card Magic of LePau$ a
drawing (by Ed Mishell) of a magician in bow tiedatails springing the deck in an arc over his head,
where the cards actually LOOP around and eventealty up in his other hand. Now if any flourish is
impossible it's that. However...

TheOverhead Spring is as spectacular a flourish as is possible widlyipg cards. | believe it is original
with me; | have certainly never seen anyone elserddescribe it. The cards are sprung in a grand,
sweeping arc, over the head. Owing to the uniqugeaat which the cards are presented, most ofréee a
of the faces of all the cards are visible througlbe flourish.
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This flourish will be fairly easy for you if you ke truly mastered all of the preceding springing
techniques. It will be grievously difficult if yoaven't. The comer grip is essential.

This is pictured from your perspective, and belima the pictures do not do the move justice. Rt
front of the mirror until you get a nice, smoothng, slow, visible arc.

Hold the deck in the right hand in preparationddfery Long Spring. Position both hands at the left side
of the body, left hand palm up, right hand with tdeek palm down (Figure 4-48). Without springing th
cards, keep the arms perfectly rigid and sweep tineam arc from left to right, over your head. (Higs
4-49 to 4-53). This is the path you want the caod®llow. One thing you're never gonna be ablddas
spring a deck of cards from the right hand to #ie bver the head, with the hands positioned qosjte
sides of your body throughout. Instead, you mulioiothe right hand with the left as the two hands
traverse their arc. In between the hands Véesy Long Spring that will actually curve to follow the
sweeping, curved traversal of the hands.

Remember the feel of the sprung cards pressingstgtiie left hand in thelpside-Down Spring, and
how the left hand follows the right in theery L ong Spring. Also recall how very slowly the cards had to
be sprung in order to doRouble Spring.

Now, with the hands back at the left side of yoady (Figure 4-54). Begin to spring the cards as you
move both hands up (Figure 4-55). Move the rigmohfaster than the left until you feel the tensibithe
sprung cards on the left palm begin to diminishc®©you have achieved your maximum distance, move
both hands at the same rate, keeping the distagteeeen them the same. Continue to move the hands
until they traverse an arc up and over the headf@mdown to the right side of the body (Figurés64o
4-58). At Figure 4-57 the spring begins to turnidesiown. The rest of the spring is @ipside-Down
Spring with the left fingers pointing out. The cards erglall in the left hand which is above the right
(Figure 4-59). This is a beautiful, flagrant, ingteeputation-maker.
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Behind-the-Back Waterfall Drop

What makes this so brutally difficult is that itheth a blind catch and a hard catch. A blind casch
catch the performer can't see happening. Don'ihgetvrong -half the stuff in this book can be done
blindfolded once you are skilled enough (a gooaditld peek won't hurt either). Aerial stunts and
catches are a completely different matter. Bekind-the-Back Waterfall Drop isn't as hard as juggling
cards blindfolded. But it's damned hard.

First practice a new, twisted kind of basket cdtclfront of the body. Figure 4-60 shows the lefhtia
rotated clockwise toward the body as far as it twilst. Now practice waterfall dropping the cardsoi
this contorted basket. To do so you will also neecbtate the right hand so that it is orientediitop the
cards in a stream parallel to the front of youryb@eigures 4-61 to 4-64). Once you have masterid th
awkward drop, you can convert it into the behineHtiack drop. First, expand the pack in the rigimdha
as you would for an ordinaMyaterfall Drop. Then, put your left hand behind your back and togmir

left thumb to your spine about six inches aboverymitline. Your left thumb should point straight and

be pressed against your back for the length ofitheb. Now take your right arm and position it lmehi
your head. Touch the back of your right pinkie be tback of your head. Your goal is to have the
expanded deck in the right hand poised directlywaltbe basket-ready, backbone-touching left hand.

You guessed it -you now waterfall drop the deckfrte right hand to the left. The most importamgh

| can tell you is to arch your back. If the carti kit your back near your shoulders, stretch iyaght
arm so the right hand is further in back of yowarfsling with your left side facing a mirror will dra
you to diagnose other impediments to the fallimgash of cards. First try dropping an encased datk u
you catch it every time and it does not rotate.rlearn the real drop with half a deck, and drapdards
almost all at once at first. Then gradually adddsaand slow the stream down. Like | said, this is a
toughie and only considerable practice will reritlarreliable flourish.
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One-Hand Waterfall/Double Waterfall Drop

The real reason to learn tlme-Hand Waterfall Drop is so you can do it in both hands simultaneously,
as the spectacul@ouble Waterfall Drop. Unless you can get enormous distance, the effedviofy the
move in one hand with the full deck is about theaas the infinitely easiéto-Turnover Down Catch
from the Arm-Spreads chapter. Plus, @ee-Hand Waterfall Drop is much easier to do with half a deck
-with the whole deck the cards start to rotatelegon it in the right hand with half the deck, ahén
master it in both hands, with half the pack in each

For a really hard flourish, tHeouble Waterfall Drop gets a lot of exposure. McBride does it (but ddesn’
describe it) in his indispensablert of Card Manipulationsvideos. And I've seen Ricky Jay do it,
although it is not in hi€ards as Weapong#ccording to both Gaultier and Farelli, Houdini tsbalso do
the Double Waterfall Drop, as could Warren Keene, another contemporary. Gaalsonrefers to it in
Expert Manipulation of Playing Cards.

First, try it in the right hand. To keep the casggiare, hold the deck with the pinkie and indegdmat
the long sides and the thumb and middle and sefogers on the short ends (Figure 4-65). When gou'r
ready to expand the half, move the fingers to thiemal position for waterfall dropping (Figure 4-66)
Expand the half. If you can't expand half the padth one hand, now's the time to learn. When
expanding the deck with two hands, you used tharidex finger to help bow the deck toward the tigh
palm and to keep the cards nearest the right fippgeirom falling. With one hand, hold half the &ewith
one short end far back at the fingers and the athert end at the second joint of the thumb. Squéez
thumb and fingers toward each other and bend thke @ggure 4-67). Release pressure with the fingers
until the finger-controlled end of the half creepward the fingertips. Let the thumb end of the bedep
toward the thumbtip a little as well. Once the faeeds of the pack reach the fingertips, stop sabea
pressure with the fingers. Put the index fingethattop long side of the expanded pack (Figure 4468
you put the index finger at the top long side &f tleck before you expand the deck, you will haseiah
more difficult time expanding the cards.

Here is the paramount crucial key secret to perifogrthe One-Hand Waterfall Drop successfully: Do
not drop the cards! Instead, raise the hand ang Itkee bottom card where the hand was, releasimg th
cards as you go (Figures 4-69, 4-70). To starhaatsibbon is O. K. as long as you always cat¢Hhed
cards. Raise the hand as far as you can untildtierb card of the ribbon begins to fall. Then lumnigsvn
with the hand and catch the cards (Figures 4-712)4The index finger must be at the front of theds

as they are being caught so this finger can pihehdst cards caught against the rest of the caagts.

Incredibly, it is not much more difficult to geterhand_undethe ribbon since the bottom card of the
ribbon doesn't fall very far in the split secondakes for the hand to duck down below this cand. |
essence, such a catch amounts Bame-Hand Fall Catch of a waterfall. I'm not sure the sheer one-
handedness of @ne-Hand Waterfall with a Same-Hand Fall Catch is enough to distinguish the move
from such a catch of an arm-spread.

To prepare both halves of the deck for simultanemygmansion, do ®addlewheel Cut until the halves
are face to face. Alter the grip on the halveshsd the thumbs are at the short ends and the Sragerat
the other short ends.
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One-Hand Spring

This is really a one-hantlpside-Down Spring. A one-hand right-side-up spring would just be a
lightning-quick way to scatter the cards all oves floor. Even as it is, th®ne-Hand Spring will have
you picking up cards for years to come. It is easith well-worn cards.

Hold the deck in the right hand in the normal, bagiringing grip. Turn the hand palm up as if titidte
an Upside-Down Spring. You must spring the cards more gently though, il goal of having the
weight of the top cards of the fountain act asral kif phantom left hand.. In fact, build up to l@ag the
One-Hand Spring by doing theUpside-Down Spring into the palm of the left hand with the left finger
extended. In other words, don't use the left fisgertry to grip and catch the cards. Instead,spdesvn
on the top cards of the spring with the left palrower the left hand as needed to push it back tiio
right hand. When you can do that, try using justléft index finger to control the top of the sprin

Finally, try a totally one-handedne-Hand Spring. Deck in springing grip, palm up (Figure 4-73). Rais
the right hand a foot or so, then spring the erdi#gek at once as the right hand rapidly descends to
initial height. (Figure 4-74). Catch the cardstesytdescend into the hand (Figure 7-75). You giegro
spring the pack straight up in the air so thadlisfstraight back into the right hand. The firatds out of
the hand and the increasing weight of additionalirsp cards at the top of the stream perform a amil
function
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as the left hand in the two-handétpside-Down Spring. While the cards aren't exactly catching
themselves, the weight of the first cards spruraukhprovide enough resistance to the rest of tifgaus
to limit the height of the stream to a catchabléumm of cards. Another technique to try is to start
springing with the right hand held relatively higthen move the right hand rapidly down with theirsgpr

Virtual Electric Deck

This is inExpert Manipulation of Playing Cardand is attributed to one Charles Kettle. The pimli¥ill
Goldston also describes this and calls it the "@dnwa." Basically you prepare the deck for the
Automatic Flower Fan. Goldston also describes theutomatic Flower Fan and calls it the "Card
Flower." Then, in Ganson's version, you throw tkekdin the air, it separates into a beautiful adicor,

and is caught by lunging down with the other hakitlof my objections to Andrus' bent and woven &bl
spreads apply here. And besides, you can Ho-&urnover Down Catch for just about the same effect
without bending any cards. However, there are leoaf related effects or features of effects zitilj

this concept that are not replicable any other Way.instance, you may eventually learn @me-Hand
Spring, but it will never look as long and smooth as a baged toss with th¥irtual Electric Deck. The
automatic accordion produced via this method haspaees, gaps or uneven runs of cards. And unless
you are some kind of flourish monster, you will aelearn the genuin@ne-Hand Spring in both hands.
With the bent and woven pack, you can master oné-laatomatic tosses in both hands in a matter of
minutes. Divide the bent and woven deck in halgkéhe halves compressed, and hold the hands palm-
up in front of you. Then release pressure on theeBaas you toss them lightly straight up. The éslv
will spring up into smooth towers of cards and tisettle back into the hands. If you have probletss i
because you bent the cards too much or possiblgmaigh.

So, bend and weave the cards (Figures 4-76 to AR&thember to bend the cards all the same direetion
see theAutomatic Flower Fan for information in this regard, and for more ingfiions on bending and
weaving the pack. You now havevartual Electric Deck (Figure 4-82). Keep the deck compressed and
hold it in dealing position with the index finger the front short end (Figure 4-83). Remove thartbu
and make an upward motion with the hand to initthie accordion action (Figures 4-84, 4-85). Let the
ribbon fall back into the hand and regrip it witretthumb (Figures 4-86 to 4-88). Learn it in eaahch
with half of the deck.

If you really want to get mileage from the bendamyl weaving concept, here's my advice: In preparati
for the very last series of stunts you do, makéraual Electric Deck, without of course calling attention
to the bending and weaving. Toss the deck accomstida from the left hand to the right. Do a onedha
toss straight up in the right hand. Divide the dda alternating and then simultaneous one hargk$os
Do anAutomatic Flower Fan and hold it in both hands. Divide the deck and idwuaneous one-hand
Automatic Flower Fansin each hand. Have a spectator doAariomatic Flower Fan. If you are near a
cloth-covered table or close-up pad, do a couplanmrus' bizarre table spreads. Stuff the deck ihéo
card case, and put that deck of carnday until you can unshuffle and counter-bend tieprivate.

174



Fegprre 4-760 igiire 47

Figrore -8

Fimire d=82

175



I L 4= 7

Springing Miscellany

Waterfall ProductionBack palm a card or cards before doing the stanslaréhandwaterfall Drop. Do
the drop, produce the cards. Naturally you mus tace of your angles. | got this from McBride.

Faux Spring.This is the old saw where you take the deck inriplet hand, put the hand and the deck
behind the head, and pretend to spring the catdghe left hand, which is behind the back at wigiegl.
Then you just riffle the deck with the right haraissounds something like springing. Then you Ugua
say something like "Now back up," and riffle thedsaagain, as if to have sprung the cards backtap i
the right hand. Be sure you are facing the audierteen you do this! | am generally opposed to thvisl k

of overripe corn, but you could do the above foildaup before turning your back to the audience and
performing the genuinBehind-the-Back Waterfall. If you are really limber and really worked at ihet
you could get the hang ofasic Spring with the hands so configured. But forget tryingltbanUpside-
Down Spring back up into the right hand.

"Yo." This is from the extremely creative Lee Asher.rita@s initiating a one-hand airborne ribbon right
from dealing position. The ribbon settles back ith® hand and the effect can be immediately redette
looks really good, particularly if you can get aenilong ribbon. That's the hard part, particulavith a
deck with lots of fanning powder.

Springing the cards from the ends rather than tomers. Even though it really doesn't take much to
change one's grip from the inferior grip to theesigr corner grip, there will still be die-hardstirefuse
to change. Their springs will remain short, quiid unsatisfying to all involved.
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TWO-HANDSINGLECUTS

Do not under-estimate the value (of card flouri$httwey play a very important role in arousing et
and have a terrific appeal to the imagination of audience. They add spice and color to any
performance.” -Paul LePaul

This chapter consists of stunts where the deckvidetl in half, and the halves are transposed, ket
hands are used. If you a repeat a single cut Witsame two halves, it becomes a continuous ctiielf
two halves of the deck are further divided, thés & multiple cut and is described in the chapter
cryptically entitled "Two-Hand Multiple Cuts."

As far as | know, this version of tiRaddlewheel Cut is original with me, as are tHgrop, Tumble and
Twirl Cuts. The Pivot Cut idea | got from Royal Road to Card Magic, althouighas been described
elsewhere. The behind-the-back separation conseitom T. G. Murphy, although my method is
different. And no, you won't see the dumb "Comeady;'Cit has already been cannibalized into a one-
hand throw cut.

How many different ways are there of transposirgttino halves of a deck of cards with two hands? Of
course the answer is a thoroughly reasoned antutgridnought-out "who cares?" As with one-handsgut
what matters are visually dissimilar and excititmufishes. What makes for exciting is to some éxten
subjective, but spinning, flying and tumbling patskare a definite plus.

A bonus is that many, many of the cuts in this #redfollowing chapter can be adapted as false tts.
some instances simply repeating the cut with thmeespackets turns it into a false cut. In other sase
minor alterations can be made to create absolutefgthomable full-deck false cuts. Retaining top or
bottom stock is even easier.

Another bonus is the ease with which some of tisese flow together. ThBrop Cut, Cross Drop Cut,
Forward Tumble Cut, Reverse Tumble Cut andTwirl Cut can form a beautiful medley of cuts that can
leave the audience smiling and the deck in origameer. Try something like thi€rop Cut four times.
Cross Drop Cut three timesDrop Cut three timesForward Tumble Cut three timesReverse Tumble
Cut three times. Alternatéorward Tumble Cut and Reverse Tumble Cut for four total cuts (two of
each). Twirl Cut three times and end in dealing position. Of coysa use the same two halves
throughout and never close the deck until the een. If the deck has sustained a fair cut afteofathis,
add or subtract one cut. Just come up with a gsitiaoth sequence of cuts.
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Pivot Cut

This cut is based on "A Very Pretty Cut" in Hugandd Braue'sRoyal Road to Card Magid. have
modified it for a surer execution. Other similataxist.

The deck starts in dealing position in the leftdh@Rigure 5-1). The right hand grasps the deckeshort
ends with the thumb and fingers and lifts the depkoff of the left hand (Figures 5-2, 5-3). Break t
deck in half with the right index finger a la theNvknown running cut (Figure 5-4). (Figure 5-1Betlast
photo for this cut, shows this action from the frpiextend the left index finger to touch the inmeft
corner of the upper half (Figure 5-5). Commencevsiiig by pushing the upper half of the deck fordvar
and in a clockwise arc with the left index fingeigure 5-6). Straighten the left fingers as youtcare to
push the top half forward (Figure 5-7). Once thivédmclear, grab the top half with the left fingarsd
maneuver it into dealing position (Figures 5-8,)5Fut the half held by the right hand on top @& talf
held in the left hand (Figures 5-10, 5-11). For iilaening version of this cut, see the two-h&hghning
Pivot Cut.

Fignere 5-3 Ptz 5-4
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Paddlewheel Cut

Here's a beautiful single cut that looks spectaauleen done as a running cut. Again, a running hand
single cut means just repeating the cut over and over thithsamewo packets. A running two-hand
multiple cut usually involves stripping off several diffetesnccessive packets. The only reason | mention
this is that I'd hate to see you d&addlewheel Cut (or Drop, Tumble or Twirl Cut) several times in
succession, each time squaring and re-dividingldak. This also explains why the runnifiyot Cut is

in the multiple cut chapter; it doesn't use thees&ano packets over and over.

So I'm going to illustrate the Paddlewh€eit as a running cut right from the get-go. You camp ke cut

at almost any point and square the packets. | bagsa any point because you could end up with the
halves face-to-face or back-to-back. This mightosavably be your intent for a card trick, otherwise
simply don't stop the cut when the halves wouldidoe-to-face (or back-to-back).

Six pages of photographs for one cut might seeressiee, but if you run your eyes over the pictumnes
rapid succession | think you will really get to sekat the cut looks like in action and will be ale
easily track the movement of the two halves. Anslihan extremely, extremely, eye-pleasing cut.

The Paddlewhed Cut is my favorite deck division or separation methoitipto doing one-hand cuts in
each hand simultaneously. Just separate the haady @oint in the cut when both halves are facerdo
It also looks great for separating the deck pmofFwin Fans or SFans. To give the audience the slightly
more attractive thumb side of this cut shown inghetos, turn the right side of the body to theienck
and extend the arms straight out in front of théybo

I'm going to show you two ways of initiating thetctlihe first has the right hand undercutting hia# t
deck from the near short end of the deck, the sebas the right hand undercutting half the decknfro
the far short end. The first looks a little beth@d makes it easier to end the cut in dealing iposih the

left hand. The second is more stable and easianderstand. Once the cut is started, the paddldwhee
rotation of the packets is identical. The oriemtatof the halves in terms of face-up and face-datvn
different points in the cut is what changes andtwiiay or may not be crucial, depending on your seed

First, hold the deck in dealing position in thet leédnd (Figure 5-13). The right index finger andrtitp
undercut half the deck from the near short enduffeig 5-14, 5-15). Note that this is different frime
standard Hindu Shuffle undercut -the right thumbrigheright long side of the deck. The right-hand half
clears the left-hand half at a little more thanf hie length. Then move the right hand to the right
contacting the left-hand half as you do so (FigehE5). What you are trying to do is turn the lediad
half face-up with the end of the right-hand halfieTleft-hand half pivots between the left thumb it
second finger (Figure 5-17). Curl the left indemgir behind the left-hand half to stop it from tioig
further than face-up. Turn the right-hand half fapeas well (Figure 5-18). Bring the two halvesedibgpr
till they again overlap by half their respectivadéhs(Figure 5-19). Square the left-hand half with taf |
index finger (Figure 5-20). Next, lever the rigtard half down until the deck looks like an upsiadsvd "T"
(Figure 5-21). Square the right-hand half with thght index finger (Figure 5-22). Flatten the lafind half
against
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the right, keeping the halves offset for half tHeingth (Figure 5-23). Bring the left hand downittel
farther until the left-hand half rotates perpendicto the right-hand half (Figure 5-24). The cgnfiation
is a sideways "T." Square the left-hand half with teft index finger (Figure 5-25). Bring the rigtand
half onto the left, overlapped for half its lengfigure 5-26). Continue to bring the right hand damtil
its half rotates to a position perpendicular to lsfehand half (Figure 5-27). Square the right-dhdualf
with the right index finger (Figure 5-28). Prese thft-hand half onto the right, always keeping liabres
offset halfway (Figure 5-29). Press down on thé-heihd half to lever it to the sideways "T" pogitio
(Figure 5-30). Square the left-hand half with tbft index finger (Figure 5-31). Press the rightdhéalf
onto the left-hand half (Figure 5-32). Continueefagr, or until you can push the right-hand hal§ffiwn
top of the left-hand half and you are back in depjosition (Figures 5-33 to 5-37). Note that Fegb25
looks just like Figure 5-35, which means you castpthe halves flush into dealing position aftet juse
honest cut if you wish.

The other way to start the cut involves reachingrdte deck with the right hand (Figures 5-38, »-39
Tilt the left hand to the right to make this easiéndercut half the deck with the right hand (Fey6r40).
Move the right-hand half to the right and downdisig it over the stationary left-hand half (Figuted1,
5-42). Continue sliding the right-hand half dowrtiluit overlaps the left-hand half by half its lethg
(Figure 5-43). Lever the right-hand half until thalves look like an upside-down "T" (Figure 5-44).
Square the right-hand half with the right indexgén (Figure 5-45). Paddlewheel the day away (Fij6re
46 to 5-50).

When you get some speed the squaring action ahttex fingers will be automatic and will not impede
the smoothness of this cut. For a faPseldlewheel Cut, use the second starting method but cut off the
top half with the right hand instead of the bottand perform the paddlewheel action as describgahuf
end the cut pushing the halves square in the éftihwhen both halves are face down, the cut is.fals
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Inversion "Cut"

Although this is not a true cut because the twketscare not really transposed, it would barelyeseais a
false cut -it looks too unnatural. Nonethelesshihk the hand rotation technique involved is worth
illustrating as a flourish-flourish, a way of emlimiing other flourishes. By itself this is a one-
secondquickiemove.

The deck is in dealing position in the left handhwihe right hand reaching as if to square the deck
(Figure 5-51). Rotate the left hand clockwise 18@rdes (Figures 5-52, 5-53). Grip the top halfhef t
deck with the right hand (Figure 5-54). Now rottite right hand with its half clockwise 180 degrass
you rotate the left hand counter-clockwise 180 degr(Figures 5-55 to 5-57). Continue to rotate the
halves in their same directions as you turn bothesaface up (Figures 5-58 to 5-61). Both packetate

as the left hand turns palm down and the right hants palm up. Press the two face-up packetsheget
(Figure 5-62), and then turn the deck face dowrinalgg turning the left hand, with the deck, palm up
once again (Figures 5-63 to 5-66). Keep the rigtlex finger on the top of the deck as you do thish

to steady the deck and because it makes the mowentore fluid. This way, the deck rolls around the
right index finger.

What you are trying to do with this flourish isate two halves of the deck in opposite directiams then
line them up again. The reason this is a usefutepnis that rotation of a packet prior to perforqi
certain other two-handed cuts will enhance the lafothese cuts. For example, do the Inversion "Qpt"
to Figure 5-57. Then, instead of turning the haowk, break the right-hand half in half from aboviéh
the right index finger, do €harlier Pass almost to completion in the left hand, and inteapelthe four
packets together. Or try rotating the top packahefQuick Triple Cut. Or do thelnversion " Cut" as
written and immediately follow with a singRalm Twirl. Or use the technique with ti@harlier Combo
Cut.
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Drop Cut

Once you understand the motion this cut is extrgraghple. The photographs are from the audience's
perspective. So remembegnqur right is the opposite as the right side of any gip&oto. If you have to,
turn the book upside down to orient your hands withhands in the photo.

Deck in dealer's grip in left hand, right hand indiagely to your right. Hold the hands level. Cumétleft
index finger under the deck and riffle off half ithe left thumb at the left long side (Figure 9-8isert
the left thumb deep into the break and push thehtdpface up on top of the right fingertips (Figars-

68, 5-69). Use the left fingertips to tip the haff and over into the right palm (Figures 5-70, $-71
Release the right long side of the left-hand hatlfisthe left second, ring and pinkie fingers (Fig&-72).
Now the left-hand half is held between the thumbtloe far left corner on top and the base of the
extended index finger on the bottom directly oppgsihe thumb. Extend the right thumb and approach
the right hand with the left (Figure 5-73). Drog tleft hand and its half until the right side oé thace of
the left-hand half contacts the right thumb (Figbré4). Keep lowering the left hand until its paicke
rotates face-up on the back of the left thumb (Fédr+75), momentarily sandwiching the packet betwee
the two thumbs. Grip the left-hand half momentabigtween the right thumb and curled second and thir
fingers (Figure 5-76). The half rests on the riggtond and third fingernails. Reposition the laitdhand
regrip the half essentially in dealer's grip (Fegib-77 to 5-79). Release the grip on the rightiHzaif
until it is pinched between the right thumb andlthse of the right index finger (Figure 5-80). Ext¢he
left thumb and drop the right-hand half so that life long side of the face of the right hand pdcke
contacts the left thumb tip (Figure 5-81). Press riight-hand half on the back of the right thumid an
continue to lower the right hand until the rightadehalf is
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momentarily pinched between the thumbs (Figure 5-82ip the right-hand half between the left thumb
and left second and third fingernails (Figure 5-&3)l the right-hand half into the right palm (Ergs 5-

84 to 5-86). Release the fingers from the left-hhall until it is gripped between the left thumhbdathe
base of the left index finger (Figure 5-87). Extehd right index finger and lower the left handilthte
right thumb touches the left-hand packet (Figu@8h-Sandwich the left-hand half between the thumbs
(Figure 5-89). Grip the left-hand half between tight thumb and the curled right second and third
fingers on the nails (Figure 5-90). Roll the leftdldl half into the palm of the left hand (Figure815-5-
92). Grip the right-hand half between the rightrtituand the base of the right index finger (Figu@3h
Repeat until the cards are crumbling pulp, or pkheeright-hand half onto the left-hand half (Figsib-

94 to 5-96).

Speed and absolute fluidity are crucial to this @lie halves must appear to drop from one handhaéit
thumb of the other hand, and fall into the palnthef first hand, without ever becoming unsquare.

e 3-7F Fuygmirg 3-72
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Cross Drop Cut

Here is a very pretty extension of tBeop Cut. Do someDrop Cuts, then slide into this, then go back
into a couple mor®rop Cuts.

This is again illustrated from audience perspecfiven the book upside down and sweep your eyes ove
all the photos in succession to see the broad mentidn of this cut from your vantage point.

You're doing thédrop Cut, and the right-hand packet is held between the thyithb and the base of the
right index finger (Figure 5-97). Cross the riglank over the left (Figure 5-98). Turn the right-tidralf
face-up by pressing it up on top of the right thuwith the right fingers (Figures 5-99, 5-100). Rele
the right-hand half and grab it between the laftttb and left fingers (Figures 5-101, 5-102). Unsribe
hands (Figures 5-103, 5-104). Hit the top of tightdhand half with the right fingers (Figure 5-18dain,
Figure 5-105), causing the right-hand packet tateoface-up onto the right fingers (Figure 5-1@)rl
the right fingers to turn the right-hand half oagpain, face-down in the palm of the right hand (Fég5-
107). Cross the left hand over the right as yon the left-hand half face-up with the left fing€Fsgures
5-108 to 5-110). Release the left-hand half ant graetween the right thumb and right fingers (Fep
5-111, 5-112). Uncross the hands (Figure 5-113)théi edge of the left-hand half with the left femg
(Figure 5-114). Turn the left-hand half face-upootite left fingers and face-down again by curlihg t
left fingers (Figures 5-115 to 5-117). Cross thghtihand over the left as you turn the right-haalfl face
up (Figure 5-118). Release the right-hand half gradb it with the left thumb and left fingers (Figsr5-
119, 5-120). Uncross the hands and hit the righthbalf with the right fingers and turn it face-up
(Figures 5-121 to 5-123) and then face-down (Figur€.24, 5-125). To get back into the regaop
Cut, grip the left-hand half between the left thumb #mel base of the left index finger and drop the left
hand down until the side of the half hits the riglumb, which has extended for the occasion (Figdre
126). Turn the left-hand half face-up (Figures 5512-128) and then face-down (Figure 5-129)op
Cut some more or press the right-hand half onto theated be done with it (Figures 5-130 to 5-132).
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Forward Tumble Cut

This is shown from your perspective -you are logkalown at your hands. With the deck in dealing
position in the left hand, use the left thumb flieidown the left long side of the deck to midpoibreak
the deck and lever up the top half to vertical wiité left thumb (Figures 5-133, 5-134). Turn thehand
palm-down (Figures 5-135, 5-136), enough to coritaetlevered-up left-hand half with the right thumb
(Figure 5-137). This contact is made at the lefiglgide of the nearly face-down levered-up top.half
Release the left long side of this half with thi¢ fimgers and left thumb and grab this same siglgvben
the right thumb and fingers (Figure 5-138). Youudtchave half the deck in dealing position in thé |
hand and the other half gripped between the rigininb on the bottom and right fingers on top. Bdrel t
left pinkie and left index finger under the leftdthhalf (Figure 5-139). Turn the left hand palm-up
(Figure 5-140). Now turn the right hand and itsf lllm-down as you elevate the left-hand half by
straightening the left fingers (Figures 5-141, 2J14lace the right-hand half in the left palm drodd
this half in the left palm with the left thumb (kig 5-143). Turn the right hand palm-up (Figuredgjl
Turn the left hand palm-down and contact the held by the left fingers with the right thumb (Figsr5-
145, 5-146). The right thumb touches the left Ieite of the face of the half. Release the leftdnsghalf
and grab it between the right thumb and right fisg@-igures 5-147, 5-148). Grip the left-hand half
between the left pinkie and index finger on thetdootand the other two left fingers on top (Figure 5
149). Turn the left hand palm-up (Figure 5-150)rrTthe right hand palm-down as you elevate the left
hand half off the left palm (Figures 5-151, 5-15R)ace the right-hand half in the left palm (Figére
153). Hold it there with the left thumb as per ustiarn the right hand palm-up (Figure 5-154). Ttha
left hand palm-down and contact the half held ey Igt fingers with the right thumb (Figures 5-155,
156). Release this half with the left fingers amdbgit between the right fingers and thumb (Figuses
157, 5-158). Continue forever or simply toss thlghtdihand half on top of the left (Figures 5-159%to
161). As pictured, this is a false cut.
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Reverse Tumble Cut

This cut has the reverse motion, a different method a different look than the last. Alternate tihe to
good effect. This cut is not nearly as complicadedhe instructions are dense -it's just a tougghjeut
into words. Sweep your eyes over all the photosydo get the stop-motion effect that persisteate
vision provides.

Dealing position in left hand. Riffle off half thieck with the left thumb and insert the left thuimito the
break and elevate the half to vertical (Figure$3;5-163). Tilt the left hand to the right a &ttintil the
elevated packet is face up. Grip the near righheoof the face-up half between the right thumb
underneath and the right first, second and thinddis on top (Figure 5-164). Rotate the right-hiald
end over end away from you until it is almost falwevn (Figures 5-165, 5-166). The near left corrfer o
this half touches the left hand to stabilize theke& Move the right index finger next to the rightimb

on top of the right-hand half (Figure 5-167). Lifp the right thumb, gripping the half between tightr
index finger on top and right second and third dirsgunderneath. Transfer the thumb to underneath th
half next to the third finger (Figure 5-168). Retdhe right-hand half to almost face-up (Figure68j1
Curl the left index finger and pinkie under thetdeand half (Figure 5-170). Elevate the left-hasadf ko
vertical and beyond to face-up by straighteningléfefingers (Figures 5-171, 5-172). As you dasthi
maneuver the right-hand half to below the left hémldo Figure 5-172). Turn the left hand toward you
and put the right-hand half into the left palm (#igs 5-173, 5-174). Pin this half against the pefim
with the left thumb and then let go of the halftwibe right fingers as you again turn the left hpatin-

up (Figure 5-175). Grab the half still held vertibg the left fingers with the right hand (Figurel36).
The right thumb is under the corner of the hal§ tight index, second and third fingers are onptipe
corner of the face card of the half. Now you'rengatio rotate this half away from you and aroundidfie
hand just like the first half. Rotate the half eswer end away from you until it is almost face down
(Figures 5-177, 5-178). Put the right index fingext to the right thumb (Figure 5-179). Move thghti
thumb underneath the half next to the right sedorger (Figure 5-180). Rotate the half nearly fape-
and drag it underneath the left hand (Figure 5-183)you do this, elevate the left-hand half taticat in

the usual way with the index finger and pinkie (Fig5-182). Turn the left hand toward you and pet t
right-hand half in the left palm (Figures 5-183184). Pin the half in the palm with the left thunidt, go
with the right fingers and turn the left hand palm-Figures 5-185, 5-186). Grab the half still held
vertical by the left fingers with the right handdé&res 5-187). Rotate this latest right-hand hedtiad the
left hand in the same manner as before (Figure885tt 5-197). Continue until you keel over from
exhaustion, or simply close the left fingers andasq the deck (Figures 5-198 to 5-200). Or use the
packet held vertical by the left fingers to inid@rop Cuts, Forward Tumble Cuts or Twirl Cuts. Do

all of these cuts as smoothly and as quickly asiples
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Twirl Cut

Similar to theForward Tumble Cut, except that here you doGorner Thumb Twirl with the top half.
You must do the twirling movement very rapidly fmaximum effect. This is one instance where the
addition of an extra rotation of a packet makesgadifference. Plus, mastery of this cut will eralgbu

to do the impressivBeck Bounce as an impressive two-hand table cut if you so desir

If you want this to be easy, first learn the fulett Corner Thumb Twirl from the Deck Flips, Twirls
and Spins chapter. Then learn #award Tumble Cut. Then thisTwirl Cut. The finger motion of the
twirling right-hand half is more complicated in wdsrthan it is in practice.

Elevate half the deck with the left thumb in thexaisfashion (Figures 5-201, 5-202). Roll the lednt
toward you enough to turn the elevated half facerd@-igure 5-203). Grab the nelaft corner of the
elevated half between the right thumb and the rnigtiex and second fingers (Figures 5-204 to 5-206).
You are grabbing the corner where the pip is nexhé top card of the other half. The half that yoe
grabbing with the right hand will be momentarilyidére 5-204) pinned between the right thumb on the
pip and the left fingers at the other side of tladf.WVhile the half is thus pinned, you remove téef
thumb from the face of the half and add the rigiokex and second fingers to the back of the halfv No
you should have one half in the left palm and ttieeohalf in the right hand. The right-hand halheld

by the right thumb over the pip and the right secand index fingers opposite the thumb on the other
side of the half. Tilt the right-hand half towarduwuntil it is face-down (Figures 5-207, 5-208)t Ehe
back of the right third finger next to the righuthb on the face of the half. Now the right-hand il
held between the index and second fingers unddrraest the thumb and the nail-side of the thirdding
underneath. Move the second finger from on tophef half to underneath it, next to the third finger
(Figure 5-209). Move the thumb from underneath the
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half to on top of the half, next to the index fingEigure 5-210). Move the index finger to the fadehe
half next to the second finger (Figure 5-211). athis little series of finger switches will turhet right-
hand half almost face-up again (Figure 5-212). feothe right hand counter-clockwise at the wrist to
further the turning of the half (Figures 5-213 t21). Meanwhile, put the index finger and pinkie
underneath the half in the left hand and lever hiail§ to vertical (Figures 5-216, 5-217). Drop tight-
hand half into the now-vacant left palm so the tiigand half falls face-down (Figures 5-218 to 5220
You will need to both rotate the right wrist countéockwise as far as it will go and twist the half
counter-clockwise between the right thumb and fisgBin this half in the left palm with the leftutimb
and turn the left hand toward you until the eleddtalf is face-down (Figures 5-221, 5-222) andriplt
hand can grab the elevated half by the near lefteco(Figures 5-223, 5-224). Now the new right-hand
half is held between the right thumb over the pig the right index and second fingers on the bétkeo
half, opposing the thumb. Twirl the right-hand hadf before (Figures 5-225 to 5-231). Elevate tfte le
hand half with the left index finger and pinkie d&ies 5-232, 5-233). Drop the twirled half into th&
palm (Figures 5-234, 5-235). Twirl the new elevapedket or close the left fingers and square ttok de
(Figures 5-236 to 5-238). As pictured, this is ladaut.

To make the flourish bigger and more different friva Forward Tumble Cut, separate the hands and
follow the left hand with the right as you do theirt part. The hard thing about this cut is keepthg
twirling half square. Learn the move with gluedétiter practice blocks of cards. Then only perfdn t
flourish with thoroughly powdered cards. If you kavouble with the twirl, try moving the fingers tinis
order from Figure 5-

208: thumb, second, index. When you get faster, witluactually move the second finger and thumb
simultaneously, holding the half between the infilegeer on top and the third finger underneath.

Do threeForward Tumble Cuts. Do threeReverse Tumble Cuts. Do a Forward Tumble Cut, a
Reverse Tumble Cut and aForward Tumble Cut. Cap it all off with threeTwirl Cuts. Extremely
eyecatching and, by the way, the deck is in origorder, assuming you used the same two halves
throughout and didn't square the deck between cuts.
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Two-Hand Helicopter Throw Cut

I'll illustrate this cut with just two packets aodly a short distance between the hands. Once g@at/
the idea, you should move the hands as far apahegswill go without causing the packets to exgldal
mid-air. To turn this into a multiple cut, simplgpeat with more packets. Better still, learn thevenim
both hands and launch packets back and forth battirechands.

If you can already do the one-hand version ofHlegcopter Throw Cut, you will automatically be able
to do this two-handed version.

Hold the deck in dealing position in the left hamith the right hand ready and waiting, palm-upew f
inches to the right. Insert the left ring fingerdapinkie into the deck at midpoint (Figure 5-23%pu
want to be gripping the top half between the inded second fingers on top and the ring finger and
pinkie underneath. Kick the left ring finger anchlge sharply to the right, causing the top halfdtate
counterclockwise as it is flung away from the bottbalf (Figures 5-240 to 5-242). Catch the halfhia
right hand (Figure 5-243). The most difficult thiagout this cut is controlling the number of revmns

of the thrown
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packet. Fewer is better, at least to start. What gon't want is a packet that lands perpendicwar t
dealing position. These photos show the launcheafaotating one full rotation or 360 degrees. that
left third finger under the entire remaining hafgure 5-244). Launch this half in the same mamsahe
first (Figures 5-245 to 5-248). Catch it on togtud first half in the right hand (Figure 5-249).

When you move the hands farther away from one anoylou may want to add one rotation or more from
when you do the cut with the hands only a foot apfiyou do the cut launching a packet ten feeaivab
the head, catching the packet at all is more ingpmbthan the number of rotations.

Lgniry 5o 4] e F-24.
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Two-Hand Roll Throw Cut

Like the one-han®oll Throw Cut, except now both hands are involved.

Insert the left index finger and pinkie into theckeat midpoint (Figure 5-250). Quickly straightdhthe
left fingers to propel the top half into the waglinght palm (Figures 5-251 to 5-253). Put the peftkie
and index finger under the half remaining in thie hend (Figure 5-254). Propel this half onto tlef In
the right hand (Figures 5-255 to 5-257). If you Wwaguare the deck in the right hand and proplehdtk
to the left hand by putting the right index fingerd pinkie under the deck and launching the whetkd

These illustrations depict one transposition oftialves with the halves rolling one complete retiohu.
You can also break the deck into three or four ptckr make the packets rotate more than oncel&mal
packets tend to stay together better. When ingrgatie number of rotations, you don't want half
rotations, which will cause packets to land face-lipe deck must be in good condition. If there are
crimped or bowed cards, the airborne packets wnaidbk at these cards with disastrous results.
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Two-Hand Flip Throw Cut

Same as the one-hand version, except now you sieelslaunch both halves and catch them in the
other hand. You can do this cut without the handssed. Just hold the right hand to the right efl&it
hand and launch packets to your right. The packatsrally tend to go to the left though. I've alway
done this with my hands crossed, at least whengdaisingle cut. So the illustrations show the hands
crossed.

Cross the arms at the wrists. Hold the deck ifdfiehand in dealing position with the index fingarled
underneath the deck. Riffle to midpoint with th& taumb (Figure 5-258). Release the right longe sidl
the deck with the left fingers (Figure 5-259) as yinch the lower half between the left thumb gm aod
the curled left index finger underneath (Figure8® This will launch the top packet into the rigitand
(Figures 5-261, 5-262). Keep the left index fingarled under the remaining half. Press down with th
left thumb to develop some tension, and releasdefhdingers (Figures 5-263, 5-264). This will fezh
the remaining half up and into the right hand (Fégub-265 to 5-267).

You can throw the halves as high as you want wstimany revolutions as you want. Personally, | flast
one revolution as shown and save multiple revahstiand increased height for the more sureTfin®-
Hand Roll Throw Cut or Two-Hand Helicopter Throw Cut methods.
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Behind-the-Back Deck Separation

This is my version of T. G. Murphy's vastly supersunt inlmagication.If you already do Murphy's
toss, you probably want to bypass my method. Mumgbbgs the preliminary offsetting of the deck with
one hand, and tosses the deck over his shouldekiewbjon is pretty much a behind-the-back, splittin
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Helicopter Throw Cut. At least my way is easy, especially if you canttiicopter Throw Cuts. And
my way is still quite spectacular. A deck in goaghdition is paramount. Technically this isn't a qbete
cut, but so what?

Deck in dealing position in the left hand (Figur2@B). Lift off half of the deck with the right hdrand
move this half forward for half its length (Figuse269). You don't want to slide the top half fordiathat
could drag cards unsquare. Hold the offset declwdst the left thumb and fingers as you let go ef th
top half with the right hand. Rotate the left haodard you (Figure 5-270). Keeping the right haathp
down, reach over and grip the stepped deck in itftg hand with the thumb on top and the fingers
underneath (Figures 5-271, 5-272). Grabbing thé& dethis manner cocks the right wrist for the thro
and also provides cover for the stepped conditfothhe deck. All of the right fingers contact theséaof
the bottom half (Figure 5-273). The pinkie may hangr the edge of the bottom half but no right érg
contact the face of the top half. The right thurobtacts the top of the top half. Keeping the righist
curled, place the right hand behind the back aadgvossible. Don't actually press the right wagsinst
your back, however. Leave enough room to whip itpet mrist forward (Figures 5-274, 5-275). Release
the deck (Figure 5-276) and it will split into twabockwise spinning halves (Figures 5-277 to 5-280).
Catch one half in dealing position in each hand\Fé 5-281), or cross the hands at the wrists befor
catch. Do some one-hand cuts with the fortuitoimated halves.

With the preliminary offsetting part, take extrecere to keep the deck, and then its component $alve
very square. Lift up on the top half rather thadisg it back. Clamp the offset deck tightly betwebe
left fingers and thumb until the right fingers atitdumb can achieve an equally firm grip. Try just
throwing the offset deck in front of you, both tbserve the flight of the halves and to practiceltat
the halves.

Murphy manages to step the deck with just one hihdve traded that part of the stunt for the detya
attained by both hands keeping everything straaghtsquare prior to the toss.

|
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Arm-Roll Cut

Difficult and risky, but interesting and differeas well. Here it is with just two packets; do mdrgou

can. More packets carry the advantage of smallémaore stable packets, and the disadvantage of more
chances to drop. Three packets is probably thedfdsith worlds. Hold the deck in the right handiras
Figure 5-282. Note the pinkie doesn't touch thekdeul the right index finger is ready to split ttexk as

for a standard two-hand running cut. Split the dedkalf with the right index finger (Figure 5-283)hen
move the second finger to the corner of the brakémalf (Figure 5-284). Extend the left arm, bahthe
elbow, level in front of you. Press the lower nadices corner of the upper half of the deck onldfie
forearm close to the crook of the left arm (Figbf285). Use the right third finger as a guide tefk¢he
deck square until you release the half touchingleftearm. It will also help to slide this thirdnjer
forward until it touches the second finger. Reletagehalf touching the arm as you roll it toward thft
hand (Figures 5-286 to 5-288). Catch it in the teftbd (Figure 5-289). Put the right index fingertbe
corner of the remaining half in the right hand todg the half and help keep it square. Press threecof

the remaining half on the left forearm near theokrof the arm (Figure 5-290). Roll and catch theeot
half (Figures 5-291 to 5-295). The halves roll &b®60 degrees. A good break-and crimp-free deck is
extremely important.
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TWO-HAND MULTIPLE CUTS

Here are some multiple cuts that run the gamut feotnemely simple to extremely complex. Like the
single cuts you just saw, most are my own inverstidftowever, | must give credit to Hugard and Braue
for the basidPivot Cut idea, and to the overtalented Chris Kenner and Hdniveag for the "Sybil" cut
concept, the basis for nQQuick Triple Cut andTower Cut.

Slight modifications of some of these cuts will @iyou Gordian false cuts that nobody, magician or
layman, can unravel. One way to determine thewagtof turning a fair flourish cut into a false tilish

cut is to use numbered practice packets. Divideck thto three or four glued-together practice pask
Number the top of each packet, or use face-up paegkith consecutively numbered pip-cards on the fac
of the packets. Do cuts and see how the cuts disgerthe order of the packets. Now figure out how t
alter the cut so the packets end up in the coomeldr again, or so that desired cards are not madnetis
manner you can come up with unique, eye-pleasiisg fauts.

Two-hand cuts offer limitless possibilities, butaigh one-hand cuts, seek visually-obvious varidty.
you do ten cuts that are slightly different butkagenerally the same, the audience will think yoa a
doing the same cut over and over. With my thredgawnning cuts you essentially do the same mstion
several times in succession but are doing so tateran eye-pleasing pattern. And although one cut
blends into another, the variants are significadilferent. Do theJuggle Cut, Triple Transfer Cut,
Twirl Transfer Cut andLoop Transfer Cut as a routine and you will always get a good respons
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Running Pivot Cut

Here is my version of an oft-seen multiple versiéidugard and Braue's "A Very Pretty Cut” frédtoyal
Road to Card MagicDai Vernon describes a method (tragically callegl tBwivelleroo Cut") inDai
Vernon's Ultimate Secrets of Card Magitith my method you use the standard running cliréak off
packets. This packet separation technique cleanthaigut greatly from the versions where the index
finger and/or thumb knock off successive packetsaue illustrated this cut with four packets; ibks
better with six or seven.

Deck in dealing position in left hand. Pick up theck in the right hand with the thumb at the néerts
end and the index, second and ring fingers ataheHort end and break off a packet with the rigtiex
finger (Figure 6-1). Elevate this packet and mdwue the left enough for the left index finger togage it
at the near left corner (Figure 6-2). Swivel théglet clockwise with the left index finger untiktipacket
falls into the left palm (Figures 6-3 to 6-5). Imdigtely break off another packet with the righterd
finger and move the packet slightly to the leftg{ifie 6-6). Extend the left thumb and use it to gaga
(Figure 6-7) and swivel the second packet courltakavise (Figures 6-8 to 6-10) until this secondkz
falls on top of the first in the left palm (FiguBell). Immediately break off another packet wité thght
index finger (Figure 6-12). Use the left index #mngo swivel this new packet clockwise onto theeoth
cards in the left hand (Figures 6-13 to 6-16). Repiee left thumb part and the left index fingertpeith
more packets or end by swinging the final packit the left hand with the left index finger or thinrgin
this case the thumb) (Figures 6-17 to 6-20).
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Quick Triple Cut

This little gem is based on the very beginning mofv&enner's "Sybil" cut.

Hold the deck in dealer's position in the left hamd use the right index finger to pick up the tlupd of

the deck (Figures 6-21, 6-22). The right thumbtitha near short end of the deck and serves agoa pi
point for the packet elevated by the right indexgéir. Next, use this same right thumb to pry up the
second third of the deck (Figure 6-23), keepingitttex finger's top third separated. With the secon
third of the deck, the left index finger acts as ffivot point. Spread the hands apart (Figures, ®26)
until the corner of the middle packet clears thmep of the bottom packet (Figure 6-26). Slide both
the other thirds underneath the bottom third as lyog the hands together (Figures 6-27 to 6-29) an
square the packets back into one deck (Figure 6€3@®e the top packet clears the others at Figl2@, 6
use the left ring finger and pinkie to elevate biotom packet enough to accept the other two uddinn

238



Fiynire 6221

Iigrere 633 By 24

Fhmrg (25 Fuymire 6-26

239



Butterfly Cut

This type of cut is frequently seen in many différieorms, some with the packets revolving or twigtat
some point. My simplified method amounts to doingpartial Roll Cut in each hand and then
interpolating the packets.

Start by dividing the deck in half. A neat, simplay to do this is to riffle down the left long sidéthe
deck to midpoint with the left thumb (Figures 6-8132). Insert the thumb into the break (Figure3$;3
and flip the top half over onto the tips of thehtidingers (Figures 6-34, 6-35). Lift the left hangd
enough to lift the left long side of the upper haith the left fingers until the top half completigs
rotation and falls into the right hand (Figure 6§-36

Now just doRall Cuts in both hands. Riffle down to the midpoint of bdthlves with the appropriate
thumbs (Figures 6-37, 6-38). It doesn't matteroifi yput the index fingers under the halves to helpdb
them. | usually do, particularly with a stiffer dednsert the thumbs into the breaks (Figure 6-B8k the
thumbs to push the halves face-up onto the finglsr(feigure 6-40). Reposition the fingers of botmtds
so that the top portions of the respective origimaives are gripped with the index fingers and igisk
beneath and the middle and ring fingers on topufeig-41). Straighten the fingers (Figures 6-443%-
The hands should be held close enough togethdrasdhe inner left corner of the right-hand padkds
on top of the inner right corner of the left-haratket (also Figure 6-43). Push the hands togeplethe
left-hand top packet on top of the right-hand botjgacket and then put the right-hand top packedbpn
of the left-hand top packet (Figures 6-44, 6-4%)idh pushing all the packets into one anothersandre
the deck (Figures 6-46, 6-47).
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Riffle Cut

Oi save space, I'll illustrate this next cut wittst four packets. Try to do six to eight packet&miou
practice and exhibit. It is easier at first tolafoff packets. After a little practice you'll bbla to break the
packets off without riffling. This is shown frometaudience's perspective, although you can easity g
such a view of your own hands.

Hold the deck in the right hand with the thumb aé ghort end, the index finger curled at the bamk a
the other three fingers at the other short endufig-48). Position the left hand under the righmd
exactly as shown (Figure 6-49). Riffle a small ptatdf with the right second, third and fourth ferg,
using the left palm and left thumb as a stop (FBgbH50). Move the right hand to your right so ttiet
packet riffled off is pushed onto the left fingéFEsgures 6-51, 6-52). The packet rests on thenhididle
and ring fingers. The left pinkie and index fingars on the sides of the packet deposited in fhédad
and serve as guides to keep the cards squaree Biffanother packet with the right thumb (Figurg3j.
Use the last, bent joints of the left thumb asop.sMove the right hand to your left and deposit tiew
packet on top of the first (Figures 6-54 to 6-Fiffle off another packet with the right fingersiggre 6-
58). Put this packet on the others in the left hifigures 6-59, 6-60). Remember to use the lefkipin
and index finger to guide and square the succesdipackets. Riffle the whole last packet off tight
thumb (Figure 6-61), and put this last packet dheorest (Figures 6-62, 6-63), using the last fooftthe
left second and middle fingers as a stop. Piclctrds up off the left palm with the left thumb asgliare
the deck (Figure 6-64).

When doing this cut with more packets, you mighhstmes find that the last packet is riffled oféth
right fingers rather than the right thumb, but tisigine. You can stop the cut either way. You eiso
start the cut by riffling the first packet off thight thumb instead of the right fingers. Do thig,ado the
Thumb Riffle Cut for a while, and then finish with this cut.
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Thumb Riffle Cut

Most running cuts have to end when the supply okgis runs out. Not so with tiehumb Riffle Cut, a
continuous, self-replenishing running cut. This icuthe thumb part of the previous cut done witthbo
hands breaking off packets. As you get better astef with either th&iffle Cut or theThumb Riffle
Cut, you will be able to break off packets without #iffy at all. The packets will just break cleanly.off

This is shown from your perspective. Hold the dackhe left hand (Figure 6-65). The left second and
third fingers are at one short end, the left thuahkhe other short end. The left pinkie and indagdrs
are at the long sides of the deck, keeping thess Shice and square. Curl the left index fingdrite the
deck and riffle off a packet with the left thumhigéire 6-66). Use the last joint of the right secemd
middle fingers as a stop for this packet. Put gasket between the right second and third fingas a
right thumb on the short ends, right pinkie andeiéinger on the long sides (Figures 6-67 to 6-69ifle

off another packet with the left thumb (Figure 6-70his time use nothing as a stop for the packet.
Instead, learn to grip it in place with the lagnhje of the left second and third fingers. Rotdte tight
hand toward you (Figures 6-71, 6-72), and pushntéhe packet on top of the packet in the right hand
(Figures 6-73, 6-74). Riffle off a third packet wihe left thumb (Figure 6-75). Rotate the rightdhdack
the other way (Figure 6-76) and put the new paokeiop of the right-hand cards (Figures 6-77 t®k-7
The cards accumulating in the right hand are baxeohd held square by the right thumb and secodd an
third fingers at the short ends and the right inileger and pinkie at the long sides.

Switch finger positions: put the left index fingam the long side of the left-hand cards, and dwelright
index finger behind the right-hand cards (Figure3066-81).

Riffle off a packet with the right thumb (Figure82). Put the packet on top of the left-hand cards
(Figures 6-83, 6-84). Riffle off a second packettwthe right thumb (Figure 6-85). Rotate the rigahd
180 degrees and place the new packet on top défthleand half (Figures 6-86 to 6-89). Riffle oftfaird
packet with the right thumb (Figure 6-90). Rotdte keft hand as you place the third packet intolefie
hand (Figures 6-91 to 6-95).

Switch finger positions again. Curl the left indager behind the packet in the left hand and patright
index finger at the long side of the right-handdsafFigure 6-96). Riffle off a packet with the ldfumb
(Figure 6-97). Place this packet on the cards enrifpht hand (Figures 6-98 to 6-100). Riffle offodmer
packet with the left thumb and place it on the rigand cards, rotating the left hand back 180 depes
you do so (Figures 6-101 to 6-104). Repeat until goe (justifiably) institutionalized, or just pttie
remaining left-hand cards on top of the right-haadls (Figures 6-105 to 6-108). Remember that @engiv
index finger is curled behind its half to help behd half when breaking off packets, and that tiuex
finger of the receiving hand is at the side ohidf to help square the cards that accumulate.

The cut is pictured with the deck ending up in tight hand, ready to do the straidRifffle Cut into
the left hand. Needless to say, you can also siempange to end thEhumb Riffle Cut in the left hand.
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Charlier Combo Cut

The next three cuts are examples of what you cam#m you start combining elements of differenttwo

hand cuts and one-hand cuts. With @terlier Combo Cut you can even combine other flourishes such
as fans and packet twirls. A one-hand cut can beent@ look very complex with the help of the other
hand, and a two-hand cut can be made to look vemyptex with the addition of a one-hand cut. You
have already seen the general concept appliedtiath-X | nterpolation.

The first cut combines th€harlier Pass and the manipulation of packets by the right heltdrt by
doing aCharlier Pass almost to completion (Figures 6-109 to 6-112), @xagon't close the former
bottom half on top. Instead, grab this half betw#enright first and second fingers underneath taed
right thumb on top (Figure 6-113). Move the riglatad packet to your right and rotate the right hand
toward you until the packet is face up (Figuresl@-10 6-117). As you do this, begin anotiarlier
Pass with the left-hand cards. Drop the right-hand packetop of the packet in the left palm (Figures 6-
118, 6-119). Now grab the new top left-hand pagk#t the right hand, but this time with the rightimb

on the bottom of the packet and the right fingardap (Figure 6-120). Rotate the right hand towgd
until the right-hand packet is face-up (Figures2@-1o0 6-123). Meanwhile, beginGharlier Pass with

the left-hand cards. Put the right-hand packebprof the lower left-hand packet (Figures 6-12426).
Grab the upper left-hand packet in the right haggin with the right thumb on top and the righgérns
underneath but this time at the near right corfkégufe 6-126). Rotate the right hand away from you
(Figures 6-127 to 6-129). When the packet is fgzeswove the right index finger to the face of tlaehet
and the right thumb to underneath the packet (Eig@130 to 6-133). Now turn the right-hand packet
face-down again by rotating the right hand awaynfrgou (Figures 6-134, 6-135). Of course you have
begun an appropriately-timecharlier Pass in the left hand. Put the right-hand packet onltheer left-
hand packet and finish tii&harlier Pass (Figures 6-136, 6-137).

Believe me, this is just a tiny fraction of the epmost bit of the very tip of the iceberg of whauycan
do by combining cuts or elements of cuts. You cannsiny other things with the packet that is
manipulated by the right hand. TryRegrip Flip or anotherDeck Flip or a Corner Twirl from the
appropriate subsequent chapter. Or dRight-Hand One-Hand I ndices Fan with the right-hand packet
and then fold the fan back into the deck after lamokeft-handCharlier Pass. Or rotate one or both hands
like with thelnversion " Cut." Or switch hands by doing@harlier Pass with the packet grabbed by the
right hand and doing something else with the laftdh Or use a right-handétktension Cut to feed
packets into the repeating left-ha@tarlier Pass. Or do an elbow arm-spread on the right arm.
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Paddlewheel Combo Cut
| wouldn't try to learn this without first learnirige Paddlewhed Cut and theVertical Spin Cut.

Start a normaPaddlewheel Cut from dealing position. (See the description offil& method of starting
the Paddlewheel Cut in Chapter 5.) Undercut one-third of the deck halfwvith the right hand (Figures
6-138 to 6-140). Rotate the right-hand packet ches& and the left-hand packet counter-clockwise to
realign the halves to the offset, face-up posibhown in Figure 6-142 (Figures 6-141, 6-142). Mthe
packets to the "T" position shown in Figure 6-1&#j(res 6-143, 6-144). Remember to square the-right
hand cards with the right index finger. Press #feHand cards onto the right-hand cards, keegieg t
packets offset for half their length (Figure 6-148fove the left-hand packet down to form an upside-
down "T" (Figure 6-146). Press the right-hand padketop of the left-hand packet, keeping the ptcke
offset (Figures 6-147, 6-148). As you do so, diop left-hand half into the left palm. Insert thé king
finger and pinkie
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into the center of the left-hand cards (Figure 8)18reak the left-hand packet in half with thet ksiird
finger and pinkie and raise the half-packet (FigitE50). Now do the paddlewheel motion with théatig
hand packet and the just broken-off half of thetefnd packet.

There are two main mechanical differences betwkendgulaiPaddlewheel Cut and one done with the
elevated upper half of a packet held in the leftchd&irst, the left thumb will be at the face ochaf the
moving elevated packet rather than at the long. Ss@éeond, the left fingers move from one side ef th
moving elevated packet to the other. You are reddiyng aVertical Spin Cut and paddlewheeling the
spinning packet with a packet in the right handdii try to do the paddlewheel motion of the leititi
packet with the left fingers positioned exactlyimghe regular cut, the packet in the left palmdeto
slide out of the hand.

Start with the "T" position (Figure 6-151). Preke fctive packets together but offset for halfrtheigth
(Figure 6-152). Achieve the upside-down "T" of thesic Paddlewheel Cut (Figure 6-153). Press the
right-hand packet onto the left, offset as alwdayigfres 6-154, 6-155). Continue the paddlewhedl unt
you've got the upside-down "T" again (Figures 6-1&6®&-160). Elevate the lowermost packet with the
index finger like in aCharlier Pass (Figures 6-161 to 6-163). You can hold the middkeket between
the left second and third fingers or pin it betwéles left second finger and the uppermost packéewh
you elevate the lowermost packet. Another optidio islevate the lowermost packet by pressing down o
the corner like in &derrmann Cut. The last way is the cleanest, but most difficuliywa go. Collapse
the packets together (Figures 6-164 to 6-166).
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Pincer Combo Cut

Now we'll incorporate Casaubon's marveld#ncer Grip Cut" into a two-hand cut. This cut has the
bonus of doing the dirty work of splitting the defck the" Pincer Grip Cut" with both hands.

Hold the deck in the left hand as for the one-haRishcer Grip Cut," which is dealing position with the
ring finger curled under the deck (Figure 6-167ucR off the top third of the deck between the tigh
index finger and pinkie by the short ends of thedsan the unusual fashion depicted in Figure 6-168
Move the right hand to the right (Figure 6-169)emhrotate the right hand clockwise until you arain
position to Hindu undercut another packet (Figusekr0, 6-171). Hindu undercut a third of the deck
between the right index finger and thumb (Figurg7@). Pull this new third toward you (Figure 6-1,73)
and to the left (Figure 6-174). Keep the remainéitgthand third in" Pincer Grip Cut" position, with the
left ring finger curled underneath the packet. Mdwe right hand to the left enough for the thirddhe
between the right index finger and pinkie to bebgead between the left index finger and thumb (Fegur
6-175). In fact, this third is held exactly as omeuld hold the upper half of the deck when doing th
single" Pincer Grip Cut." Now you've got one third held between the righekéinger and thumb, one
third held between the left index finger and
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thumb, and one third held between the left thirdyéir underneath and left pinkie and second finger o
top. Immediately begin ‘@Pincer Grip Cut" with the left hand as you move the right-hand patkehe
right (Figures 6-176, 6-177), and back again (FegbHl178). Put the right-hand packet under the gacke
that is held between the left thumb and index firgégure 6-179). Close the left fingers (Figure$8®,
6-181) and square the deck (Figure 6-182).

The effect of this cut is completely lost if it éxhibited from the wrong angle. While this is tnwih
many cuts, with th&incer Combo Cut it is especially so. From the side, it looks likénge. From the
same angle as these illustrations, it looks vetg.ni
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Juggle Cut

Deck in dealer's grip in left hand, right hand iosied a few inches to the right (Figure 6-183%elr the

left index finger and pinkie into the right longdeiof the deck, one third of the way down from tiye
(Figure 6-184). Roll the top third of the deck inke right hand (Figures 6-185 to 6-187). Breakthé
next third in the same manner (Figure 6-188), Isgiiting the left index finger and pinkie into th&ldie

of the packet. Elevate the right-hand third by ipgtthe right pinkie and index finger under thedhand
lifting up (Figure 6-189). Roll the second third thie deck from the left hand into the now-emptyhtig
palm (Figures 6-190 to 6-194). Put the left indexgér and pinkie underneath the remaining left-hand
third and elevate this third in the same way asjystdid with the first third in the right handiieres 6-
195, 6-196). Toss the right-hand third into the |edlm (Figures 6-197 to 6-199). Put the right de
finger and pinkie underneath the third in the rigand (Figure 6-200). Elevate the right-hand packet
(Figure 6-201). Toss the left-hand elevated paicketthe right hand (Figures 6-202 to 6-204). Pet left
index finger and pinkie underneath the packet raingiin the left hand (Figure 6-205). Elevate this
packet (Figure 6-206). Toss the right-hand elevatatket into the left hand (Figures 6-207, 6-268)t

the right index finger and pinkie underneath tlghtihand packet and elevate this packet (Figur2Z8%-
6-210). Toss the left-hand elevated packet intortpet hand (Figures 6-211 to 6-213). Elevate the
remaining left-hand packet (Figures 6-214, 6-2T9ss the elevated right-hand packet into the leftch
(Figure 6-216, 6-217). Keep tossing the packet& bad forth until your last scintilla of good judgnt is
nothing but a foggy memory. Or, should a fleetingcé of clear-headedness somehow momentarily
prevail, close the left-hand packets and tossitifé-hand packet on top (Figures 6-218 to 6-222yol

do the cut exactly as depicted, the deck is inimaigprder.

Increase the distance between the hands as yonagetfluent with this technique. In addition, atf#ro
time all the actions of the flourish so there apepauses or gaps in the flow of packets. Slow dtwen
throwing of the packets to match the dead timeepbsitioning the index finger and pinkie, and spegd
the repositioning of the index finger and pinkientatch the speed of the thrown packets. The whole
sequence above should take about five or six secdftien everything is done at the correct pace, it
really looks like you are juggling packets.
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Triple Transfer Cut

The next three cuts comprise a "theme and varigttigrouping. While there are three distinct cutsehe
they all follow the same general pattern and demensimilar grips. The grip is that of the Extems{©ut.
Although no cards are thrown, the packets travireewell-known three-ball cascade juggling pattern.
And each variant of the cut flows smoothly into tiext, making for an eye-pleasing routine. The-just
described Juggle Cut also goes well with thesemakes use of a different grip. And whereas thgléug
Cut is kind of a throw cut, Transfer Cuts arentiademoves. Nevertheless, you might find it eastest
lead into these transfer cuts with sodoggle Cuts.
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This is pictured from your point of view -you amoking down at your hands.

To get the first third of the deck going you've gotroll it into the right palm just like you didith the
Butterfly Cut or the beginning of thduggle Cut (Figures 6-223 to 6-225). Now you will switch taeth
Extension Cut grip. Put the right second finger underneath theoof the right-hand third (Figure 6-
226). Make sure the right index finger is at thenfrof the packet. Next, insert the left seconddinat
midpoint of the left-hand two-thirds of the declkain at the corner (Figure 6-227). Position theitefex
finger at the front of the packet. Elevate the tdlghnd third by straightening the right fingersgiiie 6-
228). Elevate the top left-hand packet by straigihtg the left fingers (Figure 6-229). Place thevated
left-hand third in the right palm (Figures 6-23028%1). Put the left second finger under the third
remaining in the left hand (Figure 6-232). Elewviis remaining left-hand third (Figure 6-233). Rldbe
elevated right-hand packet in the now-vacant lefirp(Figures 6-234, 6-235). Put the second finger
under the right-hand packet (Figure 6-236). Keegwvading and transferring packets back and forth
(Figures 6-237 to 6-242). Then move to the firgiateoon, theTwirl Transfer Cut. Or pile the packets
into the left hand (Figures 6-243 to 6-246).

Glued-together practice packets will aid immeasiyrab learning all of these juggle-pattern cuts.u¥o
will be surprised at how quickly you acquire thdtg@ans. However, when mastering the moves with, real
non-glued cards, all of your effort will be consuineith keeping the packets square. Here are fangsh
that will help: First, fanning powder in enormousagtities will make the cards adhere to one anathdr
behave in a more orderly fashion. Second, keepradiip on the packets held in the palms of thedsan
clamping down with the thumbs where possible aigbgrg with the bases of the fingers. Third, youl wi
find in all of these similar cuts points at whithsi natural to square the packets, either by dnagdpem
against the hand or by quickly squeezing them thighfingers. Finally, if you find that with one vant it

is easier to keep everything square, revert todhtif another starts to fall apart.
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Twirl Transfer Cut

So you're in Triple Transfer Cut positiomith one-third of the deck in the right hand, andhirds of the
deck in left hand. (You are looking down at yountisiagain in these pictures.) The right secondefiigy
underneath the packet in the right hand, the &fosd finger is inserted into the middle of thedsan the
left hand (Figure 6-247). The index fingers aréhatfront of their packets. Elevate the right thartd left
top third and place the left top third in the rigdatim (Figures 6-248 to 6-250). Bend the right érgto
lower the right-hand elevated third until you can the right thumb on top of the third near thegaide
opposite the right fingers (Figure 6-251). Reletfmepacket with the right second finger (Figure5@2
Push down with the right thumb and up with the trighcond finger, third finger and pinkie (Figure 6-
253). The right index finger does nothing. All thigll again elevate the right-hand top third. Pu teft
second finger under the third in the left hand aledate this packet (Figure 6-254). Turn the riggubd
palm-down and put the elevated right-hand packet tine left palm (Figures 6-255 to 6-258). Use the
right thumb to pin the lower right-hand packet lie tpalm of the hand when the hand turns face-down.
Turn the right hand palm-up again (Figure 6-259wNdo the exact same sequence with the left-hand
elevated third: Bend the left fingers to lower tbft-hand elevated packet until the left thumb tauch
the top of the packet near the long side (Figu6®). Release the hold of the left second finger @ush
down with the left thumb and up with the left seddimger, third finger and pinkie to again elevétes
packet (Figure 6-261). Raise the right-hand thggau turn the left hand completely palm-down aod p
the left-hand elevated packet in the right palng(Fes 6-262 to 6-265). Turn the left hand palm-gaira
(Figure 6-266). Now do the exact same sequencethéthight-hand elevated third: Lower the right-than
elevated third until the right thumb can touch plaeket (Figure 6-267). Press down with the righirib
and up with the right fingers to raise the paclkgg\re 6-268). Elevate the left-hand third in theual
fashion as you turn the right hand palm-down armbdi the right-hand elevated packet in the leficha
(Figures 6-269 to 6-272). Lower the left-hand etedapacket until the left thumb can touch the packe
and do it all again, or move on to the next cutpite the packets into the left hand and squaredduk
(Figures 6-273 to 6-276).
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Loop Transfer Cut

This cut has more arm movement than the previoweetiBroaden the arm movement even more for a
climactic or comedic ending to your routine of keiguts.

Switch to this from the basic transfer cut, ortstaithe usual way, with one-third of the deck lne tright
hand, with the right second finger curled underméia¢ packet and the right index finger at thetfrdhe
other two-thirds of the deck are in the left hanith the left second finger inserted midway int@ th
packet and the left index finger at the front af gacket (Figure 6-277). Elevate the right-hanketand
the left-hand top packet (Figure 6-278). Put tlieHand elevated packet in the right palm (Figue€x/9,
6-280). Turn the right hand palm-down (Figures 6-28 6-283). You can either clamp the right-hand
palm packet with the right thumb, or squeeze thiskpt between the base of the right thumb andighé r
second finger and pinkie. Once the right hand isygown, grab this right-hand palm packet betwéden t
left thumb and fingers (Figures 6-284, 6-285). Rl packet out of the right palm (Figure 6-28&)rir
the right hand
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palm-up (Figures 6-287 to. 6-291). Place the pabkek into the right palm (Figure 6-292). Put tbf |
second finger underneath the left-hand third amyaté this third (Figure 6-293). Put the right-hand
elevated packet into the left palm (Figure 6-294)rn the left hand palm-down (Figures 6-295 to )29
Grab the left-hand palm packet with the right firsgand thumb (Figure 6-298). Pull the packet ouhef

left palm as you turn the left hand palm-up (Figu6e299 to 6-301). Place the packet back into efte |
palm (Figure 6-302). Put the right second fingedamthe right-hand packet and elevate this packet
(Figure 6-303). Put the elevated left-hand paakket the right palm (Figures 6-304, 6-305). Turn tiigét
hand palm-down (Figures 6-306 to 6-309). Grab ihletthand palm packet between the left fingers and
thumb (Figure 6-310). Pull this packet out of tight hand as you turn the right hand palm up again
(Figures 6-311 to 6-314). Place the packet backtim right palm (Figure 6-315). Continue until Tret
Lady is hoarse and skinny, or pile the packets tinéoleft hand (Figures 6-316 to 6-318). Move thads
and arms as you do the cut so that as much ofoje daf the packets are visible to the audience as
possible.
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Half Gearscrew Cut

This is shown from the audience's perspective started out illustrating this cut from the thumbesit
wouldn't help you learn the finger movements. Thertbs don't move at all. However, both Hhaf and
Full Gearscrew Cuts do lookbetter from the thumb side. The fact that the thenahdn't move makes the
cut look more graceful -the packets just seem f@msge on their own. Plus, it is easier to sedhall
packets. Turn the right side of the body towarasdhdience and extend the arms in front of yoweto |
them see the thumb side of these cuts. I'll shawsgme views from the thumb side at the end ohthe
cut, theFull GearscrevwCut.
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Even though the pictures from the fingers side shoview of the cut that you can't comfortably obtai
without a mirror, the directional instructions atél going to be from your orientation. In otheowds, the
far long side of the deck is the one farthest fgam, not the audience.

Hold the deck as depicted in Figure 6-319. It ddenatter if the deck is face up or down. The riglaex
finger is at the upper short end, the right fingams at the far long side, the right thumb at tearriong
side near the upper corner. The left hand holdsi¢oi with the left index finger, second finger ahild
finger at the far long side and the thumb on tharreng side near the lower corner. The left pinkie
doesn't touch the deck yet, except maybe to keegdiitom short-end square. Lift off about ten cards
with the left index finger (Figure 6-320). Brealf about ten cards with the right pinkie (Figure ZtR
Move these packets away from the balance of thk @ggure 6-322). Move the left-hand packet up, and
the right-hand packet down, causing the packetsptead apart even more (Figure 6-323). Break off
another ten cards with the right index finger (Feg6-324). Break off another ten-card packet wiith t
left pinkie (Figure 6-325). Raise the right handyas lower the left (Figures 6-326, 6-327). Conénu
raising the right hand and lowering the left hamdilitthe packet controlled by the right pinkie ate
packet controlled by the left index finger are sguaith the stationary central packet (Figure 6)328
Push the remaining three packets completely togetiak square the deck (Figures 6-329, 6-330).
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Full Gearscrew Cut

Here's a beautiful eight-packet two-hand cutstibw you all the finger movements, and then show yo
some views from the thumb side. As | have saithjrikt the Full Gearscrew Cut looks better from the
thumb side. In any event, you'll know where to plosiyour thumbs for both this and the previous cut

Hold the deck just like you did for thealf Gearscrew Cut. The right index finger squares the top end,
the thumbs are at one long side at opposite cqrtteesfingers are lined up along the other long sid
(Figure 6-331). Break off about six cards with thght pinkie and six with the left index finger @fire 6-
332). Spread the hands and move the left hand diphanright hand down (Figures 6-333, 6-334). Break
off six more cards with the left pinkie (Figure 85). Break off six additional cards with the rightlex
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finger (Figure 6-336). Move the right hand up ahd keft hand down (Figures 6-337, 6-338). Break off
six cards with the right ring finger (Figure 6-338yeak off six further cards with the left secdimber
(Figure 6-340). Move the right hand slightly dowrdahe left hand slightly up (Figure 6-341). Spréael
fingers apart to put more space between the pa¢kigsre 6-342). Up to this point the fingers ofttbo
hands have been plucking packets from a centrahoioile and ever-diminishing deck. Now break this
last remainder of the deck in two with the righddie finger and left ring finger (Figure 6-343). flct,

at this point the right middle finger and left rifigger should be the only available, unoccupieddr or
thumb on your body. Move the left hand to the léfe right hand to the right (Figure 6-344) anddiéh
-eight packets.

Now what? First, let's learn to close the arragnineasy and spectacular fashion. Place one seckés
on top of the other (Figure 6-345). Slowly move tiands together and smoothly coalesce the packets
upon one another (Figures 6-346 to 6-349).

Now, here are a couple of ways to move the armygsdate interesting patterns. The views from loere
out are from the thumb side of the cut. Interpothgeends of the packets into one another (FigsH&s0

to 6-355), back and forth a few times, like theeinteshed teeth of two gears. This motion looks good
both from either side and from the top and botténem the sides you get the gear action, and fran th
top or bottom a kind of blossoming effect. Natyralbu will want as broad and visible a motion as
possible, so rotate the wrists as much as pos#iblep the packets moving briskly and smoothly.

Next, place one set of packets in front of the ptheuching the right second fingernail to the left
thumbnail (Figure 6-356). Move the right hand bawkay from the left an inch so the packets dorikestr
one another. Now rotate the left wrist clockwisal &me right wrist counter-clockwise as you poirg th
arrays down, and the left wrist counter-clockwisd ¢he right wrist clockwise as you point the asrap
(Figures 6-357 to 6-365). You want the propellkeleffect of one set of packets crossing over thero
Place one array on top of the other and close #iokgts together (Figures 6-366 to 2-370). You aan d
other motions of the two sets of packets before gaalesce them together. Watch yourself in theamirr
to see what looks good, and avoid disturbing thenespacing of the packets. Try to keep all packets
visible, and present the thumb side of the cut wiassible.

The effect of this stunt is wholly dependent on éven spacing and square condition of the pacKets.
even one packet is unsquare or mispositioned,uhi®aks much less impressive.
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Tower Cut

The "Sybil" cutting idea is one of the best trulgvel flourishes to come down the pike in years (the
eighty or so brand-new flourishes in the presertime notwithstanding). Chris Kenner and Homer
Liwag offer several different cuts in their wondédrOut of Control,as well as tricks to go with. This
remarkable book is packed with mind-blowing magithveverything from cards to coins to rubber bands
to ropes and more, but naturally | found the flshirtuts most interesting. If you ever €ag of Control,
buy it, and check out the instructions for the iodd four and five packet "Sybil" cuts. Althoughwycan

get more than a dozen packets out of this typeoofiguration, | think the countable practical linnt
eight. A cut of this kind with more than five patkés sometimes referred to as an "extended Syhll ¢
Rather than plow through four-, five-, six-and gseyacket cuts, here is my take on an eight-packet
variation.

This is a powerful display cut, particularly if ydallow my advice to turn the array over and thexl
again before putting the packets back together. #tibugh you can't instantly coalesce all eighukpts
together like you can with a five-packet cut, yaun still close eight packets smoothly enough.
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If you already do Kenner's cuts, this octopacketasraganza will probably be relatively easy. Bdgica
you will add one packet before and two packets dfte classic five-packet "Sybil" cut. Hold the Heo
dealing position in the left hand. Break off a petosf five or six cards from the front of the derith the
very first joint of the right pinkie (Figures 6-3,78-372). The short end of the packet needs toduged
in the crease between the palm and the base pirikie. The other short end will always remain pegbs
against the right thumb. Figure 6-373 is only therehow how this first packet is situated -daifttthe
packet up like this. Break off another packet wéfor six cards with the right index finger (Figsi@ 374,
6-375). From the rear of the deck, break off al dards but the bottom five or six cards with tightr
thumb (Figure 6-376). Reach down with the rightosecfinger and pick up all but the bottom five or s
cards of this right-thumb packet (Figure 6-377).reev you've got the top packet (the very first pack
plucked off) wedged between the base of the rigiki@ and the base of the right thumb. The nexkeac
is held between the right index finger and righintb. The third packet down, the thick packet, ikl he
between the right second finger and right thumbe méxt packet is held between the right thumb afid |
index finger. And the bottom packet is in the |gtm (Figure 6-378).

Now things get tough to illustrate. If | showed thest view of each of the next three packets being
generated, the view of the extant packets woulthghao much it would be even more confusing. So |
kept the same side view for the illustrations. hestause a particular packet isn't visible in di@dar
photo doesn't mean that packet has ceased to beodd strokes, here's what happens: The thickgpask
transferred to between the left second finger a&ftdthumb. Then three-fourths of this thick paches
pinched between the right pinkie and right indexgér. Then one-third of this new thickest packet is
grabbed between the left pinkie and left secongefinFinally, half of the packet between the rigimkie

and right index finger is broken off between thié $econd finger and left thumb.

From Figure 6-378, rotate the right hand clockwisigure 6-379) until you can grab the thick padket
the long sides between the left second finger aftdtHumb (Figure 6-380). Grip the entire thick letc
between the left second finger and left thumb, jpmitlthe packet toward you (Figure 6-381). Oncs thi
now-transferred thick packet is clear of the otl{&igure 6-382), push the packet away from you tand
your left (Figures 6-383 to 6-385). Grip and bredikthe bottom two-thirds of the thick packet betme
the right index finger and right pinkie (Figure$886, 6-387). Move this two-thirds, now the new kieist
packet, away from you by lifting up with the rigimgers (Figures 6-388, 6-389). Then move this pack
to your right, back to the other side of the grayvarray, and then back toward you (Figures 6-39@Q).3
Grab this thickest packet between the left secargkf and pinkie (Figure 6-392). Pluck off the batt
third of this thickest packet between the left setfinger and pinkie (Figure 6-393). Pull to yoight
with the right hand (Figure 6-394), and move thmewahat thick packet that is still between the right
index finger and right pinkie so the packet cargbipped between the left thumb and left secondefing
(Figures 6-395). Break off the bottom half of thecket with the left thumb and second finger (Fegus-
396 to 6-498). Separate the hands as far as yowitlaout losing control of any packets (Figures33
6-400).

You now have the deck arranged in an extremely éisgve display -milk it for all it's worth. The tew

of packets looks markedly different if the hands @rned over and back again. Simply rotate theeent
tower clockwise around the center packet held betwtbe two thumbs (Figure 6-401). You can wipe
your brow or look at your watch while the arrayuside down. Then turn it right side up and cld3es
array looks interesting from many side angles a weok in the mirror and see which angles offee t
best views of the most packets.

Now to close the cut. Replace the last packet edelick where you got it from, underneath the gacke
held between the right index finger and pinkie (ffép 6-402 to 6-406). Separate the hands agaar as f
you can (Figure 6-406). Now close the hands toggfRigures 6-407 to 6-411). As you do so, use the
right thumb to corral the backs of the packets srath forward with the right fingers and gather the
fronts of the packets. The conglomeration will neelittte more squaring than a four or five pacget,

but with practice you will be able to close the egéming seven packets almost instantly.
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Two-Hand Cut Miscellany

Multiple throw cuts.The two-handed versions of thédicopter Throw Cut, Roll Throw Cut, Flip
Throw Cut, andArm-Roll Cut can all be done as multiple cuts. Simply breaksofitill packets rather
than half the deck. Other ways to lend an air oftiplicity to throw cuts include throwing packetsadk

and forth between the hands, and catching a paeteten the halves of a packet held open by ther oth
hand. Using a different method for each throw aakIgood as well. Just be sure to use a deck withou
any bent cards. See the appropriate entries faetlmts as single cuts and make the necessary
adjustments. What if you catch a packet eitheride-slown or perpendicular relative to the already-
caught cards in your hand? Usually you can coarainwanted face-up packet by doing half a one-hand
Roll Cut at the natural break. As for horizontally misoramhpackets, try to knock them straight with the
fingers and thumb.

Four and five packet "Sybil"cuts.l always do the eight-pack&bwer Cut as described in this book, but
you can do the cut with as few or as many paclet®a want. IrOut of Control,doing the cut with more
than five packets is only facetiously suggesteds apparent from illustrations featuring three deand
a foot aiding with the cut. For the original treatmh of the four and five packet versions plus gtiadks
to go with, se@ut of Control.

More Sybil variants. Recently, there has been a spate of videos and hermpabout flourishes.
Unfortunately, they reprise the same misinformatadvout springing the cards. They also contain
variation after variation of the Sybil cut. | likevo-hand flourish cuts. | just want to see diffarkroking
two-hand flourish cuts. While worthwhile variatioasd expansions of the "Sybil" cut do exist (se@tBr
Tudor'sShowojf videos)here's more to life than just cuts. Rather theat bBee "Sybil" concept to death,
why not broaden your horizons with some long s@ingraceful fans, elegant arm-spreads, and eye-
boggling aerial stunts? One and two-handed cutguatea fraction of the realm of flourishes, anfdyfi
same-looking variants of the same technique wiragate most everyone, magician and layman alike.

The infinitude of other two-hand single and multiplflourish cuts. By combining elements of cuts in
this book, you can construct as many cuts and ambiations as your life span and ever diminishing
judgment allow. You can devise cuts that presemeeotder of one or more cards, you can devisetbats
move cards from one position to another, you casisdecuts that reverse cards, reveal cards, famsc

or whatever you need to do. Add the table and timaber of possible one-and two-hand cuts is truly
limitless. The number of eye-pleasing, differerddimg cuts is not.
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ARM-SPREADS

"The mystery of card flourishes is that, with téngkrs and a simple deck of cards, a performer can
display such dexterity." -Camille Gaultier

Few segments of the art of fancy card manipulati@mmore infested with misinformation than thediel
of arm-spreads. While the basic idea has always tiespread a deck of cards on the arm, turn thasca
over domino-fashion and then recover them in soraermar, how to best accomplish this has seldom been
properly described. No less esteemed a magicakmtitan Walter Gibson exemplifies the typical
inadequate and misleading treatment of arm-spre@teck out his otherwise splendid Complete
lllustrated Book of Card Magic. His photos showdsaspread on the arm on a vertical axis, thahgs, t
long way. This positioning of the cards producespgy, highly-peaked spreads that do not display the
indices or generally compare with the effect ackieby spreading the cards the short, or correct way
Gibson, like many other writers, also errs in hitviee to spring the cards along the arm, rathen tha
pressure-spreading them. The venerable Jean Hugahni priceless Card Manipulations series, depict
the cards spread in the same, clumsy, long-waysigrosand also makes the error of advising one to
"hold the pack in the right hand in the position $pringing the cards." Even Lewis Ganson, onehef t
most prolific writers about flourishes ever, gite same piss-poor advice in his Expert Maniputatib
Playing Cards. As will soon be demonstrated, theh-anemy of successful arm spreads is air, and
springing the cards puts air pockets between carndsgdition to producing unsightly serrated edges
the ribbon of pasteboards.

Why anyone would want to spread the cards longvisyseyond me; cards spread this way are more
unstable, harder to turn over, and just plain ugbking owing to the improperly displayed indicés.
have seen old film of Houdini doing arm-spreads thay, and since it's Houdini, they look spectacula
Houdini could have made a rosette look spectactaen Houdini had to cheat a bit on his spreads
though, stabilizing them with his other hand orrelies body.

Speaking of Houdini, perhaps the most egregioustatisment in Walter Gibson's section on arm-spreads
concerns the feasibility of the double arm-spread #&urnover. Harry Houdini's "King of Cards"
promotional poster shows Houdini doing the turnowéh a deck of cards spread on each of both arms
(albeit in ugly, long-ways, peaked spreads). Gibstates that such a feat "is impossible, even for
Houdini, as he could not have spread both packss myth has been perpetuated by others. On tHe bac
of a reproduction of the "King of Cards" postethis assertion by one Lee Jacobs: "The feat ibitistf in

the upper left corner of the 'King of Cards' pos¢empossible, no matter how expert a card maatpul
Houdini might have been, according to some of #& bving card manipulators of today." Jacobs @rot
this in 1980, so | wonder who the best living caranipulators of the day were who would make such a
claim. | have a feeling Jacobs was either mereitenating Gibson or referring to others who were
reiterating Gibson.

Well, it turns out that there are several ways @odduble arm-spreads, and although the doBllek-
Arm Reverse method is damned hard, it is far from impossiblerdbver, both Farelli and Gaultier
describedthe back-arm reverse method of the double arm-dpi@ag before Gibson or anyone else
pronounced it impossible. If Houdini could do a bleuarm-spread, then he almost certainly usedreithe
the singleBack-Arm Rever se or the doubldBack-Arm Rever se method.

You will find the Elbow Double Arm-Spread method, the simplest and best way to do a doulsie ar
spread, described for the very first time here.

Arm-spreads are big, risky-looking crowd-pleaséumsn-spreads make great finales to flourish routines
The problem you may encounter in this regard hatotwith moisture on the arms. Even in a non-humid
environment your arms may still sweat, and any toogson the arm is fatal with this flourish. Yourto
want to do three minutes of unbelievable cuts, fahsffles and springs, only to be unable to doryou
planned finale arm-spreads on account of moist .aFiml the correct shirt or coat sleeves and your
problem is solved. | have illustrated the spreas{armed.

In this chapter you will get the correct methodstfee basic arm-spreads and catches. You will géto
the correct methods for the most advanced andapdat arm-spreads and catches ever to see pridt. A
yes, you will see the impossible double arm-spread.
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Basic Arm-Spread, Turnover and Glide Catch

The left arm is bent at the elbow at about a 12ffekeangle. The left forearm is held straight aurént

of the body, fingers extended, forearm perfectiselepalmside up. The right hand, applying subghnt
pressure, spreads the deck evenly up the lengtheofeft forearm. Fanning powder is essential,sas i
plenty of pressure with the right fingers as thelsare spread. The ribbon terminates an inch @noso
the crook of the left arm. Care must be taken &wdecnough space between the biceps and the tdst ca
of the ribbon to allow for the deck to be turneaio\Brand-new, unpowdered cards are very diffitmlt
control. Remember, moisture on the arm is extrerfagl.

You will be starting the basic spread in one of tways. You can have the deck in the right hand in
dealing position and place the deck on the lefdhatrthe left fingertips and begin spreading (Fégur-1

to 7-3). Or you can have the deck in the left hemdealing position (Figure 7-4). In this case, k¢lee
deck square in the left hand, pick it up with thght hand, and move it to the tips of the left &ng with

the right hand (Figures 7-5 to 7-7). No matter whi@and the deck starts in, keep the deck squaen,Th
just as you start the spread, bevel the bottorhefieck forward with the right thumb (Figures 778).
You may also find it helpful to arch the left hamg to meet the first card of the spread (Figureag&in).
Beginning at the left fingertips, spread the depkthe palm side of the left forearm toward the @lpo
ribbon-fashion (Figures 7-10 to 7-14, views frore tither side). Bend the left fingers and the cauds
over, like very thin, misprinted dominoes (Figuz45 to 7-17). The turned-over spread may now be
turned over again, transferred to the other arnhrawn into the air and caught in any of numenaags.

Or you can do theslide Catch. The Glide Catch is accomplished by simply lowering the arm or
thrusting the arm forward to cause the cards tdegtiown into the cupped hand (Figures 7-18, 7-19).
With a normal spread, the move is a little un-uipgctacular, but it is a clean and attractive way
terminate doubl&iant Arm-Spreads and will get you out of many situations that invelsdamaged or
rickety spreads. After some practice, you can aodhde without much lowering of the arm by just
thrusting the arm forward and drawing the hand lduiback to catch the cards. Do this with your
damaged or bad spreads and spectators won't seertiigion of the spread. With an intentional glated

a perfect spread, lower the arm so the audiencsamthe cards smoothly slide into the hand.
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Opposite-Hand Scoop Catch

This is the catch you see most often with arm-sfgegaredictably, it is one of the least spectacafar
catches. Like the glide catch, however, it is usatua recovery move with a damaged or uneven dprea
You can make this catch look better by throwinggpheead as high as possible and lowering the feft a
instantly after the throw, so that the spread sesmpended for a second. When exhibiting this ¢atch
turn the left side of the body towards the audieswéhe right hand doesn't block the view of threag.

Spread the deck on the left arm (Figures 7-20 26)7f you areplanningto do a scoop catch, position
the right hand in back of the spread as it is béimged over. This will allow the last cards of $@ead
to fall on the right thumb. If using the scoop te&s a recovery move, just stick the right thumbeurthe
end of the spread so that it looks like Figure 7Q@8ickly elevate the left arm, then quickly lovike left
arm, then quickly dart the right hand forward (Feg17-27 to 7-29). If your right thumb is under el

of the spread as shown, you should have littldadiffy with this catch. You can do a same-hand pcoo
catch, but | would recommend the far less difficsiinilar back-arm flourishes instead.
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Same-Hand Fall Catch

Now we get to the really good catches.

You've just turned a spread over on your left dfigyre 7-30). Your right hand is occupied jugglimg
cards. What to do? Slightly lower and then quickigvate the left arm and bend it at the elbow (FEgu
7-31, 7-32). With just the right amount of momenjuhe spread will be tossed into the air to a valti
attitude (Figure 7-33). Quickly draw the left haback and lower it into a position to catch the adre
when it falls (Figures 7-34, 7-35). With the thutméhind and the fingers in front, catch the spread a
falls (Figures 7-36, 7-37). With this spread, athweill others, make sure you leave enough room dsstw
the end of the spread and the elbow to allow fer gpread to turn over without hanging up on your
biceps. Practice this with both arms in preparat@mrthe blockbusteElbow Double Arm-Spread soon

to come.
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Opposite-Hand Fall Catch

The fall catch is a versatile method of concludamgarm-spread. Say the right hand has just spread t
cards on the front of the left arm, and the lefgérs have turned the deck over once. The leftraow
elevates and the arm is bent at the elbow. Theadpsetossed so that it angles up and away from the
performer who then catches it with the right hafide performer catches the spread in the same manner
as he did with the left hand in just-descrit#&e-Hand Fall Catch (Figures 7-38 to 7-40). It helps to
angle the cards up enough so they fall like a M@teNot only does this make the catch easier,that
flourish is visually bigger because more cardssaen from a front view.

The most important thing to do is to position yeatching hand close to the catching-end of theaspre
With the Same-Hand Fall Catch you really didn't have a choice in the matter, ¢ne of the spread is
already near the left hand when you toss up ehbafid spread to vertical. With ti@pposite-Hand Fall
Catch, position the right hand near where the catchingdadritle spread will be when the left-hand spread
is tossed up to vertical. Angle the spread up abitHalls into the catching hand.
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No-Turnover Down Catch

The selling point of this catch is that you canpdeoreally long ribbon, faces of the cards to theience,
and make an extremely risky-looking catch. | sakyilooking, because the catch is remarkably eady a
stable. Since you don't turn the ribbon over, thels are in a position to be easily gathered a$dine
lunges down. If you tried this with the ribbon rumg the other way, the catch becomes quite risky
because you are kind of catching against the graiine cards. If the cards are in good enough shape
can do a double-turnover down catch, since turtiiegibbon back over will orient the cards corngctl

Spread the deck face-down on the front of thedeft (Figure 7-41). Position the right hand at treeind

of the ribbon (Figure 7-42). Elevate the left amilthe spread is vertical (Figures 7-43, 7-44pvd the
left arm to the left and down, so that the obsésweew of the airborne ribbon of cards is unobsed
(Figure 7-45). Quickly lower the right hand andotathe cards (Figures 7-46 to 7-48). It reallyhatt
easy. Toss the caught deck into dealer's gripanett hand or do another spread with the rightthafou
can move the left arm to the right and cross tinesaduring the catch for an even better effect. Aeot
good thing about this spread is that it works wdth underpowdered or unpowdered cards. The tumove
is the tricky thing about arm-spreads. You cantdse and the next catch with just about any borrowed
deck, assuming the cards will spread at all. Whan get good with this catch, elevate the left ainst f
and then quickly move the right hand to the tofhefspread and catch as before.




Full-Deck Cross Catch

This is similar to one of the back-arm cross catdheheContinuous Alternating Back-Arm
Catchesentry, except here you are using a whole deck enaom instead of half the deck on each arm. While
this may seem to violate my rules about minor vesial need to illustrate the cross catch here thighwhole
deck to make some important points about the c&icét, while you would never do successive back-ar
cross catches with anything other than a pristaak dthis full-deck version can be done with worn,
unpowdered cards. Also, the ribbon is very largd exposed, and the catch looks very casual yeiésgteat
finesse. Finally, while the various back-arm catetjuences are probably the province of the flourish
specialist, thé-ull-Deck Cross Catch is for everyone. Spread the face-down pack on do& bf the right arm
(Figures 7-49 to 7-51). You only have to balandbete for a second. In fact, with iffy cards, yzan spread
the left fingers out on the back of the spreadeds it down on the right arm to stabilize thelsamtil you
move the left hand to make the catch. Positiorefidnand to the left of the far end of the sprééidure 7-
52). Elevate the right arm, roll the right armadnvard you a little, and toss the spread up andddeft
(Figures 7-53 to 7-55). Of course you want the $aafethe cards visible to the audience; this is wbiy roll
the right arm until the spread is correctly oriehf€he ribbon starts out facing down. You rotatedhm and
the spread faces the audience. You also need tedimtely lower the right arm and draw it to thehtigrhe
spread, having been imparted leftward momentunhcedlesce neatly into the left hand, into deafogition
(Figures 7-56 to 7-59). The catch looks best iflfiehand is absolutely stationary from FigureZ7em.
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Half-Turnover Down Catch

Here's a definite winning proposition. It is justeasy to do this catch and make it look as ittrels are
almost going to hit the floor as it is to do a shanappy lunge. And although both look good, |
recommend the to-the-groumthlf-Turnover Down Catch, and not only because it has more amplitude.
The fact that it looks like you are barely catchihg cards before they hit the floor implies amedat of
apparent risk that the audience can readily apgeeciJnlike the last four catches, this one must be
exhibited with one side of the body toward the ande. I'm illustrating it with the left side of tthedy
toward the audience.

Spread the cards on your left arm, and turn theer balfway (Figures 7-60 to 7-62). Arrange it se th
palm of the right hand is lightly touching the suihof the peaked spread (Figure 7-63). Keep thietrig
hand open as wide as you can. Quickly move botts anpnabout three inches and then quickly dart the
left arm down and out of the way (Figures 7-64,5J-6.unge down with the right hand and the falling
spread will be gathered into the palm-down righichéFigures 7-66 to 7-68). Spread the right harehop
very wide at the start, and then clamp the rightrth and fingers shut to catch the cards. Varyirg th
speed of the lunge will vary the amount of distatiee cards fall before you catch them. You caneyath
all the cards before they fall a foot, or follovetfalling spread all the way to the floor before tast card

is caught.

If you have difficulty in getting the spread to gtturning over midway, you are either bending e |
fingers too quickly to start the turnover or yourtmt have enough fanning powder on the cards. Tdrne
over arm-spreads need a thoroughly powdered dédhkel cards fall too quickly to catch, you are
probably not raising the arms up a little first.

Fimire 7462 Iirire T3
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Half-Turnover Up Catch

Although this catch is considerably more diffictlian the just-described down-catch version, itds n
monstrously hard and it is well worth the efforhi§ one must also be seen from the side. Here I'm
showing it from the left side.

Spread the pack on the left arm and turn the spyeadjuarter of the way over (Figure 7-69). Positle
right hand above the middle of the spread, thesertdie right arm and elevate the right hand as dsgh
will go. Keep the right hand centered over the pefathe spread. Toss the spread sharply up by yuick
raising the left arm (Figures 7-70, 7-71). Keep lgfearm straight. A sharp and strong enough taifis
propel the spread all the way up into the rightch@ifigures 7-72, 7-73). The right hand catchesfiread

in the same way as with the down catch, by clofiegthumb and fingers together with the peak of the
spread in-between. You actually want a little esgeementum on the spread, enough to drive the cards
up into the right hand with enough force to keegnitthere long enough for the right fingers and thdion
close. While you may have to lower the right halighly when you are first learning this flouristo, do

so in exhibition greatly diminishes the effect. T8eling point of this catch is that you are thrnogvithe
spreadupinto the right hand.

Turning the spread over only a quarter or a thirthe way makes the catch much easier and does not
diminish the effect.
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Changeover Arm-Spread

This is from the amazing Jeff Edmonds. The deckldie®en spread on the left arm. After the spread is
turned over it is transferred to the other arm Bsping the right arm on the left, sandwichingspeead
between the arms which clamp firmly together. Thére sordid sandwich is then inverted, the arms
rotating clockwise, the cards ending up on thetrag, still perfectly spread. Once the right asnteivel,

the left arm is lifted up and out of the way, ahd tight fingers turn the spread over again.
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Start with a standard, face-up spread on the teftand turn the spread over with the left fingéfigre
7-74). Put the right arm right on top of the sprepalm to palm with the left (Figures 7-75, 7-76).
Squeeze the arms together tightly enough so tlatiltbon is firmly held, but not so tightly thateth
spread is smeared or disarranged. Turn both areisass/a unit with the spread sandwiched in between
(Figures 7-77, 7-78). Remove the left arm fromgpeead (Figure 7-79), taking care not to disarrdhge
spread. Just avoid lateral motion with either armd gou should be fine. Turn the spread over with th
right fingers. Finish with &ame-Hand Fall Catch or any other striking fancy catch that strikes your
fancy.
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Upright Arm-Spread

Here's an arm-spread that can't be turned ovactially consists of two overlapping spreads, lwing

to the ease and rapidity of the formation of the tspreads it looks just like a normal spread that i
somehow balanced on its edge on the arm. | beltaseoriginal, even though it is based on an efs
but much less-impressive table spread. Andrus bagthing involving the same principal Andrus
Deals You Inpoth as a table spread and a weak arm-spread. $Hthéacards spread the long way and
never raises the spread, content instead withnmdkiup by one end.

Lewis Ganson, ifExpert Manipulation of Playing Cardgjves a completely different "sandwich" version
of this, as does Hugard and others. The goal cfetlsandwich spreads is to display the indices @f th
cards, which are spread shortways and sandwichasée the arms, which are rotated ninety degrees to
display the indices as much as possible, which msath. If you really want to do this, simply sttpe
Changeover Arm-Spread at the halfway point with the deck spread and sécitvd between the arms.
Or better yet, do the full-blowbpright Arm-Spread, which is infinitely more impressive. Inexplicably,
Ganson does not recommend the shortwise, indicgdaging, correct orientation of the cards for any
spread other than his weak "sandwich" version efugright spread.

The present version of thdpright Arm-Spread is a great flourish. Always show it after a few pler
spreads and catches but before finale moves li&&lthow Double Arm-Spread or Forearm Double
Down Catch. You first want to establish the "norm" of the regyuflat catches and turnovers to provide
the audience with the background necessary foappeeciation of the apparent defiance of gravitt th
the main selling point of th&pright Arm-Spread. Nonetheless, | think the move lacks the finale-
amplitude of any double arm-spread flourish.

Hold the deck in the right hand in the same mamseyou would in preparation for any regular arm-
spread. Spread only half the deck, face-up, albadeft forearm from fingers to elbow (Figures 7180
7-83). The spread is sparser than normal but youldlget sufficient coverage. The condition of tiist
spread is not as important as, and can even cositghtly fewer cards than, the spread you nextemak
Spread the remaining half of the deck away from, yaam the elbow to the fingers, over the firstesut
(Figures 7-84 to 7-86). While the right fingersesguat the cards for the normal-direction, fingersitmow-
spread, the right thumb spreads the cards in thsuah, elbow-to-fingers spread.

If you have trouble with the spreading of the finsif of the deck, it's most likely due to lackfahning
powder. Try taking half the deck only in the riglgnd and spreading it smoothly. Then take the whole
deck and just spread only the bottom half. When g@w do that, spread the top half back over tis¢ fir
ribbon.

Since the top spread is the one the audience edlivghen the spread is moved to its upright posiiton
must be perfectly even and can contain a few maréscthan the lower spread. The lower spread, which
becomes the rear spread when the spread is mougatight position, is there only to stabilize therit
spread.

Once you can make the two spreads smoothly andlyrieajuick succession, you are ready to raise the
ribbon. Grip the far right corner of the two-layergpread with the right thumb on top and the rigdex,
second and middle fingers underneath (Figure 7-8p)the left arm up as you simultaneously rotae t
right arm clockwise until the spread is uprightgiifies 7-88 to 7-90). The spread must be centerdleon
right forearm, in the same place as an ordinatysfd@ead. If you try to position the spread anywhelse
on the right forearm, the spread will probably gilart. The unstable part of this spread is theneadest
the biceps, otherwise the spread is remarkablyestdioy really short spreads at first and then gedig
lengthen the spread until the end of it almost besahe biceps, as would a normal, single-layepeehbsl.
You can slowly raise the spread to enhance theasgpee of difficulty, or (after some practice) ddyc
toss the ribbon up to its raised position. You aiso milk quite a deal from the apparent difficuitfy
keeping the spread balanced.
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Giant Arm-Spread

Weave the deck and offset the top half to tigiat a quarter-inch (Figure 7-95). Spread the wopeack
from fingertips to the crook of the arm, just Iiéth a classic regular Basic Arm-Spread (Figuré&xte
7-100). In fact the whole thing is just your Basien-Spread with a woven deck. Care must be taken to
weave the cards so the end cards of one half tih'tJust push the halves together for more ofrthe
length. Turn the spread over and finish with a Bdkthe-Back Catch or a Same-Hand Fall Catch. If you
spread the cards and you don't like the spreadaaednot confident of the viability of a turnover,
terminate the effect with a No-Turnover Down Catilyou turn the spread over and doubt the cardls wi
stay together for an aeriedtch, terminate with @lide Catch or Opposite-Hand Scoop Catch.

gt 725 Fitiris “=5 e 7=0"

i 708 Figmire =99

323



Behind-the-Back Catch

If you will pay careful attention to the details this near-blind catch, you will likely receive bpgyoffs
in terms of effort expended for effect achievedways position the elbow-end of the spread directly
above the catching hand, and just pour the catdghiat hand.

Begin by spreading and turning over the deck orlegftearm. Place your right arm behind your back as
far as you can, so the right hand is visible fréwa front of your body (Figure 7-101). If you dohdve
long arms, not to worry. Simply turn your left sittievard the audience until your right hand is wisib
You shouldn't have to turn your body all that mulsbugh. It also helps to arch your back. Touch the
right thumb to the left elbow to orient the righdrd. Now, do th®©pposite-Hand Fall Catch into the
right hand (Figures 7-102 to 7-106).

If the spread is tossed up so it is nearly perpmiai to the ground, and if the right catching hasd
positioned at the bottom end of the spread atetielbow, the catch is not so hard. Look at threag for
as long as possible before catching it. If you Hang arms, you may be able to see the catch occur.

You can also do a same-hand behind-the-back chtahunlike the comparatively easy opposite-hand
behind-the-back catch just described, the same-bahthd-the-back catch is a losing proposition when
considered as a function of effort versus effect.
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Elbow Double Arm-Spread

Half the deck is spread on each arm, both spreadsiaed over, both spreads are simultaneousbyvimnr
up into the air and caught. The audience has a c¢iea of both spreads turning over, and especiaflly
all 52 cards as they are being caught. This iy tublockbuster effect. Although extremely diffigut is
well worth the effort, and it is the easiest wayltoa genuine double arm-spread.

At first thought, spreading the cards with the elbimstead of the more nimble fingers might seem
awkward or inelegant. However, the elbow is in pleefect position, the audience won't notice, andgtmo
importantly, there is no easier way to do a gendimgble arm-spread.

Hold the deck in the right hand in standard arneaging position (Figure 7-107). Spread half thekdec
face-up on the left arm (Figures 7-108 to 7-11(jisTs kind of like the first part of thepright Arm-
Spread, except with theElbow Double Arm-Spread, the deck is divided exactly in half, and the right
hand keeps the upper half. The right hand shigtgiip so that the half is held between the thuipb t
underneath and the fingertips on top (Figures 7-112). Rotate the right hand clockwise until ipem-

up (Figure 7-113). All you have done is turn thghtihand packet over, but you must do this or one
spread will be face up and one face down -a bawti®nce the right-hand half is face-up, grip it as
shown in Figure 7-114, with the right pinkie andex fingers at opposite short ends, thumb at tfte le
long side but not touching the cards, and secoddtdrd fingers at the left long side but not toinghthe
cards. This grip is very important, and will enaptel to keep the right-hand half square even withios
aid of the right thumb or right second and thimygrs. You should be able to hold the half betwteen
pinkie and index finger only. One more crucial thimhe right-hand half must be slipped toward the
fingertips so that once the cards are spread,igfe fingers can initiate a turnover. To do thisegs
forward on the half with the right thumb. Since tiadf is held between the right pinkie and indaxgér,
the half should remain square as you do this.

So you've got a perfectly even, absolutely stapteasd with half the deck on the left arm. And yeujot

the other half of the deck face-up and square énripht hand, in the correct forward position, fiym
boxed between the index finger and pinkie. You riswwhat Walter Gibson pronounced "impossible,
even for Houdini." You spread the other half. (Aplained elsewhere, Houdini used a different method
for the double arm-spread -either the single obttBack-Arm Reverse.)

Position the right hand palm-up with its face-uff bathe deck underneath the left elbow (Figurgls).
Press the center of the face card of the right-teatidagainst the left elbow. Do not move the ki at

all until the right hand is properly positioned ahe left elbow is touching the center of the faaed of
the right-hand half. Keep the right-hand cards bloaed square until you are ready to spread this hal
When you are, straighten all the right fingers #mdanb and move the left arm straight back and idie r
arm straight forward (Figure 7-116). Continue thmistion to spread the right-hand cards into a ribbon
the

325



right arm (Figures 7-117 to 7-119). The cards gread from the right fingers to the crook of themathe
same way as the first, left-arm spread. The ridgbove is merely acting as a large fingertip, and you
should have little difficulty getting the cardsgpread. If you do have trouble, try placing thekdes a
close-up pad or table cloth and making table ribforeads with your elbow. You'll see it's not t@wch
Indeed, the hard part of tiitbow Double Arm-Spread is not making the spreads, but dealing with them
after you make them.

Which is what you how must do. Keep the arms péyféevel. If you're doing the stunt close-up, ycan
keep the arms parallel. For stage, or simply fadmapm viewing, turn the left side of the body todadhe
audience and raise one arm, keeping the arms Nwal.can either turn the spreads over simultangousl
or one at a time. Bend the fingers and slowly tilm& spreads over just as you would a single spread
(Figures 7-120 to 7-122). Do simultane@asne-Hand Fall Catches. Bow.

The most common trouble spots are not being abilgttate a turnover, dropping cards before, durimg
after the turnover, and dropping cards during titehes.

If you can't start a turnover, it's probably beeatise far end of the right spread does not extand f
enough forward. Start the right spread so thatfithet card touches the middle fingertip. And St
right spread after the half has been pushed fortgathde last joint of the middle finger of the rtgiand.

If you can't do a left-arm turnover, you might hgwestled the spread while moving the arm around.

Dropping cards after the spreads are made is ysda# to one of three factors: insufficient fanning
powder, uneven spreads, or excessive arm motion't Brt the turnover too quickly either -this wbu
cause the last cards of the spread to shoot owtrtbthe elbow. You need tons of fanning powder. The
spreads will stick together with lots of drag oe ttards, so make sure your deck is in perfect tondi
and thick with powder. Make absolutely even spreadd don't move your arms at all once the spreads
have been made, except to maybe slowly raise teyallevel right arm for optimum visibility.

Dropping the cards during the catching phase obthet can be avoided mainly by completely masgerin
the Same-Hand Fall Catch in each hand before attempting simultaneous cat@asetimes you may
have to do &lide Catch of a rickety spread on one arm, and theBame-Hand Fall Catch with the
remaining good spread. Or do non-simultaneBarme-Hand Fall Catches for spreads of questionable
stability, since you can give full concentrationetach individual ribbon.
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Forearm Double Down Catch

The spreading part of this is the same asHElfww Double Arm-Spread, but the ribbons are not turned
over. The catch is very different. Although notdi§icult as the "regular" double arm-spread, tisistill

a finale move. You can learn this on one arm fiost, it doesn't look one-tenth as good when exbit
merely as a one-arm flourish. It is also considgraiore difficult to catch a whole deck than halénly
illustrated this on one arm, but you know what mevhen | say "spreads"” in the description.

Divide the deck in half and do &ibow Double Arm-Spread up to the point where you would normally
begin turning over the spreads. The spreads shmuld little shorter at the fingers end of the spisea
Instead of turning the spreads over, keep thenofidhe arms. Curl the fingers of each hand oweletird

of each spread (Figure 7-123). Quickly raise thredoms to vertical as you move the arms to eitliler s
of the body (Figures 7-124, 7-125). Keep the elbbeast. Only centrifugal (or centripetal -who givees
damn which) force keeps the spreads in positiod, raot for very long. Immediately lunge down with
both hands and gather in the spreads from the (feigsres 7-126 to 7-128). The catch is basically a
Glide Catch with the forearms raised. Clamp down on #rdsafter the last one is thrust under the rest.
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Back-Arm Reverse

Oi spread the cards on the back of the arm, follmevsame procedure as with the front, but take even
more care that the arm is level, since the badk®farm isn't as smooth and level a surface onhnioic

be spreadin’. You already had a taste of back-pmeasging with thé=ull-Deck Cross Catch. Usually

and fortunately, you will only spread half the deckthe back of any given arm at any given time.

| personally never try to turn over back arm-speedldey just aren't nearly as stable as regulat fiom-
spreads. | find back arm-spreads more spectactianwot turned over or tossed to the front of tedh
Back-Arm Reverses are too much risk for the effect. Instead, | thizdck arm-spreads are much better if
used in the fashion described in the three entmesediately following this one.

Another difference between back and front arm-sggéa that you will be spreading the cards in eithe
direction on the back of the arm with back arm-agse You almost never spread the cards from the
elbow to the fingers with front arm-spreads. Intfadhink the only time it is really necessaryfas the
Upright Arm-Spread.

The back arm-spread can be followed bBack-Arm Reverse, which entails tossing the ribbon up
several inches, quickly rotating the arm palm-ugilagand catching the still-perfect spread on thatfof

the arm (Figures 7-129 to 7-132). The spread is theed over (Figure 7-133) and caught. The sgcces
of the move is mainly dependent on the lightnestheftoss and the timing of the catch. Quickly but
carefully elevate the arm, leave the spread momsnsaispended in the air, quickly rotate the amanp

up, and catch the spread on the front of the ammn'tlry to launch the spread up with a whip-liketion

of the arm. Instead, envision the move as an etvaff the spread on the arm, the removal of time, ar
andthe catching of the then descending spread on the otated, palm-up arm. Time the raising and
lowering of the arm so that it moves at the exaotes speed as the rising and falling spread. Fditew
spread with the arm as you toss the spread upklgwart the arm down a little and rotate it palm u
Then follow the falling spread down so instead mfsking into the forearm, it is gradually slowedlan
stilled by the lowering arm. The concept is likecténg an egg, where you dissipate momentum by
moving the hand down to slow the egg rather thanply stopping it.

Here, then, is the method Houdini almost certambed to do his double arm-spread, even though
Houdini spread the cards longways. | have seendflidoudini doing a singl8ack-Arm Rever se. Since

you can do a double arm-spread with only one siBglek-Arm Rever se, Houdini certainly could have
done a double arm-spread if he wanted to. I'm owtggto use pictures to illustrate the double apmead
achieved by means of just one sinBlack-Arm Reverse, but here's the procedure: Divide the deck in
half with one half in dealing position in each haBgread the right-hand half from fingers to elbmw
the back of the left arm. Now spread the left-haatl on the_fronbf the right arm, taking care to keep
the left arm absolutely level as you spread thesalow do théBack-Arm Rever se with the left arm,
and you are ready to do simultaneous double tumscwed spectacular simultaneous double fall catches
Or glide catches if the spreads aren't in very ggitape.

Or, do the double arm-spread with t®ack-Arm Rever ses. Divide the deck in half so that the halves are
face down in each hand (Figures 7-134 to 7-136)e&pthe left-hand half on the back of the rigim,ar
from fingers to elbow (Figures 7-137 to 7-139). the same with the right-hand half on the back ef th
left arm (Figures 7-140 to 7-143). Do successivsimultaneou8ack-Arm Reverses.

If the spreads are in good shape after the revexsesthem over in the normal fashion. If the sl are
still in good shape after the turnover, do simwdtaus fall catches. If the spreads are unstable thite
initial back-arm reverse action, do therear m Double Down Catch.

So far, I've described two distinct methods fomdoilouble arm-spreads: the elbow andBlek-Arm
Reverse. Plus, you can do either a single or douB&ek-Arm Reverse. There is one other way, by far
the weakest, and that is utilizing the "100% oneedeal arm-spread” described in the Arm-Spread
Miscellany section.
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Continuous Same Back-Arm Catch

Farelli, Gaultier and others describe various back-spreads and catches. As they describe them, the
effects are short and difficult to appreciate. Védn@ome up with a way to systematize back arm-sisrea
and catches. With my methods, you can perform wvelvfifteen spreads and catches in smooth, crisp
succession and squeeze a pleasing, time-fillingmewut of what is normally a three-second cutjosi

The first sequence to learn is the repeated sprgadihalves of the deck on the back of the left and
catching the tossed (but never turned over) sprieatie left hand.

Grip the deck face-up in dealing grip in the rigiaind. Bend the left arm at the elbow and hold dfie |
forearm straight out in front of you, palm down.ritdhe right hand and the deck palm down and spread
half the deck on the back of the left arm, startih¢he crook of the arm (Figures 7-144 to 7-1&pread

all the way to the tips of the left fingers. Raibe left arm to vertical as you lightly launch #gread off

the arm (Figures 7-148 to 7-150). Once the spreae@ritical, quickly turn the left hand palm up airdp

the left hand to the bottom of the airborne sprgadures 7-151, 7-152). Do $Same-Hand Fall Catch
(Figures 7-153, 7-154). Indeed, the present flbussaSame-Hand Fall Catch initiated from the back of
the arm.

Turn the left arm palm-down again (Figures 7-15858). As you do this you can square the just-caugh
half with the left fingers. Now spread the rightadahalf in the same way as you did the first hi@€e-
down, from the left elbow to the left fingers (Figa 7-157 to 7-159). As the right hand finishegagding
the cards, it is conveniently positioned to grad fibst half out of the left hand (Figure 7-160)aiMeuver
the right-hand half so it is face up in the righntd, ready to spread (Figure 7-161). Toss the peead

up and catch it (Figures 7-162 to 7-166).
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Continuous Alternating Back-Arm Catches

Here are three flashy ways to catch back arm-sprédtese catches are designed to be repeatedlsevera
times to form a pattern of airborne ribbons. Ak ahown from your perspective.

One way to get into these catches is to perfornptheious flourish. Spread half the deck on thekluc
the left arm, elbow to fingers, and retain the othelf in the right hand. Toss the spread up and do
Same-Hand Fall Catch. Now you have half the deck in each hand. You caldd simply divide the
deck in half. Just make sure the halves are odesiieh that all spreads you make are face dowrs. Thi
will ensure that the audience sees the indiceseo€ards when the spreads are tossed and caught.

Here's the first catch. Divide the deck in halfgiifie 7-167). Spread the right-hand half on the lodicke

left arm from fingers to elbow (Figures 7-168 td7%). Position the right hand at the fingers enthef
left-hand spread (Figure 7-172). Bend the left atnthe elbow and elevate the arm and the spread to
vertical (Figure 7-173). Quickly move the left atanthe right, lunge down with the right hand anttba
the spread (Figures 7-174, 7-175). Reach aroundahght cards with the right thumb to repositiois th
half in spreading position (Figure 7-176). Uncrtss arms and spread the left-hand half on the back
the right arm from fingers to elbow (Figures 7-1@77-179). Position the left hand at the fingerd eh

the right spread (Figure 7-180). Elevate the raght and spread to vertical, quickly move the rigtmh to

the left, lunge down with the left hand and catieb spread (Figures 7-181 to 7-183). Regrip the just
caught half for spreading (Figure 7-184). Uncrdesdrms and once again spread the right-hand half o
the back of the left arm (Figures 7-185 to 7-1&79ntinue or move onto the next catch. Or, since the
deck is already separated in half, do some one-batsdin both hands simultaneously. Qvin Fans, or

S Fans, or whatever. Or, you can finish with one of theuble Back-Arm Catches.

All this catch boils down to is a series of halzdéNo-Turnover Down Catches from the backs of the
arms. Your goal is to afford the audience an umabttd view of the ribbons of cards as they arglau
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The next series involves all the same actions axitep time you will start with the forearm at ght
angle to the upper arm so that the forearm cragmebody. You will now launch horizontally-oriented
ribbons so that the audience can see the facdkté aards.

Divide the pack any way that leaves the halvesyr¢ade spread face down on the backs of the arms
(Figure 7-188). With the left forearm level in fitoof the body, spread the right-hand half on thekbaf
the left arm from fingers to elbow (Figures 7-1897t191). Position the right hand at the fingerd eh
the spread (Figure 7-192). Launch the spread umugkly raising and lowering the left forearm,
momentarily leaving the spread suspended in th€&gure 7-193). Sweep the right hand from right to
left and snatch up the spread (Figures 7-194, §-¥¥5you uncross the arms, regrip the just-cabaift

in spreading position in the right hand (Figurek9B, 7-197). Spread the left-hand half, which Hasgs
been in spreading position, on the back of thetrigrearm (Figures 7-198 to 7-200). Position thi¢ le
hand at the fingers end of the spread (Figure J-2Gdunch the spread up and catch it (Figures 7t202
7-204). Uncross the arms, regrip the left-hand imafpreading position (Figures 7-205 to 7-207yead
the right-hand half on the back of the left foredFigures 7-208, 7-209), etc., etc., etc.
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Finally, try the same kind of sequence with thevbéalspread the opposite direction, that is, elbow t
fingers. Like the last spread and catch, this amethe forearm held crossed in front of the bodylikg
the last catch, the orientation of the ribbonshay &re caught are vertical rather than horizontal.

Why reverse the direction of the spreads at al?tie previous twa&ontinuous Alternating Back-Arm
Catches with the cards spread elbow to fingers and yoadl why. While all catches of spreads in either
direction are possible, | believe the catches aaekeuly less difficult when done in the manner just
described. Verify this for yourself by trying caéshspread in both directions.

Half the deck in each hand in face-down spreadogition. Spread the left-hand half on the backhef t
right forearm from elbow to fingers (Figure 7-21Daunch the spread to vertical by sharply bendivgy t
right arm to vertical (Figures 7-211, 212). Crdss keft hand under the right elbow and let the aibEall
into the left hand (Figures 7-213, 7-214). Reghi@ just-caught left-hand half in facedown spreading



position. Spread the right-hand half on the bacthefright forearm, elbow to fingers (Figures 7-245-
217). Launch the spread to vertical and catchtihéright hand (Figures 7-218 to 7-221). Regripjtist-
caught right-hand half in face-down spreading parsitSpread the left-hand half on the back of tbbtr
forearm, elbow to fingers (Figures 7-222, 7-228),,etc., etc.
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Double Back-Arm Catches

Here are perfect ways to finish a routine of bagk-aatches. I've already given you pictures otttz
requisite catches. Now you just need to do thenbofffi arms at the same time. You can spread hafves
the deck in either direction on the back of eitlaem, and you can catch the spreads either with
simultaneousNo-Turnover Down Catches, Same-Hand Fall Catches, Opposite-Hand Fall Catches,
and sideways sweep catches, or any combinatidmesktcatches. Spread half the pack on the batie of t
left arm from elbow to the fingers. Spread the otmaf on the back of the right arm in similar fash
from elbow to fingertips. Throw both spreads up doddoubleSame-Hand Fall Catches. Or, shoot the
arms and spreads up above the head and do sinatapgerhea®ame-Hand Fall Catches with arms
fully extended straight up. Or cross the hands dmdross-handed overhe&dme-Hand Fall Catches.

Or spread the halves on the forearms with the forean front of body, launch the spreads up andscro
the arms as you catch the airborne spreads. Alveagember to tilt the spreads' faces to the audisace
that the audience sees perfect ribbons of indicarentarily suspended in the air.

Arm-Spread Miscellany

Behind-the-Head-Catchrlhis is really a behind-the-head no-turnover ugltaf behind-the-head fall
catch is much harder but possible if you throwribbon into the air high enough. Spread the facedow
deck on the left forearm. If the deck allows, tthe ribbon over once with the left fingers and thask
again with the right fingers. Otherwise, don't tthie cards over at all. Position the right handrmiour
head. Quickly elevate the left arm with the spraad toss the spread up into the right hand. Lile th
Half-Turnover Up Catch, you must propel the spread up with sufficient momento slam the spread
shut in the right hand. The right thumb and finggesnp together when the spread is coalesced teigeth
Don't bend down or try to lower the right hand. Yare feeding the cards up into the right hand. bfast
the Half-Turnover Up Catch and then do the same throw of a not-half-turned-®pmead for the
Behind-the-Head CatclA mirror is a must for learning and perfecting thegch. Initially, look for the
left hand to almost touch the right hand as theabis being launched up. This is what you wargtad,
and will help you get the hang of the catch. FdrileiXion however, you want tmaximizethe distance
between the hands when tossing the spread skywhislmakes the catch look much more difficult and
much less like you are just feeding the deck ih right hand. Try to produce an easy-to-see, lean
airborne ribbon that smoothly telescopes shutéright hand.

Pirouette CatchHere's a sad truth: If you can do a pirouette ptgpgou can probably acquire this catch
relatively quickly, provided you can do a decentesg, turnover an@ame-Hand Fall Catch. If you,
like me, have never had any even rudimentary darsteiction, then the catch will take a long, Iditge
to learn. Just as if you learn to juggle cards aitHearning to juggle balls first, so will you $eif if you
try to just whirl around fast enough to catch thesad. Plus, there's more to it than that, whegbalve
had dance lessons or not. You have to decide variohto spread on, which direction to spin aroumnd, a
which hand to catch the spread in. Different coratiams of body-spin direction, right or left armread,
and right-or left-hand catch, will produce slightlifferent looking effects of varying degrees dfidulty
for various people. If you already do a decentyeite or are used to spinning around one directidhe
other, adapt the card flourish to take advantaggoaf existing skill rather than adapting your &xig
skill to the card flourish. The same is true ofjfén twirls and spins.

Biceps CatchAfter a standard spread and turnover on the frbtiieleft arm, do a rever<alide Catch -
that is, elevate the hand and let the ribbon gtideed toward you. Raise your arm enough and ttasca
will slide into the crook of the arm. You can clabe arm slightly, then lower the arm to kind ofiace
the cards. Then pop the forearm up and make thie ftletrom the crook of the arm to be caught in the
left hand. Must be presented relatively close-umfoarm-spread.
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Elevated Forearm CatclChavez gives a unique forearm catch, which, whilestrictly a back-
arm catch, is similar in effect. In his version tads are spread the long, incorrect way, antbtlearm
is held high, at head level. Compare with the ibtdly superior-orearm Double Down Catch. Also note
that Chavez inexplicably calls the standard arneag@nd turnover the "revolution.”

Andrus' "East Indian Cobra.Just as bizarre as the name implies, this stuatlespreading the
cards long-ways undernedtie palm-down left arm and contriving to press thibere with the right
hand. No turnovers, no catches, nothing exciting.

Most of the back arm-spreads and catches you adlledsewhere in print.he cards will be
spread the long, or incorrect, way. And the cateti#de hurried, barely visible snatches inste&the
controlled, grand, floating ribbons achievable with system of back-arm catches. The main problem
with these spreads is that the thin edge of tHmoribis all the audience gets to see. You wantabesf of
the cards and all the indices exposed to the acelitam all catches.

Ganson's Upper Arm-Spreathis is inExpert Manipulation of Playing Cardslold the left arm
straight out in front of you. Bend the arm to tight at the elbow, keeping the whole arm level. aha
now forms a horizontal right angle. Spread the detkhe upper arm, from elbow to shoulder. Drop the
arm from under the spread, step back, and glidih¢he spread toward you. This is weak, in my apini
again because the audience only sees the thinoédge spread. Adapt my techniques for back arm-
spreads and catches to upper arm-spreads and gbii maive worthwhile variantdulholland Grab.It is
theHalf-Turnover Down Catch with the cards spread lengthwise.

Faux Arm-Spreadrhis is in McBride and elsewhere. You point the & at the audience but
angled up so they can't see the forearm. Therirgjaat the left fingers, pretend to spread the deittk
the right hand, but really just riffle the deck ddakp it square in the right hand. Toss the left ap as
you lower the right hand with the deck hidden ast peu can. Just as lame as the faux spring, ajthdu
you could vanish the deck by means of a pull opgditng the deck into your shirt or jacket pocket] dme
audience waseally convinced you had spread the cards, you might karething.

100% One-Handed Arm-Spreddcidentally, it is (just barely) possible to dd@0% one-handed
arm-spread by holding the deck at the tips of thtsteetched fingers of the bent arm and thrustiregarm
forward so that sheer momentum of the arm causesatds to spread and glide back toward the biceps.
The concept is similar to that of the "throw tafeead" and the condition of the cards is paramduist
easier if the deck is only lightly powdered, andlevla pretty effect, this method isn't quite wattie
effort. The spreads are short and nowhere nearessas a real arm-spread. Amazingly, this stunt has
been described in a magic magazine.
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TWO-HANDSHUFFLES

"In the first place, you should be able to handianprops gracefully. No matter how puzzling yaicks
are, your skill will be discounted if you shuffikeé a deacon with a sore thumb. " Bill Turner

The flourish that more laymen can do than any othéne Waterfall, or Dovetail, or Bridge shufflEhe
only reason | describe it is in the astronomicabtyjremely unlikely event you haven't ever seeiart]
because th€ross-Hand Waterfall Shuffle is based on its smooth and correct execution. bsirdidn't
include the smallDouble and Triple Waterfall Shuffles, but laymen seem to like them, probably
because they can relate to the waterfall action.

The first two-handed true flourish shuffle 1 evawswvas on the '70s television comedy Sanford amd So
Redd Foxx did some hafpring Shufflesto make it appear as if he could reallgy poker well.

I have two versions of thBouble Fan Shuffle here. The ordinaripouble Fan Shuffle is often seen as
the terminus forTwin Fans, but you've never seen the trimuble Fan Shuffle described before,
although Scarne brags that he could do it in TheaZing World of John Scarne. Technically, the
standardDouble Fan Shuffleis a false shuffle and the tridwuble Fan Shuffle is a real shuffle. | have
been asked dozens of times if I'm "really" shufflthe cards with the standard fake shuffle. Ratinen
telling the truth ("No-1 ain't shufflin' a singledg card") | say "why, yes, | am shuffling the sgtdand
then do the tru®ouble Fan Shuffleto disingenuously prove it.

Giobbi has one good flourish shuffle and a coupleeak flourish shuffles in his splendid Card Cgle
The good one is a version of tbeuble Waterfall Shuffle. One weak one is the previously -referred-to
side shuffle; the other weak one is a kind of exigaideck side shuffle. In my opinion, if a flourish
requires a lot of concentration by the audiencenjoy it, it is not a good flourish. The pretty aspof the
flourish must be obvious. With side shuffles, yoavé a different way to shuffle cards that is not
obviously pretty enough.
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Basic Waterfall Shuffle

There's virtually no chance you don't already ds; tthe shuffle has been described a million tirmed
many laymen can do it. Nevertheless, here it isqe&k just in case. If you currently only do thleuffle
on the table, here is the way to do it in theldere also is the correct method of dividing thekdse that
no repositioning or resquaring of the halves isessary. You will need to be able to do this shuféiey
smoothly in order to do the impressive crossed-bahdiffle coming up.

Hold the deck by the short ends from above withriglt hand, and curl the index finger on top af th
deck. Bow the deck, and position the left handhesve with the index finger bent (Figure 8-1). Digid
the deck by riffling off half with the right thumtnto the other three left fingertips (Figure 8-@Jip the
riffled-off half between the left index finger oot and the other three fingers underneath (Fige8e 8
Lever the end of this half up with the rigimgers until you can grip the short end with teé& thumb
(Figures 8-4, 8-5). Now the left thumb is at onerslend of the half, the left index finger is cuflat the
back, and the other three left fingers are at theroshort end of the deck. The right-hand halfustho
already be in the same position in the right haehd both halves (Figure 8-6), and riffle the halve
evenly together (Figures 8-7, 8-8). Put both thumbghe shuffled-together ends (Figure 8-9). Ttie le
and right pinkies, middle fingers and ring finggrip the other ends of the halves by bending atlake
joint. The last phalanges of these fingers serva #ieshy table that keeps the cards from plumrgetin
while the cards are being shuffled. Once the hafwesmeshed, grip the non-shuffled ends with tke la
two joints of these same fingers (Figure 8-10).dtre shuffled deck up so that the juncture ofithlwes

is pressed up against the thumbs (Figure 8-11)iafhastraighten all the fingers, and slowly laetcards
interpolate (Figures 8-12, 8-13). Draw the dech id¢aling position with the right hand (Figures%-8-
15). You can do the waterfall part of the shufffeside-down, either by inverting the hands or by ingw
the shuffled pack down, away from the thumbs (Fég8-16 to 8-19).
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Cross-Hand Waterfall Shuffle

Divide the deck in half in exactly the same mareethe preceding shuffle. Once the halves areeiin th
proper positions, with the index fingers curledtba tops (Figure 8-20), turn both halves face-uguie
8-21). The right wrist revolves clockwise and tleé Wwrist revolves counter-clockwise. Now cross the
arms at the wrists (Figure 8-22). It doesn't mattlkich wrist is on top, just always put the samestaon
top. Keeping the wrists touching, roll both handstéward you to turn both halves face-down again
(Figures 8-23 to 8-28). Shuffle the halves toge{Régures 8-29 to 8-31). Put both thumbs on thetjune

of the halves (Figure 8-32). Finish with the waddérinterpolation (Figures 8-33 to 8-35). Square deck

as much as possible cross-handed, and then griphtbie deck with just the right hand. Revolve tight
hand clockwise around the left until the deck igéaler's grip in the left hand (Figures 8-36 893- You

can do the waterfall interpolation upside-down wiitis shuffle as well. Keep the hands crossed at th
wrists and roll the hands palm-up. Then waterfadl tards upside-down. The most important thing to
remember about this shuffle is to give the audieasdull a view of the action as possible -donickl
their view of the shuffle with your hands.
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Double and Triple Waterfall Shuffles
These are kind of small, but fancy two-hand shaffiee hard to come by.

I'll give you two double waterfalls and one triplaterfall.

The firstDouble Waterfall Shuffleis by far the weakest. Shuffle the halves of thekdegether for one
eighth of an inch (Figures 8-40, 8-41). Waterfa# halves together, but only slightly (Figures 8td3-
45). Then waterfall the halves the rest of the W&gures 8-46 to 8-48). Whoopee. Farelli describhés
It looks a little better if the second waterfaluigside down.

The secondouble Waterfall looks quite a bit better. Shuffle the halves togeflor a quarter of an inch
but with the halves offset side to side for all batf an inch (Figures 8-49, 8-50). Waterfall ttzvies

358



together lengthwise (Figures 8-51, 8-52). Grip #ieiffled deck with the left hand only while you
reposition the right hand above the shuffled déggures 8-53, 8-54). Then waterfall the cards toget
widthwise like you would with a one-hand shufflegiires 8-55 to 8-57). Giobbi has a version of this
his excellenCard College.

The Triple Waterfall Shuffle combines the above two concepts. Shuffle the hdtwean eighth of an
inch and offset the halves side to side for alldne-quarter of an inch (Figure 8-58). Waterfadl tralves
together halfway, keeping the halves offset sidsite (Figures 8-59 to 8-62). Hold the shuffled kdec
with only the left hand so you can reposition tightr hand above the shuffled pack (Figures 8-6848-
Grab the shuffled deck by the long sides from aheik the right hand and squeeze the long siddbeof
deck with the right fingers and thumb as you prgs$rom underneath with the left index finger (Figu
8-65). Waterfall the halves widthwise (Figures 8-8&7). Hold the shuffled deck with only the lafind
S0 you can reposition the right hand (Figures 88689). Finish with an ordinary waterfall the re$the
way (Figures 8-70 to 8-72). To make everything siimeq make sure that during the initial shuffle the
and bottom cards come from the left-hand half.

Since laymen who can do tBasic Waterfall Shuffle are invariably proud of it, they seem to appreciate
these particular little twists.
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Spread Shuffle

This is an adaptation of thideshing Spread from the Table Flourishes chapter. Divide the dieckalf.
Place both halves face up on a close-up pad oslikce. Touch the inner corners of the halvesttoy
(Figure 8-73). Angle the halves exactly as showrFigure 8-73. Now spread the halves toward you
(Figure 8-74). The inner corners don't have tohobat they need to be very close for the entingtie of
the double spread. Reach forward with both handssanultaneously turn the spreads over (Figure§ 8-7
to 8-77). As you do so, apply slight pressure taihe juncture of the spreads by pushing
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the hands toward each other a little. If all goedl,wou will find the spreads have meshed likepper,
virtually card-for-card (Figure 8-78). Gather therds by sweeping the hands forward (Figures 8-79, 8
80). Reposition the hands for the standard watefifsich (Figures 8-81, 8-82). In a cozy close-up
situation this shuffle helps present an air of ehsnastery. If you have trouble, study thkeshing
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Flat Drop Shuffles

There are twd-lat Drop Shuffles, the half and the full. AFlat Drop Shuffle is much easier to control
than a Spring Shuffle, and the hé&lfat Drop Shuffle is probably all you will ever really need in this
regard. Divide the deck in half as for the Basict®¥fall Shuffle. Grip the left-hand half on the talin
standard riffle shuffling position and hold the highand half several inches (to start) above tlfe le
(Figure 8-83). The right-hand half is in the corepringing grip. Flat drop the right-hand half te table
such that the cards interpolate with the riffliegtdhand half and overlap by a quarter of an ir€ilgyres
8-84 to 8-86). Waterfall the shuffled halves togetfiigures 8-86 to 8-89).

For the fullFlat Drop Shuffle, drop both halves from corner springing grip so titwt halves overlap
(Figure 8-90). Finish with the normal waterfall.el'full Flat Drop Shuffle is tough to master because if
the drops aren't smooth, the effect is spoiledctRe FlatDr ops onto the table from each hand until you
can get smooth foot-high columns. Then practiceélyeseshing the falling cards.
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Spring Shuffles

The photographs of the ha®pring Shuffle would look almost exactly like the photographs lud half
Flat Drop Shuffle. For the halfSpring Shuffle, divide the deck in half and grip the right-handf valthe
corner springing grip. The left hand holds its halistandardBasic Waterfall Shuffle position. Spring
the right-hand half as you riffle the left-hand th&et as much height as you can on the springycAs
get better, the sprung half will land more and megearely. You must also keep the left-hand half
perfectly square. Keep the left pinkie, third aedand fingers between the face of the half andahke,
and press down firmly with the left index finger.

The full Spring Shuffle is more impressive, but much, much more difficaltlb neatly. This time divide
the pack in half and hold both halves in cornep-@pringing position. Now spring both halves orite t
table so that the halves overlap just enough tenfat the cards together at the end. This actidhbs
very sloppy at first, for two reasons. One is §@i don't have the benefit of a left-hand half sizdd by
the left fingers. The other is that you are propatut accustomed to springing cards with yourheifid.
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Fortunately, just springing the halves onto thdetab a lot easier than springing the cards fromdhi@
hand. Plus, if you practice springing the halvesutianeously, the left hand will learn from thehtg
Soon you will find that, although the height of g@rings are limited by the aptitude of the leftdhayou
can still get respectable height. The hard pagetsing the sprung halves to land in neat enougiarsg
piles to waterfall them together at the end. Iri,fgs is so difficult that | personally would &de you to
cheat in one of the following manners: First, dioadf Spring Shuffle with the waterfall finish. Then do
the full Spring Shuffle but spring the cards so they land atop one anattber that just overlapping a
little. Then square the deck without the waterfialish. Or just do the much-easier-to-contrbat Drop
Shuffles. Farelli describes the fuBpring Shuffle without the waterfall finish.

Double Fan Shuffles

The falseDouble Fan Shuffle merely entails properly forme@iwin Fans being closed together so it
looks like they are being shuffled (Figures 8-918t400). Notice that both fans are closed agaimst t
pinkie side of the left palm. This ensures thatdheds are square at the lower long side. If yothi@oas

a table shuffle, use the table as a substitutéhfoieft palm. Naturally, if you are displaying tfezes of
the cards you should use indices fans. When dispgajyne backs of the cards any old pair of perjectl
round, absolutely even fans will do. You can digptee thumb side of the shuffle shown in the phdiyps
facing left and extending the arms.

The trueDouble Fan Shuffle uses a left-handed indices fan and a right-handetkfan and actually
shuffles the cards. Make two such fans (Figure Br10 you look carefully at the edges of thesesfan
you will notice that there are actually two raigeavs of card corners on each fan (Figure 8-10s®r
the edges of the fans near the pinkies togethdraddheleft front row goes in between the two right rows
(Figures 8-103 to 8-105). If you firmly press tldges of the fans together as you close them, the ob
corners will interlock and the halves will weavgédther (Figures 8-106, 8-107). This time you casé
the left palm to square the cards against. If youhe true shuffle on the table, you can still tiee=table

to square the fans again. If, however, you do the shuffle in the air you will have to close tlan$
mainly by slowly tightening your grip on the far@nce the cards start to weave, firmly grip the sard
nearest the pinkies (the first cards to weave)vawave and close the remainder of the fan ontontloise

or less stationary block of woven cards. When #mes fare almost totally closed, you can press thewo
pack against both palms to help square the cards.

The weave will by no means be card-for-card, btegrajou get the knack you will find that you can
shuffle the cards and finish with a normal watéifaigures 8-108 to 8-110).

So why bother with the true shuffle if it is so rhumore difficult? Well, you don't have to if you b
want to. | only use it if a layman asks if the caate really being shuffled by the other way, amd f
magicians, most of whom also seem to appreciatentheobability of actually shuffling the cards inig
manner. The main reason | do it sparingly is bezauss hard on the edges of the cards. You will,
particularly when learning, find that some of tharrers of the cards begin to split because they are
binding together rather than smoothly interweaviigactice this with decks that you are not goingde

for practicing theBehind-the-Back Deck Separation.
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Turning Overhand Shuffle

Here is a nice trick two-hand overhand shuffle eayvscarce commodity. You can actually get several
different patterns of motion out of this shuffle, \&ill soon be explained. No matter what pattera go,

the rotation of the right-hand portion of the deslst be absolutely smooth and perfectly timed tmimi
the rhythm of a normal overhand shuffle. Don't thfmackets from the right hand though, peel themmfro
the right hand with the left thumb.

For the basic shuffle, hold the deck in ordinargrtmand shuffle position and pull off a small paciket
typical overhand shuffle fashion (Figures 8-1118t213). | learned to overhand shuffle cards with my
right index finger at the top long side of the tigiand cards. If you overhand shuffle the card$ whe
right index finger at the short end with the refsthe fingers, that's fine. If you shuffle like mgu will
need to extend the right index finger behind tifeHand as you do the turning portion of the stauffl
Which is now. Rotate the right hand 180 degreeskaltse from your perspective (counter clockwise in
these photos) (Figures 8-114 to 8-117). Strip offther packet with the left thumb (Figures 8-118+t0
121). Rotate the right hand back to normal oriégoa(Figures 8-122 to 8-124). Strip off a packet
normally (Figures 8-125 to 127). Rotate the riglwdh again (Figures 8-128, 8-129) and strip off ékptl
(Figures 8-130 to 8-133). Rotate the right-handigdrack to normal and toss them on the left hardsca
(Figures 8-134 to 8-137). That's the basic shuffle.

Now, here's another twist. From normal shufflingsiion (Figure 8-138) rotate your right hand 180
degrees in a counter-clockwise direction from yperspective (Figures 8-139 to 8-141). Strip off a
packet (Figures 8-142, 8-143).

Now you can strip off packets from a right handt tisaoriented three different ways. So let's cadlyw
number one, the normal way shown in Figure 8-118yW. The right hand twisted clockwise from your
perspective is Way B (Figure 8-117). And the rigahd twisted counter-clockwise from your perspectiv
is Way C (Figure 8-141). The basic shuffle is tAus, A, B, A. Add Way C and two more good patterns
are possible. First, try A, B, A, C, A, B, A, C, Ahen, for the maximum amount of motion, try A, @,

B, C, B, A

You will find it easier to rotate your wrists thequired amount if you hold the cards in a planaler
with the front of your body. In other words, if yane looking down at your left hand in front of you
body, rotate your left hand clockwise until yourders are pointing at, but not lodged in, your have
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ONE-HANDSHUFFLES

"In his early career Houdini advertised himselitls 'King of Kards, ' and he was without doubt ohe
the master manipulators of his time. Being a showrha aimed for the spectacular in his card wark, s
while he was well versed in more subtle sleigh¢sstiessed card flourishes in his public perforraant
Walter B.Gibson

A one-hand shuffle is distinguished from a one-hamdtiple cut because it is obviously a thorough
shuffle and because it deliberately imitates thmaof a two-handed shuffle. Tl@ne-Hand Overhand
Shuffle and "Pincer Grip Shuffle" meet these requirements. Although these two slsuftieuld
theoretically be classified as glorified multipletg, their inclusion here is justified in my "mihd.think
the " Pincer Grip Shuffle' makes an excellent one-hand Hindu shuffle if bikedsuch, and th@ne-
Hand Overhand Shuffle obviously imitates the two-hand version. Conversilg one-hand multiple cut
looks more like a multiple cut than a shuffle, thigha cut. That's why th@harlier/Thumb " Shuffle" is

a multiple cut -it certainly mixes the cards buesdd't look like a shuffle. Same with the not-ddsexi
"Casaubon Shuffle" actually a running Scissor Cut.

While we are being technical, the one-handed réfieffles are really weave shuffles. It's just tte
layman doesn't know (or care to know) about Faroffs, butt-riffle shuffles, weaves, riffles or
whatever. | always try to see a flourish throughyanan's eye, and to a layman the one-hand weasé mo
resembles the two-hand riffle shuffle with which iseso familiar. All this assumes that you do the
waterfall to finish the shuffle, as opposed to jusshing the shuffled halves together. About thg time

| think merely pushing the shuffled halves togetlsejustified is if you are exhibiting th®ne-Hand
Table Riffle Shuffle as the one-handed correlate to the standard twdeldargambler's shuffle.
Remember, real gamblers never exhibit waterfalffigsior card flourishes of any kind. Although some
can one-hand shuffle piles of casino chips witlydiisting fluidity.

The serious student should master at least oneosheththe one-hand weavefriffle shuffle in both the
right and left hands because this will enable @glivon the improbable claim of being able to sleufilo
decks of cards, one in each hand, simultaneousgcdmmend myfurning One-Hand Riffle Shuffle
for such a feat, since it is easier to do whiledfiolded, or better yet, with both hands tied bdHime
back.

Very few methods of true one-handed shuffles hass éound their way into print. Bill Turner, in his
wonderful How to Do Tricks With Cards, misnamesne-anded multiple cut a one-handed shuffle. So
does Lynn Searles, in the excellent little The Caxgert. So do many other authors. Lewis Ganson, in
Expert Manipulation of Playing Cards, under therimiOne-Handed Waterfall Shuffle," tells you to
shuffle the cards with twhands and then do just the waterfall part in onedhahis is obviously not a
one-hand shuffle. In Dai Vernon's prolific outptiete are at least three different one-hand shuffles
described, although one of them, "Benzon 's Shufffea rather bizarre pseudo-riffle shuffle andeon
"The Notis Cascade," is described merely as amatljpp a Cascade. There have been a couple oftrecen
descriptions, including the invaluable insight bé tphysically one-handed Renee Levand. (Levand even
describes a one-handed falseave/riffle shuffle.) In this chapter I'll desagilmne-hand riffle (actually
weave) shuffles, a one-handed overhand and Casatilidncer Grip Shuffle* which to me is a one-
handed Hindu shuffle.

A crowd-pleasing demonstration consists of doirigphthe common two-hand shuffles with one hand.
Do a two-hand overhand shuffle. Then tre-Hand Overhand Shuffle. Do an on-the-table two-hand
gambler's riffle shuffle (shuffle cards by cornens, waterfall). Then do th®ne-Hand Table Riffle
Shuffle sans waterfall. Then a two-hand Hindu shuffle. Ttrel' Pincer Grip Shuffle." Then a two-handed
in-the-hands waterfall shuffle. Finally do eithéditlee in-the-hands one-hand weave shuffles. Yout deed to
name any of the shuffles, but you can if you wamtould just say something like "mere mortals slaufike
this:" for the two-hand versions. One other touélyou do theOne-Hand Overhand Shuffle immediately
after a two-hand overhand shuffle in this sort @mdnstration, shuffle with the same hand both tinresther
words, if you do th@ne-Hand Overhand Shuffle in your left hand, precede it with a left-handed#and
overhand shuffle. This is so the audience can rmppreciate the degree to which the one-handedowversi
resembles the ordinary version. Same with tRéncer Grip Shuffle’ used as a one-hand Hindu shuffle.
Naturally, it is easier to temporarily switch haras the two-hand overhand and Hindu shuffles rathan
switching hands on their one-handed counterparts.
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Standard One-Hand Riffle Shuffle

| have seen this method attributed to one Howar@ddecey. Dai Vernon has illustrated this shuffle
several times. Joe Cossari also describes thisoshetithough he superfluously advises you to béed t
cards along their width before the shuffle and ltwags use the same deck for the one-hand shuffle.
Neither is necessary.

Hold the deck in the left hand, high in the handhat first knuckles, with the pinkie and index famcat
opposing short ends and the thumb and third argifiigers at opposite long sides (Figure 9-1). IRiff
down the corner of the deck and break the declaliwtith the index finger (Figure 9-2). Stick tHiager
into the break (Figure 9-3) and grip the lower tfween the thumb and index finger. You musthigt
hand toward the middle, ring and pinkie fingers asd gravity to help keep the upper half in posits
you spread the hand and move the lower half tdettheand the upper half to the right (Figure 9-Bhis
momentary reliance on gravity is the trickiest pErthe shuffle, and it is obviated in the superswon-
to-comeTurning One-Hand Riffle Shuffle. When the packets are spread far enough apart g~&69,
insert the index finger between the two halves outireleasing the grip on the upper half. Straighie
halves and they should end up positioned as inr€ige6. The other hard part of this shuffle is kegp
the halves perfectly square so that when you pushwo inner corners together (Figures 9-7, 948, t
cards start to weave (Figure 9-9). It is possibleveave the cards from the top to the bottom; i th
easier for you, fine. Continue to press the cort@ysther and continue to weave the cards (Figtir@)9
While you are learning, you might find it helpfu kind of rock the corners up and down to try and
initiate the weave. Later on, the weave happenstatince -as soon as the first cards weave, the res
instantly follow. In fact, in extreme close-up sitions, you might even want to slow the weave déwn
more resemble a riffle.

To start, you'll just want to try to get the knamkweaving. Sooner or later, though, you must foons
some of the finer points, the most important ofakhinvolve top and bottom card positioning. Unlgss
want one or two cards to fall off this shuffle, tght (fingers-controlled) half must be slightBrgjer than
the left (thumb-controlled) half, and the right fhalust contain the top and bottom cards of the figulif
deck. In other words, the first and last cardsefghuffle come from the right half.

Once the cards are woven (Figure 9-11), removenithex finger from between the halves (Figure 9-12)
and push the halves together for about a quartéram their width (Figure 9-13). Use the index fngo
keep the halves square (also Figure 9-13). Curinthex finger over the juncture of the halves aresp
into the palm (Figure 9-14), keeping a firm griptbe cards with the other fingers and thumb. Rel¢as
pressure of the index finger and the cards shoedghito waterfall up(!) and continue to coalesagetber
(Figures 9-15, 9-16). Square the deck in usuall@rel fashion.

A lot of people turn their hands over and do thaewall portion with the cards face-up, or stargé th
shuffle with the cards face up and then turn theer dor the waterfall, apparently on the theoryt tite
waterfall thus exhibited more resembles that oftthe-hand waterfall shuffle. This slightly irritatene.

No one | know turns the cards face up when shyffliraimost always do the waterfall as shown irs¢he
pictures and no layman has ever complained thagtib#le looked "upside down." However, for theetru
purist, here is a way to do the waterfall "righdesup,” and without turning the deck face up at point.
Since this method is slightly more difficult thametwaterfall just shown, | usually save it for alhg
focused exhibition of one-hand shuffles done ini fhe left hand to mimic two-hand shuffles, and e
other, easier method for one-hand shuffles in Hwhds simultaneously, behind-the-back one-hand
shuffles, one-hand shuffles done while doing anoftaurish in the other hand, and other one-hand
shuffles performed under duress. Please rest asthatthe precedingentence is the longest in this book.

When the halves are woven, put the index fingetagnof the juncture of the halves. Then bend the
second finger enough to put it underneath the winadwves. Press down hard with the index fingeras y
press up hard with the second finger. Then pulldevith the thumb on one side and third and pinkie
fingers on the other. Now the deck is bowed up ymd can waterfall the cards together in right-sige-
orientation.
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Turning One-Hand Riffle Shuffle

This is the most stable method of doing the onethaeave, because of a better method of dividing the
deck in half. Normally, merely dividing the deckandifferent way prior to a shuffle would not equéd

a separate flourish. However, with therning One-Hand Riffle Shuffle, the method of deck division
gives you an overall easier and superior flouriskould never exhibit the previous method and tirie

in immediate succession and expect laymen to bag ase out of the difference.

| have seen a couple of other scissor-like declsidins prior to one-hand shuffles; these are tmigor
variants, and none is as sure and stable as this on

Hold the deck in the left hand with the middle fngt the far short end (Figure 9-17). You canlgasid
quickly walk the fingers counter-clockwise aroundtis position from dealing position. Riffle dowime
inner right corner with the thumb to midpoint (Fig®-18). Insert the thumb into the break at theckie
(Figure 9-19). Push to the left with the edge & thumb to disengage the top half (Figure 9-20)e&w
the thumb to the left, rotating the top half clocé&v180 degrees (Figures 9-21, 9-22). Keep botvekal
absolutely square throughout and press the inmeec®together (Figure 9-23). Weave the inner gsrne
together (Figures 9-24 to 9-26). Remove the indeyer from between the halves (Figure 9-27). Pilass
halves together and place the index finger on timetpre of the halves (Figure 9-28). Bow the woven
deck down toward the palm with the index finger araderfall the halves together (Figures 9-29 tdl®-3
The shuffle is much more stable if the top anddsottards come from the right, fingers-controlletf.ha
You can do this whole shuffle upside-down, it iddsn stable.*

*

peaidd | iy atalsle
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One-Hand Table Riffle Shuffle

Dai Vernon describes this one. You can do it witlwiihout the waterfall finish to suit your nee@ne
variant of this shuffle involves using the thumidmthe work of the index finger. | think that' tminor

to be a separate shuffle. Another variant of@me-Hand Table Riffle Shuffle entails shuffling the cards
long sides to the audience. The cards are shuiffldte same orientation as the two-h&adic Waterfall
Shuffle. This looks really good if you can do it. The haattgs, you need a wide reach to be able to get
your fingers around the short ends of the halvabkeftleck. When | try it, it hurts my hand.
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For the normal version, place the deck on the tatlert end to the audience (Figure 9-32). Sepanate
deck by lifting up half with the left hand betwettre left thumb and fingers on the long sides (Fegaw

33), and moving this half one quarter of an inctheright of the bottom half (Figures 9-34, 9-3%¢ep

both halves absolutely square. Tilt the lifted-blf such that the far corners (from your perspegti
touch (Figure 9-36). Position the pinkie behind life half. Place the index finger at the far jumet of

the two halves (Figure 9-37). The index fingertgeds to be touching the table. Press the palmeof th
hand firmly down on both halves (Figure 9-38). Nongss the halves together with the thumb and second
and third fingers as you draw the index finger lgn@ the juncture (Figures 9-39 to 9-41). The cards
should weave from bottom to top. Keep the palmggdgiown on the halves throughout.

Waterfall the halves together in the following fewsh Put the index finger under the juncture of the
woven halves. Lift the woven deck at the junctur¢he halves until the juncture firmly presses agti
the palm (Figure 9-42). Release the index finget tre halves should waterfall together on the table
(Figures 9-43/9-44).

If the cards don't weave, try a couple of thingsstFmake sure you are trying to weave the bottands
first, rather than all the cards at once or thedafls first. Once the weave starts with the bottanas,
the rest will automatically follow. Second, rememb® keep firm pressure with the palm throughoset th
weave, and make sure the palm touches both hafvime aleck. Finally, the halves must be absolutely
square and not beveled.
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One-Hand Overhand Shuffle

This is an elegant and visually interesting imiatof the standard two-handed overhand shuffle.

Hold the deck by the short ends between the lefinthand index fingers at the lower corners (Fidiire
45). The index finger and thumb must be as closkda@orners as possible. Lower the deck ontotiero
three fingers (Figure 9-46). The middle finger idtee lower right corner of the deck to start; wtike
shuffle commences, this middle finger must movattke,| around to the far short end of the deck to
receive and square packets. If you start out wighnbiddle finger on the short end, the index fingen't
have room to break off the first packet. When yegdme proficient with the shuffle you can quickly
move from dealing position to Figure 9-46 and dfaetshuffle. Lift all but the top ten cards orvgith the
thumb and index finger (Figure 9-47). To causetéimecard packet to disengage from the balanceeof th
deck, roll and draw back the thumb-tip and indexgdirtip so that the cards separate. Draw back the
thumb and index finger a lot, and you could cutdiek in half. Draw them back only a tiny bit, ayal
could release just one card off the top.

Move the middle finger to the far short end of gmeall packet to help hold and square it. Contimuktt
the rear majority of the deck (Figures 9-48, 9-4&tting the small packet sit on the ring finged goinkie.
Continue to lift the rear lion's share of the deckil it clears the side of the small packet (Fay9r50).
Bring this large portion of the deck to the fromtle small packet (Figure 9-51). Release a secomll
packet in the same manner (Figures 9-52, 9-53)inAgkevate the main part of the deck until it céear
(Figure 9-54), and the second packet falls onitlseé L.ower the big part of the deck with the thuand
index finger (Figure 9-55), and break off anothaclget (Figure 9-56). Continue to shuffle off (Figsi9-
57 to 9-60). It actually looks more like a regutarerhand shuffle if you are a little sloppy witheth
breaking off of some packets. Too messy though tlaagackets won't clear at all. When you only have
few cards remaining between the thumb and indegefinthrow these cards on top and you're finished
(Figures 9-61 to 9-63). While the shuffle is illzged with only four packets shuffled off, you wiked to
do seven or eight for optimum effect.

A pretty bit with comic potential consists of doiagwo-hand overhand shuffle, and removing and then
replacing one hand without interrupting the shuffldis can be done very casually, the deck being
shuffled as the performer uses one hand to adisisteh look at his watch, etc. The secret is néveto a
genuine two-handed overhand shuffle. Instead, dootie-hand version with the other hand cupped in
front of the hand doing the work of the one-handffé. Say you do th©ne-Hand Overhand Shuffle

in your left hand. Cup the right hand in front bétdeck so it looks like it is aiding in a two-hastwlffle.
Move the right thumb so it looks like it is stripgi off packets. Then you need only remove and cepla
the right hand during the middle of the one-handffd Since | learned th©ne-Hand Overhand
Shufflein my left hand, | pretend to do the two-hand vandeft-handed also. If you have no pre-existing
prejudice one way or the other, and you do thenargitwo-hand version right-handed, it might belreoov
you to learn the one-hand version with your rigimdhinstead of your left.
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Pincer Grip Shuffle

Grip the deck as for the "Pincer Grip Cut." ThedHinger is curled underneath the deck, the irfiteger

is at the far right corner, the thumb is at thelédir corner (Figure 9-64). Pinch the top five ot sards
between the thumb and index finger (Figure 9-68). this packet off the deck by drawing the thunmiol a
index finger away from you as you draw toward ydthwthe other fingers (Figure 9-66). Continue until
the packets clear (Figures 9-67, 9-68). You wkkly have to straighten the pinkie, ring and second
fingers to get the packets to clear. Drop the paike the palm (Figures 9-69, 9-70). Pluck off trey
packet between the index finger and thumb (Fig@ré4 to 9-73). Pull the packet off the deck andiput
onto the packet in the palm (Figures 9-74 to 9-Fpeat with more packets (Figures 9-80 to 9-86).
When all but a few cards have been transferreddég@alm, close the fingers and square the decki(&sg
9-87 to 9-89).

As with the single cut version of this stunt, thieky part is cleanly breaking off cards with tteitnb and
index finger. Try lifting up on a packet with theumb prior to pulling the packet forward. Try moyithe
pinkie to the near short end of the deck to keepertitan the desired cards from being plucked off.

This is one of many wonderful items in Dr. Georges&ubon's chapter on one-hand cuf8ass Bertram
on Sleight of Hand.always employ it as a one-hand Hindu shuffle.
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Shuffle Miscellany

Benzon's Shuffle.This strange shuffle is in Dai Vernomviore Inner Secrets of Card Magilot quite a one-
hand cut, not quite a one-hand shuffle, it involresshing small packets together through the usbedr brute
force. It lacks the elegance of a one-hand weawk las little to offer beyond sheer novelty of metho
Substitute the&Charlier/Thumb " Shuffle” for virtually the same effect.

More Andrus Weirdnessl like Jerry Andrus, but sometimes | just wondethihk hisCard Controlis loaded
with practical magical sleightsAndrus Deals You Iris a mixture of neat original effects and risible
monstrosities. An&urious Kardscontains much material that is unworkable or unhalte. Among the most
impractical offerings of all is the ludicrodSquare Shuffle!" It is a table shuffle ilAindrus Deals You IrGet
ready. Divide the deck in half. Weave the halvagnTthe halves so that they are at right angles&another,
like an 'L'. Divide the weaved, L-shaped deck. [Rifhuffle one short end each of the two woven, L-sbap
halves for an inch or so. Divide this new, U-shggedr-packet shuffled deck in half. Riffehuffle for an inch.
The deck now resembles a square. | don't know wieestart on this one. First, there are eight pesckeall, so
that means the last four packets you "shuffle" tiogieonly contain five to seven cards. Andrusstitations for
this cut depict a deck that looks like it conta&ideast 300 cards. Second, riffle-shuffling is aatard-for-card
method of shuffling, so the cards are always sona¢witessy. And finally, what the hell do you do wille
square once you've so onerously constructed g@ufdo Andrus' suggested @. U." trick, your audience (if
any remain after the shuffling part) may turn vigle

SideShuffles.Both Fox and Giobbi give shuffles where the camsimterlaced by the long sides instead of the
short ends. Giobbi has a table shuffleCard Collegeand Fox used his pinkies to shuffle the cards fropto
bottom as an in-the-hands shuffle. And Jack Mediscribes yet another side shuffle"inand a Pack of
Cards."I think all of these shuffles are too small. Theyaant to different ways of shuffling a deck of cgrd
but not visually interesting ways. ThXouble and Triple Waterfall Shuffles | did include barely rise above
this category, and | mean barely.

In-the-Hands Spring False ShuffleThis entails thumb-springing one half on top of dtker with the hands
held close together. It's a false shuffle that dibdsok like a real shuffle and is too messy taalfourish. From
Andrus.In-the-Hands Side Spring ShuffleThe above shuffle with the cards held by the ladgsinstead of
the short ends. The thumbs spring the cards intb ether, shuffling them quite thoroughly. | thitiks is too
small and messy. | wish there were more good fbushuffles.

Deck Expansion Shuffle Expand the deck as for \Waterfall Drop. Divide the deck, keeping the halves
expanded. Push the expanded halves into one arimthiee sides to shuffle the cards. Another diffiergay to
shuffle cards that just isn't fancy enough.

"Casaubon Shuffle! A runningScissor Cut in my opinion, nice but not a shuffle. Tudor hageasion of this.
Almost but not quite ®ne-Hand Over hand Shuffle. Speaking of which, then there is

Causabon'sStand-up Shuffle." Hold the deck as for th@ne-Hand Overhand Shuffle. Now putthe lower
long side on the table. Lean the deck against &mel land do the one-hand overhand action. iBldsshuffle -a
one-hand table overhand shuffle. The problem is$ there is no such thing as a two-hand table ovetha
shuffle. In other words, Casaubon's shuffle doesimitic a regular shuffle, even though the cardsoneously
shuffled. Still a nice move, it looks even bettattmhalf a deck in each hand. One-haffitie-ReachScissor
Shuffle. If you have unusually large hands or an unusuaitieweach, you can do tiseissor Cut wide enough
to weave-shuffle the deck together by the shorseMdu'll need considerably more hand-span to dothian
the already suggested wide-reach, short-ends sabfée.

Somersault Riffle ShuffleThis is where you try to riffle two face-up halvasch that the cards land face down
and shuffle together. It looks fine if you managelo it cleanly, but it is too hard and iffy to went the effort.

Roll Shuffle. Here's a late entry in the two-hand shuffles cateddo aBasic Waterfall Shuffle, making sure
the top and bottom cards are on the right-hand Radfease the left-hand half, holding onto the wopack
with the right hand. Rotate the right hand cloclemimtil the woven deck is face-up. Cross the laftchunder
the right and reach under the woven pack Grababe-tip right half between the left thumb at thecjure of
the halves underneath and the left fingers onTop. left index finger must contact the card on ¢dphe left
half as well. Release the grip of the right hand eatate the left hand clockwise until the woverkpes face-
down again. Waterfall the halves together.
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DECK FLIPS, TWIRLS AND SPINS

"It is through the use of the flourish that theccaonjurer imparts to his performances those stoatihes
of wit and sparkle which are expected of those wiatk with their feet in the clouds, for the flourigs
the spice with which the conjurer seasons his eph@diableries... " Hugard and Braue

This section contains some whole-deck maneuversemie entire pack is flipped, twirled, rolled or

spun. One-hanB®eck Flips can be effectively interpolated with a fl@irideal; try alternating the simple

singleDeck Flip or Helicopter Deck Spin with a Twirl Deal for instance. One-hand flips and spins can
also be executed simultaneously in both hands, haththe deck in each hand, to add variety to a i

routine of one-handed cuts. Try the ingeniblip Back in this capacity. The two-hand pattern twirls and
spins can be used as transitional elements intmeywr as tempo-altering eye-pleasers throwmnish for
spice.

By pattern | mean you will be repeating some oséhmoves over and over to form a smooth, discernibl
configuration of motion. Twirling a baton consistsa basic twisting and turning motion done oved an
over. Same with some of the flourishes that follow.

By transitional | mean that deck twirls, particlyathe Palm Twirl and Corner Thumb Twirl, can take
you smoothly from one flourish to the next. Whemaks go from one area of the stage to anothey, the
don't just walk there, and when they go from orep gir move to another, they usually don't pause in-
between. Similarly, you can do a full-deck patteraneuver while turning your body, or while moving
your hands from one place to another. The susti@rafrls can add comic touches as well -try thegeir
Twirl while waiting for a slow spectator to perfolsome assigned task.

The Flash Toss, the Deck Twist, and theQuick Deck Spin are quintessential, casual, quick, show-off
bits that will instantly engender spectator’'s cderfice in your ability with cards.

The aerial deck flourish seen most often in psniny least favorite. Position the deck either oaryeft
palm or the edge of a table, with about one thfrthe length of the deck protruding over the eddew
hold the right hand, fingers straight up, and hé tinderside of the overhanging deck. This shoalde
the deck to start to flip end-over-end. Most dgdimins tell you to catch the deck between the rightb
and fingers after a death-defying one-half rotatiahink even trying to do a full 360 degree fiipthis
fashion is rather dumb because the action of sfgikhe deck is a very card-unstraightening way to
initiate a deck flip. A one-hanBeck Flip or the two-handrwisting Deck Flip looks better. And more
spectacular than any aerlakck Flip are some unique deck pattern twirls seeing pring fier the first
time ever.
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Thumb Twirl

This is the smallest of the deck pattern maneubetss very useful as a bridge from one kind ofritwa
another. You will need it for th€orner Thumb Twirl andFlash Toss. You may already do thEhumb
Twirl and not even know it if you do therward Tumble Cut or if you have skipped ahead to theck
Bounce. The action is also very similar to the well-knowrthod of showing the same side of a card
while appearing to show both sides of a card.

Deck in dealing position (Figure 10-1). Stick te& thumb under the whole deck and lever the dectou
vertical (Figures 10-2, 10-3). Turn the left haranp-down (Figure 10-4). Place the deck on the right
thumb (Figure 10-5). Grip the deck between thetriphmb and fingers (Figures 10-6, 10-7). Turn the
right hand palm-down and place the deck in theHaftd on top of the left thumb (Figures 10-8, 10-9)
Grip the deck between the left thumb and fingerguie 10-10). Turn the left hand palm-down (Figure
10-11) and put the deck on the right thumb (Figl®el2). Grip the deck between the right thumb and
fingers (Figures 10-13, 10-14). | think you get tdea (Figures 10-15 to 10-22). To quit, just ptbp
deck back into dealing position in the left handy{ifes 10-23, 10-24). All you are doing at thisras
handing the deck back and forth between the hdndspeeded up the deck looks as if it is twirlgth
most flourishes, speed is bad. With all of the d@dKs, the quicker the better. Another way to addhe
illusion of twirling is to exaggerate the rotatiaf the wrists as if you were spinning a baton. Tay
achieve as broad a range of wrist motion as passibthe deck appears to rotate more than it dmest
move the arms as a whole much or the motion ofiéo& will be overshadowed.
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Corner Twirl

The thing about th€orner Twirl is, it must be done vemapidly or the effect is spoiled. The superior
Corner Thumb Twirl enables you to twirl the deck much more rapidly mowre easily. If you want,
just learn the mechanics of the present twirl drahtreally master th€orner Thumb Twirl. Smoothly
and quickly done, th€orner Twirl is still a nice move.

Hold the deck in dealing position (Figure 10-25)ittWthe right hand, grab the inner right comer vtk
thumb on top and the index and second fingers medé¢n (Figure 10-26). Release the deck with tie lef
fingers (Figure 10-27). Lift the deck so that jtiet far left corner touches the left palm (Figute2B). It
doesn't really matter where on the left palm theneoof the deck is, but if it is closer to the akaof the

left thumb the deck will stay squarer. Begin taatetthe deck by twisting the right wrist countecgwise
(Figure 10-29). Further advance the rotation ofdbek by putting the right third finger next to timeimb
(Figure 10-30). Move the right thumb from underhetiie face-up deck to the face of the deck and move
the second and then the index fingers from the d&tee deck to underneath (Figures 10-31 to 10-38)
Figure 10-31 the deck is temporarily pinched betwte right third finger underneath and right fiasid
second fingers on top of the face-up deck. So, fRdgure 10-29, the finger motion sequence is this:
Third finger goes next to thumb. Thumb moves toagite side of deck next to index finger. Second
finger moves to opposite side of deck next to thiinger. Index finger moves to opposite side oflkdec
next to second finger. All this will continue totate the deck counter-clockwise (Figure 10-34)il you

can grip the far left corner of the deck with tledt thumb (Figure 10-35) and left index and second
fingers (Figure 10-36). Now the left hand takesttwp task of rotating the deck. With the cornerlad t
deck on the right palm, rotate the deck
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clockwise(Figure 10-37). Put the left third finger next tkeetleft thumb (Figure 10-38). Further rotate the
pack clockwise by repeating the finger switchegs time with the left hand (Figures 10-39 to 10-41)
Continue to rotate the deck until the right thumid &ingers can grip the near right corner (Figureést2

to 10-44). Repeat the twirl with the right handatotg the deck counter-clockwise (Figures 10-48Qe
50). Continue the flourish by handing the deck bac#t forth like this, or simply lay the deck baakh

in the left palm instead of gripping it with thdtlthumb and fingers (Figures 10-51, 10-52).

Because it is very hard to keep the deck perfexttlyare for very long, you will need to constantiyare
the deck during this flourish. You do this in thneays. One is to use the thumb crotches to proaide
guide to spin the deck in. The second way is with fingers at the opposite corner. Your squaring
motions need to be invisible and basically entaishing the nearest unsquared side or corner afdbk
against a convenient finger or thumb. The third waslves fanning powder. A heavily powdered pack
will stick together much better.

Again, this flourish must be done extremely quictdymake it look like the deck is really spinnifithe
spinning effect is achieved with less work with text flourish, theCorner Thumb Twirl. The good
news is, you will seldom drop the deck when leagrilms kind of move. Sure, the deck can become very
unsquare after just a few revolutions, but thatbfgnm will be overcome as you learn to constantly,
incrementally straighten the deck.
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Corner Thumb Twirl

Now you can combine the last two maneuvers int® tieiautiful pattern twirl. The reason this is sacchnu
better than the just-describ&arner Twirl is that with theCorner Thumb Twirl the deck automatically
rotates one extra revolution owing to the starpogition of the hands. You still need to do thafish as
quickly as possible to achieve the eye-ticklingegance of a twirling pack.

Start with the deck in dealing position in the lefind (Figure 10-53). Then begimaumb Twirl. Stick

the left thumb underneath the deck and push thie twegertical with the left thumb (Figure 10-54)urh

the left hand toward you so the deck is almost fdmen (Figure 10-55). Reach under the deck with the
right hand and grab the inner rigtarner with the right thumb on the bottom of theldand the right first
and second fingers on top (Figures 10-56 to 10488)ice how the right thumb crosses over the left.

Next you do the same motion as in the regGarner Twirl, but since the hands have been rotated back
and are kind of wound up, the deck will do two rfetions in the same distance and time.

From Figure 10-59. The inner right corner is grighgeetween the right thumb and first and second
fingers. Put the right third finger next to the tiw at the face of the deck (Figure 10-60). Rotageright
hand counter-clockwise until the deck is face ddfigures 10-61, 10-62). Now (Figure 10-62) the deck
is held with the right thumb and third finger unaesth and the right index and second fingers onRap
the right thumb next to the right index finger op bf the deck (Figure 10-63). Put the right secimgkr
next to the right third finger underneath the dé€igure 10-64). Put the right index finger nextthe
right second finger underneath the deck (Figuré30-Now the deck is held between the right thumb o
top and the right fingers underneath. Reatifate the right wrist counter-clockwise to comeléte final
rotation of the deck (Figures 10-66, 10-67). Drbp face down deck into the left palm (Figures 10-68
10-69), and regrip in dealing position. Note thneg keft hand does not really move after Figure 20-5

You can either repeat this sequence to good effedearn it in both hands. Doing it in both hamasans
also learning to start the twirl with the deck mating position in the right hand. All the moticaie the
same but the roles of the hands are reversed. Ygaphe Thumb Twirl to get the deck from the left
hand to the palm of the right hand. Theumb Twirl can also be tacked onto the end of @ ner
Thumb Twirl. In fact, you can link all of the continuous pattdwirls: Palm Twirl, Finger Twirl,
Corner Twirl, Thumb Twirl andCorner Thumb Twirl. You can also link these twirls to the like-styled
Drop Cuts, Forward Tumble Cut, Reverse Tumble Cut, and Twirl Cut. Always end any such
sequence with the deck perfectly square in deg@asition.

There are plenty of ways to make deck twirls lotdggbr and more substantial. Make the twirling deck
trace a line from left to right and back againfronmt of your body, as if the deck were some kifidyro
that was taking your hands along for the ride.r@cd an up and down, kind of oscillating patteenyau
slowly move the hands from left to right and bagkia. The arms don't wildly swing during these
shenanigans. Rather, the focus should be on thetem@pinning deck and the pleasing way it seems t
travel of its own volition. Think spinning tops, tbas, wands, drumsticks -that's the kind of motion
wanttomimic.
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Palm Twirl

This is a good deck pattern twirl in its own rigittjs ideal in conjunction with th&inger Twirl. One
huge advantage of tlgalm Twirl is it is easy to keep resquaring the deck as theerizoperformed. Use
the Palm Twirl to square the deck during tRénger Twirl. More about this after we actually learn the
Palm Twirl and theFinger Twirl.

The Palm Twirl begins with the deck in dealing position in the lend. In this instance, it is vital to
start with the index finger at the far short enghpPoach the near short end with the right handcwis
palm-down and pinkie first (Figure 10-70). Put tight pinkie under the near short end of the deuk a
lift up on this end of the deck by raising the tigland (Figures 10-71, 10-72). You want to tilt thexk
almost face up. Grab the near short end of the @lelsich was the far short end of the deck a spliosd
prior) with the right thumb underneath and all thgt fingers on top (Figure 10-73). Roll the ridrend
forward until the deck is face-down (Figures 10t@4.0-76). Contact the bottom of the pack neantesr
short end of the deck with the left pinkie. Tramgfee right index finger from underneath the dezxloh
top of the deck (Figure 10-77). Transfer the ritshtmb from on top of the deck to underneath thekdec
(Figure 10-78). Pull toward you with the right haarttl the deck will rotate (Figures 10-79, 10-8Cjlutn
can be gripped in the left palm (Figures 10-8182)-This is one complete cycle of tRalm Twirl.
Repeat with no pause between cycles.

Do aPalm Twirl. Immediately do only one transposition of fhaddlewheel Cut from dealing position.
Immediately do anothd?Palm Twirl. Or, do aPalm Twirl and then tilt the hand back so the face of the
deck is to the audience. Dduick Deck Spin with the face of the deck to the audience. DRressure
Fan. Do aTwirl Close with the faces of the cards to the audience. Palen Twirl so the deck ends up
back in dealing position.
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Finger Twirl

The Finger Twirl is a reasonable approximation of an oft-seen wanbaton move. The action is
ostensibly that of spinning the deck between the itwdex fingers. In reality, you'll need some higlpm
some other, less-prominent fingers.

The deck starts in dealing position in the left daffrigure 10-83). Approach the deck with the
outstretched index finger of the right hand analthis finger across the top of the deck at thesliart
end (Figure 10-84). Grip the deck at this end betwthe right index finger and thumb (Figure 10-85),
and slide the deck away from you along the lefeindinger (Figure 10-86). Straighten the left index
finger and fold the left thumb in (Figure 10-87pIRhe deck toward you with the right hand (Figl&
88). As soon as you are able, put the left thundeuthe far end of the deck and grip the deck betwe
the left index finger and thumb (Figure 10-89). é¥ale the grip on the deck with the right thumb and
straighten the right index finger (Figure 10-90)sR the near short end up and away from you wih th
extended right index finger (Figures 10-91, 10-32)d bring the far short end toward you with the le
index finger and thumb, until the right thumb caat gnder the far short end of the deck (Figure 3)0-9
Roll the deck toward you (Figure 10-94) until yanagain regrip the deck with the left hand (Figl®e
95). Immediately release the grip of the right thuamd index finger and roll the deck toward youilunt
the right thumb can once again take over (Figufe86Lto 10-98). Continue until your fingers are wtw
glistening stumps, or eventually push the deck th&left palm and back in dealer's grip whereslbhgs
(Figures 10-99 to 10-109).

The toughest parts of this flourish are keepingdbek square, and doing the twirl quickly enougbuyY
can rub the knuckles of the third fingers agaihstlbng sides of the deck to keep it square, ribtst
option is to use th@alm Twirl every so often to resquare the deck. In order itaie aPalm Twirl,
Finger Twirl the deck into dealing position in the left handd @hen do one cycle of tHealm Twirl
back into dealing position in the left hand. Thesume théinger Twirl. Use theFinger Twirl to walk
the deck back and forth in front of your body asé thePalm Twirl to reverse directions or turn corners.
This is another twirl that must be executed verigkjy or the effect is ruined.
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Quick Deck Spin

This move looks best when exhibited with the baalyirfg right and the deck held vertically with tlaed

of the deck toward the audience. These photogrsiptw what you would see if the face of the deckewer
toward an audience on your left. Try to expose ashmof the face of the spinning deck as possiblenE
though you only spin the deck once, the fingersiimg around the sides of the deck make it look file
deck spins several times very quickly.

From dealing grip in the left hand, curl the leftiex finger underneath the deck and raise the dpakf
the left palm by pressing up with this very samie iledex finger (Figure 10-110). Bend the left imde
finger so that only the nail touches the centethefbottom card of the deck. Grab the deck fromvabo
with the right hand with the right index finger tre right long side of the deck, and the right thuon
the left long side. The right second finger corgabie inner lower corner of the right side of treeld
(Figure 10-111). The other right fingers are curleet go of the deck with the left second, ring #ttte
fingers so that the only fingers touching the daok the right index finger on the right long sidethe
deck and the right second finger on the left loidg,sand the nail of the left index finger at threnter of
the bottom card (Figure 10-112). As you releasddfidfingers, kick the right second finger to tright
and the right index finger to the left and spin tteek quickly on the nail of the left index fingéigures
10-113 to 10-116). The deck should spin countetiaidse exactly 360 degrees so that the left thuamb ¢
again regain purchase at the left long side ofitek (Figure 10-117). Straighten the left indexyénand
let the deck settle into the left hand, back inlidgagrip (Figures 10-118, 10-119).
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DeckTwist

Deck in dealer's grip in the left hand (Figure ZM)L This time the left index finger must be at fhe
short end of the deck and the left pinkie must toéne near short end. In fact, grip the deck bebhntbe

left index finger and pinkie and elevate the ddgigire 10-121). Grip the entire deck in the righhd in

a mirror image of the left hand grip (Figure 10-L2Phe deck is gripped with the right index fingeithe

far short end and the pinkie at the near short Buodate the right hand and the deck countercloakwis
(looking down at your hands), releasing the decth il the left fingers except the left pinkie (Bigs
10-123 to 10-126). Keep the left pinkie pressedregdhe short end, next to the right pinkie, ugtu
must of necessity let go of the deck with the rigimkie (Figure 10-127). When the right hand haateal

as far as it will go counter-clockwise, the onlghi finger touching the deck will be the right indnger
(Figure 10-128). The only left finger touching tbeck will be the left pinkie. So... the deck is chel
between the left pinkie and the right index fingReverse the motion and twist the right hand back
clockwise (Figure 10-129). When the hands agaimamione another (Figure 10-130), rotate the hands
and deck as a unit (Figures 10-131, 10-132). Gwpdeck again in the left hand (Figure 10-133)aRot
the left hand and the deck clockwise as far adlitge, keeping the right pinkie next to the lefnkie
until you must let go of the deck with left pink{€igures 10-134). When the left hand has rotated
clockwise as far as it will go, the deck will beldhbetween the left index finger and right pinkiggure
10-135). Twist the hands counter-clockwise agaitil time deck is back between the right index finger
and left pinkie (Figures 10-136 to 10-141). Twis¢ thands back clockwise again, until the deck ig in
convenient position to drop into the left hand (Fap 10-142 to 10-148). Drop the deck in the laftd
resume dealing position (Figure 10-149). The dedkts all the way to the right, then all the waythe
left, then all the way to the right, then to th& nly until the deck falls into dealing positiom the left
hand.
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Flash Toss

This sweet-looking move consists offaumb Twirl and a unique deck twist. Once you understand it, it
is real easy, and real fun to do. The photos aamtey the actual impact of the flourish, but ddet'tthe
photos fool you. If you do this flourish quickly dsmoothly, people will credit you with being albte
toss a spinning deck up and down between the hands.

You are looking down at your hands in these phddegk in dealing position in the left hand (Figa
150). Lever the deck up to vertical with the Iéftitnb (Figure 10-151). Turn the deck face down (Fgu
10-152). Grab the deck between the right thumbufeidl0-153) and the right fingers (Figures 10-154,
10-155). Elevate the right hand twelve inches altbeeleft as you turn the deck facedown (Figures 10
156 to 10-160), and beyond (Figure 10-161). Reviirsenotion so the deck is once again face up (Eigu
10-162 to 10-164). Let the deck roll off the ridimgers, turn face down, and land in the left palm
(Figures 10-165, 10-166). You want the actionslemdb into one fluid motion. To show how the deck
moves in slow motion, | broke the twisting flip dlwwvn down into the left palm into steps. In realitye
deck is already being tossed at Figure 10-163. thetess, the deck still rolls off the right fingeasd
rotates only one-half time after that before lagdmthe left palm.

You are handing the deck from the left hand ughtoright, doing th& humb Twirl as you do so. Then
you raise your right hand with the deck, and hypéate your right wrist clockwise a little at thpex of
the right hand elevation. Then you roll/toss thekdeack down to the left hand. You need at ledsba
of distance between the hands for the final tasd,teo feet is possible. The photos don't show ninath
distance in order that | could show the basic meidsaof the flourish with more clarity.
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Regrip Flip

You might think theRegrip Flip as illustrated here doesn't look like much, buerpblated into other
flourishes it can make things look much more coogtéd and difficult than they really are.Regrip
Flip can be done with the right-hand half of the deck Bérward Tumble Cut sequence to good effect.
Same with &Charlier Combo Cut sequence. Regrip Flip alternating with arwo-Hand Twirl Deal
looks quite impressive. Another thing to try whexuyget the move down is to do five or 8egrip Flips

in ultra-rapid succession -it looks like the deskbeing twirled with one hand. You would never, of
course pause, do a sindtegrip Flip, pause, look at the audience, make an amazed exprest. This

is not a feat you are trying to sell. Just thrownithnow and then as kind of a flourish-flourish, an
embellishment to other stronger stunts.

Hold the deck in dealer's grip (Figure 10-167).vate the deck vertical with the thumb (Figure 1@)16
Now turn the deck face down (Figures 10-169 to I0}1The deck is held between the thumb on the
bottom and the fingers on top. Release the deck thi¢ fingers and thumb, leaving it momentarily
airborne (Figure 10-172). Dart the left hand dowd eegrip the pack in dealer's grip (Figures 10-t/3
10-176).

A Regrip Flip as shown is relatively forgiving, and can even baeadwith cards in marginal condition.
You can try more rotations with a perfect deck.
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Flip Back

This gem is from the extremely creative Dave Beyesrtunately, it is not excruciatingly difficult,
although if you do it quickly and smoothly you wikt credit for implausible dexterity. This is gt
flourish, both because of the huge return for fferteexpended and because it looks so cool.

Deck in dealing position in left hand (Figure 107L7Grip the deck between the thumb and pinkie at
opposing corners, kind of like you were going totde famous Erdnase one-handed shift (Figure 10-
178). Note that the thumb does not go across thetdhe deck but rather is situated at the shodt e
Note also that the deck is held only by the thumd pinkie, such that you could move the other three
fingers independently (Figure 10-179). Yoauld, but don't. Instead, curl these fingers under thekde
(Figure 10-180). Rotate the hand so the thumb pdmthe right (Figure 10-181). Continue to rotiie
hand until the deck is again face down, but restinghe knuckles of the fingers (Figures 10-182, 10
183). Continue until the deck is absolutely levgg(re 10-184). At this point, the deck is stilldhequare
between the index finger and pinkie. Straightenfihgers (Figure 10-185). The deck is now in a very
powerful display position. Let it sink in that tdeck is on the back of your hand. Everyone wilhkhyou
tossed the deck up and caught it on the back af lyand, but should they try to replicate the feathiat
manner they will experience incessant failure amdlic you with even more skill. Practice until yoan

do theFlip Back extremely quickly so that none of the finger motispparent.

Now to get the deck back into dealing positionth cards are unsquare you may just have to tess th
deck up a little, quickly rotate the hand palm apg catch the cards in dealing position. Howevex] is
well, you should reverse the motions of the bal§ic From Figure 10-185, regrip the deck between th
thumb and pinkie (Figure 10-186). Rotate the hanedirad and uncurl the fingers (Figures 10-187 to 10-
190). Regrip in dealing position (Figure 10-191» fhis with half a deck in each hand or throw fbithe
Charlier Combo Cut.
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Deck Flip

You can do this as a two-handed maneuver, tolideck back and forth between the hands, or as a one-
hand deck flip. Hold the deck with the left handifagou were going to do a one-hand Roll Throw Cut,
except treat the entire deck as if it were thehalb of the deck. In other words, put the inde>xgénand
pinkie underneath the deck, put the second andlenfitters on top of the deck (Figure 10-192), and
then flip the deck up for one or two revolutiongg(iFes 10-193 to 10-196). Either catch it backhia left
hand (Figure 10-197), or propel it into the waitipglm-up right hand. Looks good with half a deak i
each hand with the halves crossing as they areddssm one hand to the other. With good cards, you
can flip the deck or half the deck multiple tim&&ipping a whole deck is more than twice as hard as
flipping half a deck. When flipping a whole deckake sure the deck is absolutely square. Don't even
think of doing this flourish with a deck that coims even one slightly bent card. For a quick tatded
production, reverse and bridge the four aces orbttomof the deck. Perform Beck Flip and the aces
will fly out of nowhere and land face-up on theltato the right of the hands.
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Helicopter Deck Spin

If you do either a one-or two-handetilicopter Throw Cut, then simply do that with the whole deck
instead of just half: Place the index and secondefis on top of the deck and ring finger and pinkie
underneath the deck (Figure 10-198). Kick the erdigck counter-clockwise with the second finger and
pinkie (Figure 10-199). Do this with enough foraedahe whole deck will be thrown out of the hand
(Figure 10-200), rotate 360 degrees, and land lmattle hand (Figures 10-201 to 10-203). Make trekde
rotate one or two times. Or catch the deck in idpet hand.

A second method for initiating the toss is as f@o Grip the deck as shown in Figure 10-204. Thenth

is on top of the deck and the fingers are undelmdaiss the deck to rotate once clockwise (Figifes
205 to 10-208) and either catch the deck in theeshamd (Figure 10-209) or in the other hand. Yau ca
make the deck rotate more than once if you needdt.the deck is easier to spin more times.

The first method is the one to use if you're thraywihe occasional spin into a series of one-hatsl The
second method is better for throwing the deck aldhe body or catching it behind the back.

While you can fill up time with theHelicopter Throw Cut if you can do it with both hands, the
Helicopter Deck Spin is mostly another quick transitional move. It déesk good interpolated with a
good flourish deal though, and | refer you to teetipent chapter for suggestions on its use inrbgéard.
Another effective use for the move is to, during-drand cuts in both hands simultaneously, tossighe
hand half behind your back and catch it in thetrlggnd in front of the body, all the while contingithe
one-hand cuts in the left hand.

mire e 1T

[ e gitre- L2 00

431

{Acha * Alasbmhits * 488 &

431



Frigme JH=244 f 205
FHT, i Fegrere JG-208

ligmine JO-Z00 Fpre 6 0~

1 ke P2 MOR 5
Fiypere JIE208 Figntre (208

432



Twisting Deck Flip

If you've ever taken a pack in its box, grippelhitthe short end, and tried to just flip it in thie, you've
observed the phenomenon of physics responsibliaédrwisting Deck Flip. Since rectangular objects in
motion transcribe rectilinear vectors or someththg, deck automatically flips and twists when yguto
just flip it. Your goal is to launch the deck sopgrforms a clean, slow somersault; nature will Ho
diagonal-axis rotation. The secret to this ancaitial moves is to start with a deck that is peifesquare
and free of trapped air pockets. The main culprithumiliating exploding deck flips are bent cards,
bowed packets, and just general wear and tearepéabteboards. If air can get into a break in #ekd
the deck will split at that point. If this is youstent, fine. Often times a brand-new, unpowderedkd
fresh from the box will effortlessly flip or flipral twist for two and even three revolutions befpoa
finally drop it and it scatters, thus spoiling ttemporary magic of the factory-fresh, virtual vacuu
between each card. You want to cause normal, werkgdut not worn or bent), powdered cards to
behave in the same way.

So, finally back to th&wisting Deck Flip. Hold the deck in dealing grip in the left hand aigthtly grip
it by the inner right corner with the right hankduinb on top, index and second fingers below (Fidire
210). Don't bevel or otherwise unsquare the detkue it still sealed in the box. In fact a goodyato
first practice this and other deck flips and spmsvith a new, boxed deck. Now, smartly flip theckle
toward you, end over end, attempting to flip ititnshort axis (Figure 10-211). Catch the deckimleft
palm (Figure 10-212). First try one and then tweohations. With the single rotation, at first yougit
find the deck flipping without twisting -if so, yue discovered one of the more minor simple deigis fl
With two rotations the deck will certainly flip aavist, which looks better than just flipping anyhdt is
difficult to flip the deck on its short axis (shamd over short end) for more than two flips. Twad ghree
flips on the long axis is relatively easy, agaioyied the deck is in good shape.

These flips are not something to make a big deat.dm order to keep the cards from splitting, deek
must twist and flip very quickly, making the motidifficult to capture with the eye as well as tlzenera.
With the whole deck, you can get virtually the sasffect with less risk using tidash Toss.

Flipping just half the deck greatly reduces th& déthis move. In fact, | usually use thevisting Deck
Flip maneuver as a two-hand cut. Dealer's grip in laftdh Grab off just the top half of the deck in the
right hand, flip and twist this half, quickly leveip the remaining half with the left fingers. Cattle
thrown half in the left palm (Figure 10-213), amgver the levered-up half with the left fingers. Ycan
also use the technique as a flourish deal. Do tbeenwith just one card, and time and position the
flipping cards to land flat on the table.
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Arm Roll

This flourish is nothing new, but it is really hawmldo well consistently.

Extend the left arm as you would for an arm-spr@aglure 10-214). The arm should be level and held s
that the spectators can see the deck rolling. Hwdddeck in the right hand, between the thumb at on
short end and the first three fingers on the oshert end. Place the fingers-held short end otefharm,
next to the left elbow (Figure 10-215). Roll theckledoward the left fingers by pushing away from you
with the right thumb as you release all the otigintrfingers (Figures 10-216 to 10-218). The deutlates

at most 360 degrees, and is caught in the left (@igdire 10-219). The actual degree of rotationetels

on how long your arm is, how far from the bicepsi ywart the roll, and whether you catch the deck as
shown in Figure 219 or with one of the short enalsTuy the move with a boxed, glued or rubber-bande
deck to find the most comfortable amount of roll you. The corners of the deck touch the arm as the
deck rolls, and drawing the left arm toward yoittéelis permissible to facilitate the catch.

Only use a deck in pristine condition. If thereeigen a small crimp or break, the deck will likebater,
along with your audience. Tons of fanning powddr also help keep the deck in one piece.

Figire: J(215
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TABLEFLOURISHES

"The psychology of introducing skillful flourishew shuffles into a card act is sound, contraryhe t
usual advice of the usual magician. No intelligemtdience actually believes you possess any power ot
than the ordinary.” Charles Eastman

If your flourishes are skillful and correctly presed, an audience may give you credit for something
more valuable than power: talent.

| have already described some table flourisheghirrachapters. There was tbme-Hand Table Riffle
Shuffle and the various two-hand&pring andFlat Drop Shuffles. The Cross-Hand Waterfall Shuffle
looks just as good on the table as in the air.

| don't think table flourishes in general are apressive as "in-the-hands" flourishes. This is beea
table flourishes are obviously less risky -the sadbn't have far to fall. And table flourishes are
somewhat restricted in amplitude. On the other htatile flourishes are the most natural of all fisles
because most people sit at a table to play caitisf £he normal, standard activities with a dedlcards
-shuffling, cutting and dealing -are almost alwdgsie on a table.

So here's where you'll find some spectacular table, as well as a couple of whole deck flourisired
some other table-based odds and ends.

This chapter also deals with deals, but only fafiairyones, as distinguished from flourish bottonalde
seconds, centers, double deals, and other purpaspiive sleights. In keeping with the theme of
presenting only those maneuvers that demonstratebrdexterity and not magical effect, such desals a
one-handed bottoms and seconds will not be memtigmet to not to mention one-handed center deals!)
This is not to say that you should limit yourseifthis regard, it's just that | don't have the sphw
flourish/sleights. The fancy deals | have incluaell definitely add pizzazz to your table work.

Jerry Andrus is the undisputed king of table riblspmeads. In his hands, the spreads he describes in
Kurious Kards and, to a lesser extent, in Andrugl®erou In, are nothing short of mind-blowing.
Unfortunately, many of those effects rely on thekdlearming bending, and time-consuming weaving and
re-weaving (and, in some instances re-re and re-meaving) of the cards. | can give you but aetadt

the concepts and methods that | have gleaned frodnus' works, and | of course refer you to his ook
for a more in-depth study. | have seen Andrus perf@and he often would use a different deck of €ard
for each spread. Before the show, a deck mighten¢ into an "'S," the halves reversed and faro &diff
together, and the resultant bulging conglomeratiedged into a card case until needed. The singigcex
ribbon spawned therefrom might be spectacular thitmethod is akin to having a different violin for
every measure of a concerto. The visual effeche$é¢ spreads is dependent on the cards having been
violently bowed and pre-shuffled. To avoid incessaeck changes, one would have to resort to time-
wasting bending and weaving, not to mention undingffand unbending, in front of the audience.
Alteration of the cards and the concomitant deatktare my primary reasons for not doing many of
Andrus' spreads. And again, if you are only using deck, you pretty much can't do anything &ith

that deck after it has been viciously spindled. Bpecads | give you here include those few Andrus-
inspired items | consider practical. You will fimdany other ideas in his own descriptions. | ledave i

you to determine their feasibility. Often even Amslhimself seems unimpressed with the potential of
some of his own stuff, giving titles like "Sometgito Fool with," and sometimes even frankly admgti

that "I haven't found a use for this yet."

If you want something to fool with, invent good-king table cuts. | have barely scratched the sartdc
the table with the table cuts offered here. Thawe lanitless possibilities for complex running and
continuous cuts, because the table acts like d tid@nd. An inert, flat, fingerless hand to be sbrg,an
aid to cuts nonetheless.
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Two-Hand Twirl Deal

This looks really good alternating withReegrip Flip, a one-handeblelicopter Deck Spin or a Deck Flip. Do
a Two-Hand Twirl Deal. Do a left-hand Regrip Flipo another Two-Hand Twirl Deal. Do a simple one-
revolution Deck Flip. Do another Two-Hand Twirl Deo another Regrip Flip. And so on. The toughest
part about such an exhibition is keeping the degkase after each whole-deck maneuver. You can squar
the deck quickly with the left hand, but the belga is to use a pristine, well-powdered deck. Gr jise

all Regrip Flips, since the Regrip Flip is verytdtaand sort of self-straightening. Hold the detloh,
what the hell, how about dealing position (Figufel). Push the top card to your right with the left
thumb (Figure 11-2). Grip the card between thetrigtiex finger and second finger (Figure 11-3). Mwi
the card between the right fingers (Figures 11-41®). For a more detailed description of thiscess
see the Card Twirl in the next chapter. When thid abetween the right third finger and pinkiegiies
11-9, 11-10), put the right thumb on the face &f tard (Figure 11-11) and deposit the card facerup
the table (Figure 11-12) or launch it to its fartbestination. If you want to deal the card facendither
twirl it until it is face down or employ what Maricalls "The Cook's Move." Push the top card to your
right with the left thumb (Figure 11-13). Inserethight thumb under the card (Figure 10-14). Pheh t
right thumb to your left, turning the card over @the left thumb knuckle and nail (Figures 10-1%186).
Now grip the face-up card between the right finstl #econd fingers (11-17). Do the twirl through the
right fingers andhe card will end up face down when it is betw#enthird finger and pinkie. If you already
do a finger twirl in the other direction, adapt ttheal to fit your twirl rather than learning theirtwin the
opposite direction.
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One-Hand Twirl Deal

The basic one-hand deal is often employed -evelayoyen. The deck is held in the left hand in desler
grip and the cards are merely pushed off the tab thie left thumb, which describes an arc away ftoen
fingers on the side of the pack. Velocity is gaingdwhipping the hand forward. You can achieve a
marginally more impressive deal by holding the hefhd still and employing theelicopter Throw Cut
technique with just one card.



A good way to embellish the simple one-hand dealoigwirl the card through the fingers before
launching it or placing it on the table. Lever tiop card of the deck into a position where it can b
gripped between either the pinkie and ring fingarshe index and middle fingers. Which you choase i
up to you, and will most likely be a function oktiwvay you already happen to twirl objects in timgdirs.
Basically this boils down to direction of rotatiolfi.you twirl the card clockwise, it is likely that will
traverse from index finger to pinkie. | only salgediy because the move can be done with either wlisek
or counter clockwise rotation starting with eitlilee pinkie or the index finger. It is most efficidn do
the move in the same manner as you would twirlirgar@ as a continuous one-card flourish. This way
when you are practicing one you are also gainintherother. | do it starting with card between itiaex
and second fingers. Needless to say, when doin@nieeHand Twirl Deal, you will place the card down
in front of you or launch it somewhere. How manyds you twirl it before that is up to you, but for
general rapid dealing purposes, a single circudugh all the fingers will suffice. In other wordéthe
card starts between the index and middle fingémspuld travel to between the middle and ring firsge
then the ring and pinkie fingers, then the table.

Hold the deck in honest-to-God dealing positiorg(ffé 11-18). Push the top card to the right (Fidure
19). Insert the index finger under the top cardyfFé 11-20). Lever the top card to vertical andoipelyto
face-up with the index finger (Figures 11-21 to2B)- Twirl the card (Figures 11-24 to 11-32). Ifuyo
want the card to land face down, place it on théetéFigure 11-33). If you want to place the candtioe
table face-up, stop twirling at Figure 11-28, oirtWweyond Figure 11-32 until the card is face up.

One tiny drawback of this, thEwo-Hand Twirl Deal, and both upcomingoll Dealsis that the identity

of the card cannot be concealed while dealing dt & problem if you are dealing the cards faceup
anyway. If you are doing a trick that necessitai@sis be dealt face-down without flashing theiretac
and you still want to use a flourish deal, use kheltiple Deal or maybe the momentum spin deal
suggested in the next chapter. Any of the full-blawif-the-deck card propulsion moves describedhé t
next chapter may also be toned down for a floudisal. ThePinkie Propulsion is probably the best for
this use. Rather than launching the card into thfoaa fifty-foot boomerang ride, the card is @dhwith
less velocity at an appropriate spot on the tdbten be tough to reduce the velocity enough, ghou
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Two-Hand Roll Deal

The hard way to do this deal would be to slagpcards up with the right hand. The following, cotrecy
generates a similar effect, but is much easier #ramally slapping the cards with the right hand.

Hold the deck in dealing position in the left haardl thumb the top card to the right (Figure 11-34ke
the card in the right hand by the right long edgéween the right thumb on top and all the fingers
underneath (Figure 11-35). The first pad of eaaharery finger must touch the underside of the edge
the card. Quickly lift up on this right long edgeidure 11-36), and fling the card down to the table
(Figures 11-37, 11-38). The card should flip omeeti long side over long side, to land face downs&ka
the right hand before flipping the card to achidwe one and one-half flips necessary for the catdrtd
face up. Or use Mario's "Cook's Move" to turn tlaedcface up, and then do a single flip down to the
table. Practice to make the cards land absolutaiyh the table in a neat row, since that is tlstriikely
use for this deal. This will mainly involve adjusgi the distance the right hand is from the tablghte
inches works for me.

A nice variation of this deal involves grabbing tted by the inneright corner and initiating a one-card
Twisting Deck Flip.
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One-Hand Roll Deal

Playing cards, being somewhat elastic, are imbuild what physicists refer to as "potential kinetic
energy" when they (the cards, not the physicigts)b&nt. This deal uses that energy and gives yibu f
control of how and where the cards land. As with tivo-handed version, when you get good, the cards
will flip and land smack flush on the table as dignetized.

Thumb the top card to the right and insert the igiid index finger under the card (Figures 11139,

40). Bear up the fingers on the right edge while ttumb applies and then quickly releases pressure,
causing the card to flip off the deck and towarel thible (Figures 11-41 to 11-43). One flip as shaih
make the card land face down. One and a half Wiigurn the card face up. Like the last deal, key to

this deal is the distance from the table. Once fymiithe correct height at which to hold the debk\e

the table, always use that height. For me abouténeches works to deal cards face up with oneand
half flips. This is more distance than a comparalientation with the two-hand version becauselefte
hand, encumbered by the deck, cannot generatgithers the card that the right hand can.

R s T SO
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Multiple Deal
What you want to do is, deal four hands of pokeuy hands at a time.

Some years ago | saw a deal called (I think) thekwards deal. This entailed laying out four or five
cards, all at once, with the right hand moving iaunter-clockwise arc. Since | always dealt hands
clockwise, | worked out the following version. 16y do the original backwards deal, compare with thi
version and do whichever is to your liking.

Here's my method for dealing four simultaneous kasfda game. Hold the deck in dealing position and
thumb the top three cards off the deck in a fagufé 11-44). Take this fan into the palm-down right
hand with the right fingers underneath and thumibopn(Figures 11-45, 11-46). Spread the fan outemor
by moving the thumb to the right and the finger¢hio left (Figure 11-47). As you do this, move tiggnt
hand forward, away from the deck, and thumb thecta of the deck toward you with the left thumb.
Spread the cards in the right hand as far as yasilpg can, and then lay the cards down in quick
succession flat on the table (Figures 11-48 to I)1-Simultaneously thumb the top card of the deck
toward you onto the table. Time it so it looks li&i four cards hit the table at once. Continueluhe
required number of cards are dealt (Figures 1165P1t61). Do not pause between salvos; all foudkan
should be dealt in the time it takes to deal fivgle cards off the deck.

The deal looks best when it appears as if all #rdare being dealt at once. In reality, the céaliisn
this order: hand to left, second hand, your hamdhto right. Make it look simultaneous by doing th
deal quickly. The right hand kind of screens thelmamics of the deal, which also helps to lend afai
simultaneity.
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Basic Ribbon Spread and Turnover
Easy and oft-seen, this is included for the sakeoaipleteness.

Hold the deck in the right hand with the thumb a¢ dong side, the fingers at the other long sidacd?
the deck on the table, and place all four fingerhe (from your perspective) right long side (Figd1-
62). Bevel the deck to your left, press down wité fingers and draw the hand to your left, spreattie
cards in a smooth and even ribbon (Figures 11-6&4). Turn the ribbon over (Figures 11-65 to 1)-67
Scoop the cards up (Figures 11-68 to 11-71). Dcetloimg more spectacular.

There are some other ways of spreading the rib®ae, springing the cards, is not recommended owing
to the unevenness of the edges of the spread. Andkie sometimes-seen "throw spread," works waigh t
right deck, but still won't get you flawless, rgdlbng spreads. To do the throw spread, toss thg $ide

of the deck against a close-up mat at a slighteangbu are trying to throw the deck so the bott@rds

hit and spread first. Throw the deck with enoughcdothat the top cards are carried forward by
momentum. An unpowdered deck works best, but neihggpowder on the cards is a huge price to pay
for such a meager effect.

The other, more useful ways of spreading the deetely involve different starting grips so that difént
fingers spread the cards. Figure 11-72 shows cgpdsad with the thumb, Figure 11-73 shows, cards
spread with the index finger. Whether you use thamb, fingers or just the index finger to spread wi
depend on which hand is holding the cards to beasprand which direction the cards are being spread
For example, to spread the deck from left to rigith the right hand, the thumb is used to spread th
cards. It is somewhat awkward to use all the fiaderspread the cards this way, unless you usehjest
index finger. And it is really awkward spreadingdsin the right hand from right to left with theumb.
Thus the three grips for spreading. You will becamare aware of which grip is most comfortable for
which direction of spread with which hand when e to theDouble Spread andUpright Spread.
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Split Spread

Spread the deck and do the turnover but stopfivegl Split the peak with the two index fingersqiiies
11-74, 11-75), and tip the left half of the spreéadhe left and the right half of the spread to tigit
(Figures 11-76 to 11-78). Then turn the spreadk baer toward each other to re-form the peak (Fgur
11-79, 11-80). Then turn the spread the rest ofwthg over from left to right (Figures 11-81, 11-82)
Scoop up the spread (Figures 11-83, 11-84).

With nice, well-powdered cards on a suitable s@fgou can turn the whole spread over and backagai
from Figure 11-82. Or you can cross the hands anrskeparate the ribbons from Figure 11-80. Then
uncross the hands to re-form the peak and proceddsired.

You can also use a card or cards to split the dpraad control turnovers. Take a card from oneand
the spread and initiate a turnover by insertingddwel under the end of the spread and lifting uguies
11-85 to 11-87). Stop the spread halfway (Figur88)L Take a card from the other end of the spesat
press it down on the peak in front of the firstdcéffigures 11-89, 11-90). Press down firmly withthbo
cards, move your left hand to your left and yoghtihand to your right and the spreads will separat
(Figures 11-91, 11-92).
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Double Spread

All this entails is dividing the deck in half by yofavorite method (the interruptéthddiewheel Cut is
always nice) and spreading both halves on the tblevo separate spreads. The artful way to sphead
halves is to start with the right arm crossed dherleft (Figures 11-93, 11-94). Uncross the haamts
spread the halves (Figures 11-95 to 11-97). Swiiterhands from one spread to the other (Figure8)1-9
Turn the spreads over simultaneously (Figures 1i6901-102). Move the hands to the opposite ends of
their respective spreads (Figure 11-103). Scoogpheads up (Figures 11-104 to 11-106).
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Upright Spread

| frequently see this thrown away as a short, quscknetimes sideways, often one-handed, aside.sHere
better method for a longer, more attractive spreaik the Upright Arm-Spread, this can be very
effective if warmed up to and slowly presented. €done other table spreads beftines one and then
make a big deal over balancing the spread.

Use the right thumb to spread half the deck facgrdon the table from left to right (Figures 11-107;108).
This half should contain more than half the camt$ must be spread very evenly. Start the spreddthat left
fingers under the left end of the spread. Spreadther half back over the first half from rightlédt (Figures
11-109 to 11-111). This second spread should aofesier cards and can be less even. Make the tyevdd
ribbon as long as you can and elevate it from lotis (Figures 11-112 to 11-114). Clap the handstheg to
close the spread (Figures 11-115, 11-116). Therlepead is the spread the audience sees wheprteedss
elevated, so if the lower spread isn't even, thecefs ruined. The reason the lower spread is nfrade left to
right is so that the indices will be right-sidewpen the ribbon is raised.

Another way to close the spread is to elevate pineasl with both hands and then hold it up with jhst left
hand (Figure 11-117). Sweep the hand to the rigtitgather the ribbon up (Figures 11-118, 11-119).
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Meshing Spread

This is from Jerry Andrus. Cleave the deck in twaird cock each half to form a ninety-degree angle
between the halves (Figures 11-120, 11-121). Rhessecond fingers on the corners of the halvegi(Ei
11-122). Make a spread with each hand, with botbagfs coming toward you (Figures 11-123, 11-124).
The corners of the spreads should barely touchvi$lurn the spreads over simultaneously (Figurkes 1
125 to 11-128). If everything is proper, the speeadl mesh and remain standing (Figure 11-129k Us
your fingers to aid in keeping the spreads meshéduaright.

If the spreads don't mesh, adjust the distancedmstihe spreads and/or the degree to which theafv
the deck are angled at the outset.

Naturally, Andrus makes no provision for finishitigs stunt. |1 have discovered that if you crush the
spread flat from the far end (Figures 11-130 tdl32), and then gather it toward you (Figures 11433
11-136), the cards are actually woven such thatcgsuoften do the waterfall finish. Thus, tkesshing
Spread is also a very involved two-hand table shuffle. obetter, cleaner version of the meshing
concept used for a shuffle, see B ead Shuffle in the Two-Hand Shuffles chapter. Yes, you also can
weave the deck normally and do a giant spreadvihgt If you need more spreads see Andrus, although
some of his spreads border on origami.
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Table Fans

These techniques are very basic. Neverthelessytlietake some time to do neatly. Fanning powdér w
help, too.

First, single-handedly laying down a fan held ie tbft hand. Make &ressure Fan, faces toward you,
and touch the indices end of the fan to the tdbigufe 11-137). Press the thumb down on the fathato
the fingers are pinned underneath. Remove the rBngéile maintaining pressure with the thumb
(Figures 11-138, 11-139). That's all there is t€lbse the fan on the table by pushing down orcémter

of the fan with the thumb and gathering the fartlklgse. Or pick the fan back up and close it.
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Figures 11-140 to 11-142 show a giant fan beirdydawn in similar fashion.

Using two hands, touch the indices edge of a faiéotable (Figure 11-143). Press down with the lef
thumb, then replace the left thumb with the rigidex finger (Figure 11-144). Press down with tigdtri
index finger as you remove the left fingers frorméa&th the fan (Figure 11-145). Using two hands make
it a lot easier to neatly remove the left fingers.

Figures 11-146 to 11-48 showCard Circle being laid down using more than just the right iélager
to stabilize theCard Circle.

Finally, you can fan a deck that is already sittimgthe table. Simply mimic the actions of a pressan
without bending the cards (Figures 11-149 to 11}152
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T Cut

Cut off half the deck between the thumb on one Isidg and the second and third fingers on the other
long side (Figures 11-153, 11-154). Turn the liftedf so it is vertical and perpendicular to theaening
half (Figure 11-155). Press the vertical half aihite table with the thumb and remove the index firagel
second finger from undehe half (Figure 11-156). Now the thumb is holding thertical half vertical.
Keeping the thumb on the edge of the vertical matiye the hand over the tabled half (Figure 11-157)
Release the vertical half with the thumb and lé@gainst the ring finger (Figure 11-158). Firmhjpgthe
vertical half between the middle finger and theydimger (Figure 11-159). Be sure the half is geigmat
the middle. Grip the tabled half between the infleger and thumb (Figure 11-160). Rotate the hand
clockwise from your perspective (if it's the rigiand) (Figures 11-161, 11-162). Place the origiogl
half on the table (Figures 11-163, 11-164). Pldeedther half on top (Figures 11-165 to 11-168)efKe
the halves square throughout and make the sequencevasnblend into one smooth action.
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One-Hand Square Cut

Another touch of elegant simplicity. Learn thiskoth hands in preparation for thevo-Hand Square
Cut.

Deck is on the table in standard cutting positieigre 11-169). Pluck off one-third of the deckiwihe
right second finger and thumb (Figure 11-170). lthfis third to vertical (Figures 11-171 to 11-173).
Because of other cutting habits I've picked um &lways lifted the packet with my index fingerledrat
the top and then shifted the index finger to theglside once the packet is vertical. If you watgrtsvith

the index finger at the long side with the othagérs. Butt the vertical packet up against thet rigfort
end of the rest of the deck. Curl the third finffeigure 11-174). Hold the vertical packet betwdenfirst
finger and curled third finger and release theiwaktpacket with the thumb and second finger. Grab
another third off the deck between the thumb amdrse finger (Figures 11-175, 11-176). Let go of the
vertical packet with the index finger. Raise thevrpacket straight up until it clears the top of tleetical
first packet (Figures 11-177 to 11-179). Duringsteievation of the second packet, the verticat firs
packet leans against the curled third finger. Gheepackets clear, kick the vertical packet wité tihird
finger so it falls flat onto the remaining bottohirtl of the deck (Figure 11-180). Lower the lastked
onto the rest and square the deck (Figures 11-1B1.82). Do this cut slow enough for observers to
appreciate the transposition of packets.

You can do this as just a single cut by liftingalipthe cards on the table as the second packetc#o also do
many, many variations of the badi@gne-Hand Square Cut. First try the Two-Hand Square Cut and
Running Square Cut. Then experiment with different ways of getting thetical packet vertical. Pluck off
other packets during the cut. With little effortuyoan come up with a cut or false cut that lookectgcular
and that no one else can duplicate.
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Two-Hand Square Cut
Here you will combin®ne-Hand Square Cutsdone in both hands simultaneously.

Approach the deck from both ends with the handgu(féi 11-183). Pluck off about one-fifth of the deck
with the right second finger and thumb (Figuresl8#; 11-185). Raise this packet to vertical (Figukg-
186, 11-187). Lift another third of the deck totieal with the left second finger and thumb (Figufel -
188 to 11-190). Curl the third fingers (Figure 1911 Hold the vertical packets between the curhéa t
fingers and the index fingers. Lift off anothetttiifof the deck between the right second fingertandb
(Figure 11-192). Elevate this packet straight umyfes 11-193, 11-194). During this elevation the
vertical packet leans against the curled rightdtfinger. Raise the right-hand horizontal packetl un
almost but does not clear the right-hand vertieaket yet. Pluck off another fifth of the deck betm the
left thumb and second finger (Figure 11-195). Begierlevate this packet straight up (Figure 11-186)
you raise the left-hand packet, further raise thbtthand packet well above the tops of the twdivalr
packets (Figure 11-197). The right-hand verticallkgd leans against the right third finger and thesn
right pinkie as these fingers slide up the bacthefvertical packet. Both vertical packets are loglen by
the rising right-hand horizontal packet at firéien by the rising left-hand horizontal packet. @ure to
raise both packets until the left hand packet sl#fze tops of the two vertical packets (Figure498; 11-
199). If the two vertical packets don't automaticéll onto the tabled fifth of the deck, kick tmethere
with the pinkies, or lean the hands in until thekeds fall. Slowly lower the horizontal packets mtie
rest of the cards and square the deck (FigureDQ1e211-202). Try to keep the space between ttezth
horizontal packets equal as the two moving horilopéckets descend.
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Running Square Cut

Break off very small packets with the second fisgamd thumbs and lift them to vertical (Figures20B-

to 11-207), in the same way as with the ordinBwo-Hand Square Cut. Break off another very small
packet with the right thumb and second finger aedate this packet straight up to within one-quarte
inch of the tops of the two vertical packets (Feguil -208 to 11-210). Break off a small packehwlie

left thumb and start to elevate it (Figure 11-20M/hen the left-hand horizontal packet is high erota
keep the two vertical packets from falling in, eathe right-hand horizontal packet and pull it over top

of the right-hand vertical packet (Figure 11-212)aw this right-hand-controlled horizontal packetass

the top of the right-hand vertical packet and ha# tvay down to the table (Figures 11-213, 11-214).
Square it with the right-hand vertical packet. Asiydo this, continue to elevate the left-hand looal
packet, but not beyond the tops of the verticakptcyet. Immediately pluck off another small packe
with the right second finger and thumb (Figure 15 Raise this new right-hand horizontal packeil un
this packet is high enough to keep the verticalkptsc open (Figure 11-216). Raise the left-hand
horizontal packet above the top of the left-handie@ packet and draw this packet to the left dodn

to the table, square with the left-hand verticallgad (Figures 11-217, 11-218). Immediately beditnlj
another left-hand packet (Figure 11-219). Do asymaackets as you can and finish with the standard
Two-Hand Square Cut closing of the last two packets (Figures 11-22Q01e229). The vertical packets
are held up by the third fingers and pinkies frdra butside and a succession of elevating horizontal
packets from the inside.

Rhythm is everything with this cut. Time the eleéoatof the successive packets such that they fodpes
another evenly and smoothly. Make it appear dseifet is the same distance between the moving acket
at all times.

473



Fupere J1-203 Fagnre J 12204

Fenea 11-208

Figtive L I=207 Fgpre JI-208

474



475



Fgnre: (=216

Fanie JE-207 Fignre 11-218

TR I 3
Fire F1-210 Py 11-220

476



g {=2 2

477



Figare 11-229

Fall Cut

Divide the deck in half as if you were going to 8leuthe halves together face-up (Figures 11-2301to
233). Hold the halves so they are back to back) afiout deck’s length worth of distance between the
hands. Hold the fingers-ends of the halves abotéck’'s length of distance from the table. Release a
small packet with the right thumb (Figure 11-234¢t the end of the packet catch on the table as you
move the hand to the left (Figure 11-235). Pushptheket to the left so it lands face down (Figute 1
236). Release and tip a packet with the left thamth make it land on the first packet (Figures 11-28
11-240). Drop another packet with the right handjfes 11-241 to 11-243). Try two packets at once
(Figures 11-244 to 11-247). Drop as many packeigascan and then toss the last packets onto #te re
(Figures 11-248 to 11-252). With very little praetiyou can make the packets land pretty squarefy at
one another. Speed is essential. Do it fast enanghthe packets will appear to fly out of the haadd
bounce together.
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Rolling Cut

Undercut a third of the deck to the right with tight hand (Figures 11-253, 11-254). Place thiketon

top of the deck but keep it elevated off the rdsthe deck with the right index finger (Figure 13%).
Break off another third of the deck with the rigigtcond finger (Figure 11-256). Separate the haods s
you've got two separated thirds in the right hand ane third in the left (Figures 11-257, 11-258).
Release the right-hand top packet and pin it betvike left-hand packet and the remaining right-hand
packet (Figure 11-259). Press down on the left-hzamcket and up on the right-hand packet causing the
middle packet to raise to a vertical orientatioig(ife 11-260). Next, keep the left-hand packeimtatry

as you push the right-hand packet forward, cauiagniddle packet to fall forward, face-up (Figdre
261). Note that the face-up middle packet overthpseft-hand-controlled, stationary, bottom padixget
half its length and half its width. Lift up on theft-hand packet causing the middle packet to rajséo
vertical again, this time lengthwise (Figure 11-R82%t the middle packet fall face down on the tigh
hand packet (Figures 11-263, 11-264). Tip the meiduficket face-up again with the right-hand packet
(Figures 11-265, 11-266). Tip the middle packeefdown with the left-hand packet (Figures 11-267 to
11-269). Continue or push the three packets togéfigure 11-270).
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Flap Cut

You can get to the display position of this cutnfirtheTwo-Hand Square Cut, but don't. Instead master
the different and versatile method included in thest cut. Cut off one third with the right handdgres
11-271, 11-272), and one third with the left haRijgres 11-273, 11-274). Break the packets in\walk

the index fingers (Figures 11-275, 11-276). Reldhsesplit packets with the second fingers (Figlte
277). Now the upper packets of each hand are hetldeen the thumbs and first fingers and the lower
packets are held between the thumbs and third indrotate both hands until the packets held betwee
the thumbs and third fingers are facing each ofregures 11 -278, 11-279). Butt the facing packets
against the tabled packet (Figure 11-280). Let fgthe thumbs-and-third-fingers packets and leamthe
against the pinkies (Figure 11-281). Raise the siamdl line up the five packets (Figure 11-282).s€lo
the hands together all at once so that the audisees Figures 11-282, 11-286, and 11-288 in instant
succession. In slow motion, bring the hands togdfrigure 11-283). Kick the right-hand, pinkie-lé&zm
packet down with the right pinkie (Figure 11-28K)ck the left-hand pinkie-leaning packet down with
the left pinkie (Figure 11-285). Put the remainimg packets on the rest and square the deck (Kidure
286 to 11-288).

This is an easy cut to turn into a full-deck fatsi. Simply put both left-hand packets down fiestd then
put the right-hand packets down and the deck dgiginal order.
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Wing Cut

Cut off the top two thirds of the deck betweenfttingmbs and second fingers (Figures 11-289 to 1)-291
Release the grips of the second fingers on thes sitlthe packets, pinch the packets between thalkibu
and second fingers at-the tops of the packets tamd she packets up on the table (Figure 11-292yriR

the standing packets so they are held betweeninkiép and second fingers at the top/front ancttire
fingers on the face/rear (Figure 11-293). Grab mare packets off the deck between the index fingers
and thumbs (Figures 11-294, 11-295). Display thayaof packets (Figures 11-296 and 11-305, from a
little farther away). Now to close. Put the righatra fingers-controlled packet back on the deckuieg
11-297, 11-298). Put the left-hand fingers-conglpacket on the deck (Figures 11-299, 11-300)tHeut
left-hand thumb and index finger-controlled packatk on the deck (Figures 11-301, 11-302). Put the
last packet down and square the deck (Figures 31430304).
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Chaos Cut

Lots of amplitude, seven displayable packets, metdbottom stock up to half the deck -what
morecouldyou want?

Deck in tabled position (Figure 11-306). Pluck affsmall packet between the right index finger and
second finger (Figures 11-307, 11-308). Pluck offirailar packet with the left hand between the left
index finger and second finger (Figures 11-30931@). Pluck off another small packet between tgbtri
thumb and third finger (Figures 11-311, 11-312). the same with the left hand (Figures 11-313, 11-
314).
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With the left hand, lift off yet another packet Ween the left thumb and pinkie (Figures 11 -31810
317). Unlike the previous packets, this newest paiskheld by the short ends. Do the same withritie
hand (Figures 11-318, 11-319). Figure 11-319 isbisic display position for this cut. Cross thedsan
and otherwise position the array of six packetdighat they face the audience. When you are ready t
close, touch both pinkies to the table at the shods of the tabled cards (Figures 11-320, 11-32Ess
down with both thumbs as you remove the pinkiemfuinder their packets (Figure 11-322). Now you
have two standing packets under your thumbs, fagkets between your fingers and thumbs and one
packet horizontal on the table. Separate the hantlsthe packets under the thumbs can fall agdhmest
pinkies (Figure 11-323). Keep the vertical packeting against the pinkies as you put both leftcha
fingers-controlled packets on top of the tabledisdFigures 11-324, 11-325). Do the same with itlat r
hand (Figures 11-326, 11-327). Now you've got temaining pinkie-leaning packets (Figure 11-328)
which you kick down with the pinkies (Figures 119321-330). Square the deck (Figure 11-331).

490

{4cha * f1afbmhitd * 5130 4

490



N

grene S

i

491



492



CrossCut

This is a continuous table cut with crossing haadd somersaulting packets. Lift off a small packet
between the left middle finger and thumb on theglaides of the cards closer to the left short end
(Figures 11-332, 11-333). Lift this packet to vemtias you reach over the left hand with the riggmd
(Figures 11-334,11-335). Lift up a small packeizsn the right thumb and third finger on the lortes
closer to the left short end (Figures 11-336, 11}38ift the right-hand packet as you lay the ledtad
packet down (Figures 11-338, 11-339). Pull thetrltggmd packet across the back of the left handu(ERy
11-340, 11-341) until you can grip the end of geket with the left hand (Figures 11-342, 11-3%3)u

are now pinching the packet between the left thomlbop and the left index finger and second finger
the bottom. Put the opposite end of this packet tiné groove between the held-together right piakie
third finger (Figure 11-344). Move the right hamdyour left, keeping the end of the packet slighutly
firmly clipped between the right pinkie and thiidder (Figures 11-345, 11-346). Keep moving thétrig
hand to your left until the hands cross. This wilin the packet face-up. You will need to repositibe

left fingers slightly during this revolution of thgacket. First slide the second finger and indegdt to
one long side and the thumb to the other long Sities will enable a smoother somersault and alkoval
you to set the left-hand end of the packet on déhéet(Figure 11-347). Butt the packet against dtded
cards and let go with the left hand (Figure 11-3#R)Id this packet vertical between the right péittiird
finger groove and the table as you lift off anothacket with the left hand (Figures 11-349, 11-3h

up this new packet as you lay the right-hand padketn (Figures 11-351, 11-352). Drag the left-hand
packet across the back of
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the right hand (Figures 11-353, 11-354). Grab taekpt between the right thumb on top and the right
first and second fingers on the bottom (Figure834; 11-356). Put the other short end of this paitke
the groove between the held-together left pinkig idmg finger (Figure 11-357). Move the left handie
right, rotating the packet (Figure 11-358) untiluyoan put the end of the packet on the table, dutte
against the tabled cards (Figure 11-359). Pickngiheer packet with the right hand and continuefég
11-360 to 11-366) or plop the revolving packetlomtest and be done with it (Figures 11-367, 11368
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Pyramid Cut

Here's a nine-packet knucklebuster display cutgieell worth the effort. The hard thing is, yowhldo
form the pyramid very quickly. It must look as ffriraculously rises from the table, rather thampe
laboriously constructed by ancient, disgruntledveta Do it fast and smooth and the crowd will béequ
pleased.

This is illustrated from the crowd's perspectivedaese that's where the finger action is. Of netyedbie
instructions are still from your perspective. Soewh say a packet moves to the right | mean yaityi
even though the pictures depict the packet mownipe left. Prop the book up next to a mirror antit

upside-down if you have problems.

Start with the deck in standard table cutting posi{Figure 11-369). Cut off half to the right withe
right hand and butt it against the bottom half (Fegg11-370). Make sure the halves are perfectharsgu
Lever a packet to vertical off each half in the samanner as th€wo-Hand Square Cut (Figures 11-
371 to 11-373). The difference of course is thatdbck has been cut in half this time. The pacitedsid
contain about the same number of cards each anddsbontain no more than seven or eight cards. Cut
off another small packet with the right hand andesthe right hand, with its vertical packet, te tight

for one third the length of the tabled cards (Féiglit-374). Keep the vertical packet stable by mgjdi
with the index finger and part of the second finddove the left-hand vertical packet to the rightilit

Is exactly positioned over the juncture of the tabled packets (Figures 11-375, 11-376). Lift twoald
packets with the left second and third fingers (Fég 11-377, 11-378). The second finger will tothuh
right packet and the third finger will touch thdtlpacket. The left thumb is pressing against laeé¢
packets from the other side at their juncture. ®die left hand and its three packets until the two
lowermost packets form a triangle with the leftestdbled packet. Slide the right-hand horizontakpa

to the left and up until you can grip it with theftl second finger and thumb (Figures 11-379, 11:380
Lower the right hand and its single vertical padktedight down until it the packet touches the jure of

the two tabled packets (Figures 11-381, 11-382k Bp two packets with the right hand (Figures 883
11-384). The right second finger and thumb piclkaygacket from the left-side tabled packet and itta r
third finger and thumb pick up a packet from tightiside tabled packet. Lift up the right hand auod

the two new packets to form a triangle over thétrltand tabled cards (Figure 11-385). Curl thexnde
fingers and touch the top two packets togethenfid. 1-386). Hold this position.

It should take you no more than five seconds tenfthie pyramid. Practice until it takes less thae fi
seconds.

To deconstruct the pyramid, release pressure Wwithhtumbs and third fingers until the two lower lgsis

of each of the two lower triangles collapse (Figuld-387 to 11-389). Collapse the top two packets
(Figures 11-390 to 11-392). Drop the remaining Zumtal packet onto the two tabled packets (Figdre 1
393). Cut the two tabled packets out from undem#a dropped packet and place them on top (Figures
11-394 to 11-397). Figures 11-398 to 11-402 offslightly different perspective of the key movegtié

cut. Figure 11-402 also shows that you should e t@bremove all but the second fingers from thoatr

of the pyramid, both to afford the audience a betiew, and to make it appear as if your controltios
cards is all the more tenuous.

An easier version of this cut is identical in methexcept for the center strut of the preceding mpyda
(Figure 11-403). You can do this version fastenttie preceding, but you trade speed for the ceirtat:
How important is the center strut? | think the eerstrut version looks at least twice as good agthor-
man's version. The center strut gives you four detaptriangles and looks ridiculously difficult. &h
easier version still looks pretty cool, so yowl§ have to decide for yourself.
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Deck Bounce

This is theCorner Thumb Twirl arranged to look like you toss the deck and ricoiheff the table. Do
it correctly and it appears as if the spinning dackially bounces from one hand to the other.

The deck is face down in dealing position in the hand (Figure 11-404). Lever the deck up to caiti
with the left thumb (Figure 11-405). Hand the deéakhe right hand so that you are gripping the deck
between the right thumb over the pip and the rigst and second fingers on the back (Figures 14140
11-408). Continue th€orner Thumb Twirl (Figures 11-409, 11-410) but hit the indices comeithe
table (Figure 11-411) and continue the twirl in #ie (Figures 11-412 to 11-416). Place the decthen
left hand (Figures 11-417, 11-418). Speed is ctulfigou do it fast, people will think you can baote a
spinning deck from hand to hand. Do it slow andpbevill think you are the personification of siléss.

This is easy to turn into a cut. Just doTher| Cut but hit the indices corner of the deck on the table
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Pad Roll

Like the arm-roll version of this stunt, | don'irtk this is worth the risk, but I've seen otherstdeithout
any problem so maybe it's just me. At any rater\gnal is to roll the deck back and forth betweles t
hands on a close-up pad. Any other surface otlaer itiaybe a carpet will most likely prove futile eBks
or crimps in the deck also spell failure with ait@d7 in a menacing font. | just prefer my suneffaux
version which | describe in the miscellany sectibthis chapter.

Hold the deck in the left hand in dealing positwith the index finger and pinkie at the short effdgure
11-419). Roll the deck to the right hand (Figur&s420 to 11-425). One complete revolution of thekde
is way plenty. Try for too much distance and thekdgill certainly explode. Anyhow, adjust the diste
between the hands, the force of the throw, andrtii@l corner that hits the pad, until the decklso
evenly to the right hand and the left hand can idiately assume dealing position (Figure 11-426¢rTh
if the deck is square enough, you can immediatalyitrback to the left hand. If the deck needsasing,
square it with the thumb and the pinkie at thedbftrt ends.
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Deck Put-Downs

Gracefully placing the deck on the table might seam exceedingly minor aspect of fancy card
manipulation, and this is certainly true in thergta&cheme of things. However, a smooth transitiomf
hands to table and vice-versa is the kind of tahelh makes your presentation that much more palishe
Plus, if you are arranging flourishes to music, yaay not have time for anything but a flourish dotvn

or pick-up to ensure there is no let-up in theaacti

Any flourish that can naturally and fluidly pladeetdeck on the table in normal tabled deck positam
be a good put-down. Theall Cut is a natural flourish put-down. Here are two maue-giowns. The one-
hand method is extremely basic and is based oftwloehanded)rhumb Twirl. The second, two-handed
method is based on ti@orner Thumb Twirl.

First the ultra-basic, self explanatory one-hantidmwn (Figures 11-427 to 11-430). DdRagrip Flip
immediately prior so the two little flourishes sntillg connect. Then you've got both a cute bit and
insight into the value of apparently small movée ltheRegrip Flip, Inversion " Cut,” and Thumb
Twirl.
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This next, two-hand put-down amounts to an intdgedorner Thumb Twirl. From dealing position,
hand the deck from the left hand to the right (Fégul1-431 to 11-436). Do the very beginning of the
Corner Thumb Twirl and set the deck down in perfect tabled-deck mosifFigures 11-437 to 11-440).
To get the most out of this, precede it with onmplete cycle of th&€orner Thumb Twirl. In fact, if |
were you, | would do something like this: Tviieck Bounces. Two Deck Bounce cuts. TwoCor ner
Thumb Twirls. Finish with this put-down. You've made a smootlg-pleasing transition from the hands
to the table. An interrupteleialm Twirl will serve as a deck put-down in the same way.

Fgrire Li-431 Fegune I LA32
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Deck Pick-Ups

Deck pick-ups are a little more specialized thackdeut-downs. Here are two two-handed and one one-
handed fancy ways to take the deck from table talfia

Lift up the right side (from your perspective) tietdeck with the right hand (Figures 11-441, 11)442
Flip the deck face up and let the deck fall onl#iefingers (Figures 11-443 to 11-445). Lift thght side
of the deck again with the right hand and flip tleek face down into the left palm (Figures 11-446.1-
449). | always roll the deck across the table far tomplete flips of the deck.
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For pick-up number two, lift the deck up by the meght comer with the right hand (Figures 11-450;
451). Spin the deck on the opposite comer on thie far one revolution and place the cards in #fe |
palm in dealing position (Figures 11-452 to 11-458hlike the Corner Thumb Twirl and related
moves, no finger switching is required to do thrgk complete revolution of the deck.

DA Mg L iasR
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Finally, with just the left hand, pry up the neang side of the deck with the thumb so the deck is
standing on its side and is held between the thomthe bottom and the fingers on top (Figures 14-45
11-458). Roll the deck to your left for 180 degreésotation (Figures 11-459 to 11-462). Pick tleekl

up, rotate the left wrist, let the deck fall inteetleft hand (Figures 11-463 to 11-466).
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Table Flourish Miscellany

Faux Pad RollThe recently-described genuiRad Roll will take a long time to truly perfect, and entails
risk even when perfected. Not so with this full-taot version. While not as spectacular as thethéady,

the fauxPad Roall is easy and sure-fire. First, learn theck Twist in the hands. Then do tHeeck Twist

and pretend to roll the deck back and forth actbgstable. Do this by actually rolling the fingers
clockwise and then counter-clockwise on the tablake sure the knuckles of every finger contact the
table and also to fully extend the rotation of llamds as far as possible.

One-Hand Lever DealA casual way to flip a card off the deck withoutvimg to get a break under the
card. Push the top card to your right with the tleftimb. Now contact the back of the second carld thi¢
thumb and push this second card slightly to thie Raish down on the far left corner of the secaadl,c
causing it to lever sharply up. This will launcle ttop card into the air. The card only flips oné-b&one
revolution before landing face-up. Control the eigf the deck from the table. Experiment to findatv
works best, be consistent with the launch, andlygaon be dealing cards so they land flat.

Other Deals!'ve seen flourish second deals, bouncing dealsappearing deal, double deals and others.
Keep an eye out for flourish deals in magic videos.

Other Table Cutsl've barely scratched the surface here. Combinedhneepts you've learned from the
Square Cuts, Wing Cut, Flap Cut, Chaos Cut andCross Cut for new, unique and, if you want, false
table cuts.
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THROWING AND JUGGLING CARDS

"You can, it is true, really juggle with the card<amille Gaultier

Wifien someone says of y our otfier flourisnes, tsigust jugg/ing," actuatfy juggfing three carigshe
perfect response. It is possible to juggle threer &nd five ordinary playing cards.

Throwing cards for distance is perhaps the "bigg#stirish there is. While the thrown card is smétle
distance covered can be great indeed.

Ricky Jay is the greatest modern practitioner ofl-¢hrowing techniques and | refer you to his hilas
Cards as Weaporfsr the finer points as well as the history of cmbwing.

As for off-the-deck propulsions, the restrictionrdnés that the card propelled is not a certain csudh as
a chosen card. What this means is that | won'tritessbow to cut a card into the center of the dec#t
then make that card fly out of the deck. If you wando that, see Daryl's excellent videotapes.

This chapter is where you'll find circus-act stusiish as twirling a card like a baton, spinningaedn
your fingertip, and kicking a spinning card inte tair.

There are surely other juggling and related tealesghat can be adapted to cards. Experiment, @nd y
might find something unique and fantastic. Watchoad juggler for ideas on how to combine brute
creativity with object manipulation. There are alsonumber of websites devoted to small object
manipulation and juggling, and even card flourishes
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Throwing For Distance

Although it is possible to throw a playing card mdhan 150 feet, you will only need about a hundred
foot throw for most distance-throwing purposes.doots, you want to be able to throw a card on fap o
five-story building. Indoors, you want to be alehit the farthest wall or the highest ceiling.

Ricky Jay gives three basic throwing gripgdards as Weaponsie calls them the "Thurston Grip," the
"Herrmann Grip" and the "Jay Grip." The grip | greyy using is a combination of the three. For more
information on card-throwing grips as well as pjeat historical tidbits, see Jay's extremely emtierhg
book. I, however, think you need only one good @pipdistance throwing. So I'm only going to dekeri
my grip and methods for throwing. If you can alng#ttrow cards really far, try my unique grip ane $e

it helps or detracts.

Hold the card between the index finger and thumbagnand the second and third fingers underneath
(Figures 12-1 to 12-3, views from three anglesk uex finger and second finger oppose one anather
the far right corner of the card and the thumb #midl fingers oppose one another at the centehef t
card. First practice flicking the card a short amgte by curling the hand in (Figure 12-4) and theickly
straightening the fingers (Figures 12-5 to 12-8hew the index finger is pointing toward your target
release the card (Figure 12-9). As the hand trafeisard, maintain the grip of the third finger and
thumb. This will stabilize the card and keep itrectly oriented. As the hand nears its maximum &y
position, release the grip of the thumb and thindgr and the card will start to roll forward. Alptly
stop the forward motion of the hand and releasedngé from between the second and third fingers.

Your goal is to have the card roll out of the hamdl fly a short ways without tumbling. If you'really

new at this, try the soon-to-be-described fliclotlrr The biggest problem for rank beginners is tungpl
and the flick throw usually works on the first @cend try. You can't get any real distance withflick

throw, but at least you'll know what it feels liteethrow a card with it spinning and not tumbling.

Once you can roll the card out of your hand withitnet card fluttering, it's time to get the arm itweal.
The really long-distance throwers | have seen nibe& arms exactly as a baseball pitcher would. The
hand goes back behind the shoulder and over the foeahe wind-up and the card is released with a
forward thrust of the shoulder and a step forwaxdard the target. Start by cocking the hand bettiad
right ear and uncoiling the arm like a whip. Yowmn@dso get considerable distance by throwing tid ca
backhand like a Frisbee.

Long (seventy-five feet and over) throws have salvproperties short throws don't. For one thing, th
card travels in a corkscrew pattern toward theeiargor another, the card will at the last stagéight
lose sufficient velocity and begin to tumble. Fipawind and or air currents affect longer flights
bigger ways. Never throw into the wind, and be weayy of cross winds.
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Throwing For Accuracy

Here are three accuracy throws: flick, underhardirail. The second and third use the same gripchvhi
is whatever grip you use for distance. The fitsg, flick throw, uses a slightly different grip. Thaygest
issue is how far away the target is. The flick tirig for very short distances. The underhand thiow
perfect for relatively short distances. The rotbtli works well up to twenty feet or so. After thtite card
will begin to want to corkscrew. For long distareecuracy shots, you must take the corkscrew flight
pattern into consideration.
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The flick throw involves kicking the card out ofetfhand with the third finger. The motion is ideatito

that of the standard dealing "sail" described byiMa Seconds, Centers and Bottoms. Hold the card
between the thumb on top and the index finger awdrsd finger underneath (Figure 12-10). Press the
third finger against the near long side of the c@fdjure 12-11). Propel the card out of the hand by
violently straightening the third finger and pinkas you release the grip of the thumb and index and
second fingers (Figures 12-12 to 12-14). Although is an extremely short distance throw, it wélider
pinpoint accuracy for up to about eight feet oftatice. Use the flick throw to deliver a volley @frds

into a hat or to deliver a catchable toss to anftie

j im i i % 3 F o
Fgrore 2= gl 12-13 Higiiie J2-14
1m0 6 g R 1 g L RO A g =

The underhand throw is another high-accuracy tegfeniHold the card in any standard throwing grip,

but point the fingers straight toward the grouniyfe 12-15). Sharply uncoil the hand until thegéns
are pointing at your target (Figures 12-16 to 12-Release the card (Figure 12-19). The arm mdson
like bowling except the arm is palm-down throughthe throw. The card should travel arrow straight,
without rolling at all. Practice throwing into tlgap afforded by a door left ajar an inch or soydfir
underhand technique is correct, the card will breembly oriented to pass through the gap at athdises
within your practical underhand range. The carddsahe hand vertical, and stays vertical for thigre
flight. This is master magician Jeff Edmonds' petusacy throw.

521



e 3-8 .--.IIL‘rI.I e 120

And finally, the roll throw. Think of the roll thwe as the underhand throw upside-down. You wanbtb ¢
the wrist back as far as you can and then quickiynlithe hand, keeping the hand palm-up throughout
Another way to picture the roll throw is as thetae throw without most of the arm action. In fale
pictures of the roll throw looked so exactly likeetpictures of the distance throw that | omitteltittoow
photos. See Figures 12-4 to 12-9 and you see \Wbatoll throw looks like. Because you are omitting
much of the arm motion, the range of the roll thiswmited, but it is still the longest range tiwof the
short accuracy throws described here. You will findt the card will begin to curve at the limityafur
practical distance for this throw. Then it's tiroeget the arm involved.

Boomerang Card
A card is thrown out over the spectator's headsrns, and is caught in the deck.

For the regulatio®oomerang Card, throw the card up and forward four or five feetgtart). Throw the
card with lots of spin but very little forward montam. This requires a whipping motion of the wrist:
first forward and then sharply back. There is dtfe-through for this throw.

The grip is designed to generate spin and is @iffiefrom any of the preceding. The thumb is ondbp
the card and all the fingers are underneath (Fig@r20). Note that the thumb is not exactly atadbeter

of the card. The thumb should be slightly forwafccenter. The thumb and third finger exactly oppose
You should be able to let go of the card with mlyérs except the thumb and third finger.
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Bend the wrist back (Figure 12-21). Quickly unfthle hand (Figures 12-22 to 12-24). Just as you are
releasing the card, draw the hand sharply towatd Release the card (Figure 12-25). Try to throgv th
card just a few feet forward to start. Longer boangs must be thrown higher.

To get the knack of creating lots of spin withorg¢ating much forward momentum, try throwing thedcar
in place. In other words, try to just put nothing bpin on the card without it traveling forwardadit This
"hyperspin" technique is also essential for thet sexnt, the no-threaldelicopter Card.

Catch the returning card in the deck in one of sdwgays. Open the deck with both hands (Figures 12
26, 12-27), open the deck with tAghumb Cut (Figures 12-28 to 12-30) or with the last half of a
Charlier Pass (Figures 12-31 to 12-34). Or riffle the deck opeithvthe thumb from the short end. Or
just clamp the card between the left thumb andiduk.

You can also throw two cards as one and make thpditnas the top of their arc. Either slightly betite
corner of one of the cards to allow air to entennisalign the cards slightly before you throwydiu are
holding the deck, catch one returning card in thekdand one in your right hand. Then do a normal
boomerang with the remaining card and catch ithim deck. Houdini, Jay and others have used large
scissors to cut a returning card in half in mid-air

Speaking of Jay, he introduces the rudimentBrafshing (although he doesn't call it that) in conjunction
with the Boomerang Card. He suggests hitting the returning card with tharpaf the hand, elbow or
wrist. | instead recommend you tackBrushing with straight-up vertical throws as outlined in the
Brushing entry. Speaking of vertical throws, that's howdrleed theBoomerang Card. | started out with
high, vertical hyperspin throws and gradually adgtee throw forward.
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Helicopter Card

This method will enable you to throw a card seatels around your body and back to the deck. liaitim
doesn't have nearly the impact of the invisible#itr method of this feat, described by Cossari dmete
Still, it looks very good and is a natural addititm a routine of card throwing and off-the-deck
propulsions.

Remember the whipping motion of the hand neededrardinary boomerang throw? Combine this with
a pronounced backward push of the hand foH#Bécopter Card. If there was no follow-through for the
last throw, there isegativefollow-through for this one.

The grip differs from that of thBoomerang Card in that the thumb is at the short end of the cAlidthe
fingers are underneath the card, the thumb is pntte index finger and thumb pressing opposite one
another. Position the arm across the body. If yeutlarowing right-handed, this means the right hiand
on the left side of the body. The left hand hasdbek held also to the left of the body, but tHfedem is
over the right. Just do this: Cross your arms amtfrof you, left over right, with the deck in treftlhand
and a card in the helicopter throwing grip in tlght hand. Now move this array of arms and cardbe¢o
left as far as you can. You are now in the corpexdition for theHelicopter Card. Thus these photos
show the right hand at the left side of the bodgwed from above; the waist is to the right of tizend.
Coil the hand toward the arm (Figure 12-35), amshtivhip your hand open and release the card (Fgure
12-36 to 12-38). As you are uncoiling the hand hpitas far behind you as possible. The card itgalis
clockwise.
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Throw the cardack,and put as much spin as you can on it. If you weteld your right arm in front of
your body and throw the card as described, the waxdd come directly back and hit you in the chest.
Instead, your goal is to have the card orbit yaaohbin a counter-clockwise circle, and then be baig

the deck in the left hand. Position your arms aaads correctly and throw the card straight backmrtd
clockwise hyperspin on it. The card will traverseaac behind your back, and end up on the riglg efd
your body. Without moving your feet, swivel yourpgy body clockwise and move the left hand as far to
the right as possible. Catch the card between dhaé of the deck levered open in the left handavia

of the previously described methods.

Keep the card horizontal except for tilting the fifmand" long side of the card up slightly when you
release the card. As you become more proficient wits throw, you will be able to minimize the
swiveling of the body back to the right; the caiitl get to the deck on its own.

Like | said, this doesn't hold a candle to the ddrenethod in terms of overall impact. It is readly
different kind of effect altogether, without all thfe spectacular but suspicious hovering of thd.car

Snap Throw

This is a novelty throw. Here, the focus is on taek of arm and finger movement. The card just
magically shoots out of the hand. The grip is shawRigures 12-39 and 12-40. The card is held betwe
the thumb and the second finger only, and theggfiare crossed as much as possible without icrippl
either the thumb or the second finger. Sharply esethe thumb and second finger and snap the ocard o

526



of the hand (Figures 12-41 to 12-43). The motioopgosite from snapping the fingers in two waysstki
the second finger is on top of the thumb (with edcsquished in between) with tisaap Throw. Also,

the motion of the second finger is in the oppogitection from snapping your fingers. The secomgddir
snaps away from the base of the thumb withStiegp Throw.

Long Thumb Propulsion

The next four entries are methods of making a dgrebff the deck. The first, what | call theong
Thumb Propulsion, is the same as Jay's "Long Distance Spinner." d@srits description in thEarbell
Coursewhere it is attributed to Audley Walsh.

Daryl and others have described methods wherelaydis controlled to the center of the deck anah the
made to fly out and be caught in the other handaBge a controlled card is part of a card trickdInot
include any such methods here. Making a specdid fly out of the deck is more than a flourigh iy
opinion. Besides, there are plenty of good desoriptout there.

Long and short in the present context refer botthéodistance achievable with each method, and the
orientation of the thumb relative to the long ooilaxis of the deckl'he Long Thumb Propulsion is

the most useful, and can be used for a wide rahdstances. McBride and others have used this odeth
for scaling cards a considerable distance intoatigience. | usually use it to pop a stream of &ivéen
cards from the right hand to the left. The advamtidags method has over the next three is that aflspin

can be imparted to the card. This means not omigdoflights but extremely stable flights as well.
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Hold half the deck in the right hand with the indexger on one long side, the third finger on tlieeo
long side, and the second finger on the far shodt @igure 12-44). The thumb is at the non-indices
corner of the top card of the half -the cornerhaf teck nearest the third finger (Figure 12-45)idHbe
other half in the left hand in dealing positione$s the rear card toward the index finger withtkienb.
The card should buckle against the index fingeil time card finally pops off the deck and into thie
(Figures 12-46 to 12-49). Don't do all of this love motion -try to instantly pop the card off theat.

If you have trouble even initiating the move, ydbumb may not have enough traction to engage the
card. Discreetly add moisture to the tip of youwrtt, or, if it's your final stunt, obtain some glueput a
rubber fingertip on the thumb. Sometimes the caibjust stop and look like Figure 12-48. This mean
you are moving your thumb too slowly. A quick, shemart twitch of the thumb is required.

Pretty soon you will have the knack of making cdigoff the pack with speed and regularity. Thée t
toughest thing is catching successively propelldis; particularly rapidly successively propelledds.
You can either launch cards from the right-hand toalbe caught atop the left, or from the full déckhe
right hand into the empty left hand. Figures 12&02-53 depict proper catching form for the lednt
holding half the deck. The left thumb elevates,dasd lands on the half, the left thumb clamps down
the card, the left thumb elevates preparatory ¢oatinival of the next card. Sometimes the cards/éaly
unsquarely. You will have to square the caughtcarte-handed, either between catches or at thefend
a salvo of propelled cards. If you want, you camth the cards into the audience and let themotry t
catch them. Hopefully (unless it is your inten@ytdon't catch them in the eye.

Unfortunately you can't catch a card in the sanmdhhat you are propelling from more than once or
twice if you're lucky. | wouldn't bother learninigis propulsion in both hands because you can't ot w
would be a neat trick, making cards repeatedlybfigk and forth between the hands. If you want to do
this, divide the deck in half and use tBetension Cut and just pluck off one card from each half. Now
use your best juggling throw to toss the two calshey cross in mid-air and are caught in the sippo
hand. Repeat to your heart's content. | have triegin to figure out a comfortable way to juggheete
cards while still holding the rest of the deckhie hands somehow. But we digress.
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Short Thumb Propulsion

Whereas the last maneuver employed a somewhathadont grip, this one uses the regular dealing
position. This method also uses the thumb, butdarapletely different manner.

Since | learned th&hort Thumb Propulsion in the left hand, that's how | will illustrate It's probably a
good idea for you to learn it in the left hand adlwbecause you will be able to make cards flythé
deck from dealer's grip. If you tilt your hand uptie cards fly vertically, not only will you ackee the
most easy-to-see flights, but no finger motion W#l visible. The cards just seem to fly off theldet
their own accord.

Hold the deck in dealing position (Figure 12-54pade the pinkie close to the near right corners®the
thumb down on the far left corner of the top cddcaw the thumb toward you as you press, bucklirg th
top card against the pinkie (Figure 12-55). Corgibuckling the card and then suddenly lift the tbum
The card flies with counter-clockwise spin (Figui@s56 to 12-58).

Bend the card back until you feel a lot of tensamainst the thumb. You don't gradually release thum
pressure; you suddenly release enough of the thpregsure so that the card's right side leavesdbk d
first. If none of that works, try slowly bendingetthumb until the card is released.
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Pinkie Propulsion

This | got from T. G. Murphy's fabulousnagication. It is a two-stage move, unlike the preceding
launches. On the one hand, the get-ready is andimeat to speedy consecutive launches. On the,other
the get-ready makes for a very certain and reliableon.

Hold the deck in dealing position (Figure 12-59ja® the top card toward you with the thumb unté th
top card overhangs for half an inch (Figure 12-&)gage the near left overhanging corner of thd car
with the pinkie (Figure 12-61). Draw the pinkie tand the palm, bowing the card (Figure 12-62). Slide
the pinkie toward you along the long right sidehaf card until the pinkie clears the corner andctirel is
launched (Figures 12-63, 12-64). The thumb doesatth the card at all after Figure 12-61. The card
spins counter-clockwise.

Pty J2-00) Fagmke J2-42d
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Index Finger Propulsion

Frankly, | prefer thd.ong Thumb Propulsion and the Pinkie Propulsion. You certainly don't need all
four methods of off-the-deck propulsions, butléli you decide which you like. Ricky Jay attributbss
move to Martin Lewis.

Hold the deck from above between the thumb on #s short end and the second finger on the fat shor
end (Figure 12-65). Place these fingers as nealetheorners as possible. Press down on the far le
corner of the top card witthe index finger and buckle the card back toward therth (Figure 12-66).
Move the index finger toward the palm and rele&gecard (Figures 12-67, 12-68). Once you acquee th
technique, the card will be launched with counteckwise spin (assuming you are doing it with teg |
hand).

531



Card Twirl

If I were you | would learn to twirl pencils or sthaticks first. Batons are too large and heavy and
generate their own momentum. A playing card thawided in the fingers generates no momentum.

Hold the card between the thumb and fingers (Fig@ré9). Place the index finger on top of the cardj
release the card with thumb (Figures 12-70, 12-Tjst the index finger and second finger to rothie
card (Figure 12-72). Raise the third finger untiluycan put it on the back of the card (Figure 1p-73
Release the card with the index finger (Figure 4R-Twist the second and third fingers enough totipe
pinkie on the face of the card (Figure 12-75). Betethe card with the second finger (Figure 12-76).
Twist the third finger and pinkie enough to put #ezond finger on the face of the card (Figure 2R2-7
Continue to-twirl until the card can be regrippedvireen the thumb and fingers (Figures 12-78 to2)2-8
The toughest thing is to keep the center of thd batween the fingers. The card tends to walk soend

or the other. The faster the twirl, the better.

It is very easy to twirl a card using both handaswitaneously, and this is a great way to learmtbge.

Now you can split the pack in half and use Extension Cut to pluck off a packet consisting of just one
card from each half. Then twirl the cards whildl $tblding the halves of the deck in the hands wfita
thumbs.

You can also twirl two and even three cards ingame hand at the same time. It is tough to get any
decent speed, though.
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Thumb Wrap

The incomparable Simon Lovell immortalized this m@s the hand of the Joker in the 1989 version of
Batman.

Hold the deck in dealing position (Figure 12-83)sP the top card to the left with the thumb (FiglLi2e
84). Continue to push the card to the left untdi@ars the left side of the deck. Press the cgaéhat the
right long side of the deck (Figure 12-85). Move tthumb down and to the right so the card wraps
underneath the deck (Figure 12-86). Pin the caaihagthe bottom of the deck with the index fingad

let go of the card with the thumb (Figure 12-8MeTcard is now only held by the index finger Prass
and to the right with the index finger (Figure 12-8Now the card is pressed against the right kidg of

the deck with the index finger. Replace the indegdr with the second finger and press to thewidth

the second finger (Figure 12-89). This should legkercard back on top of the deck

pack in each hand. And it can be done with two £atdonce in the same hand. Once the first card is
pinned under the deck (Figure 12-91), push off laotard (Figure 12-92) and you should be able to
wrap two cards around the deck, one following ttheo(Figures 12-93 to 12-98).

534



Dy 1256 Irgnre | 228 Fgrire [ Z-48

g {20 Fagrmme {202

535



One-Finger Spins

Believe it or not, here are three methods for Spmra card on the fingertip. All have appropriatel a
different uses. Of course the word "appropriatethis context has little if any meaning.

The most often-seen way of spinning a card is whadll the momentum spin. This is a short, one-
handed, middle-fingered move that looks fine bug thee disadvantage of running out of spin aftey onl
two seconds. It can be adapted as a flourish deslyeenough. Just learn it in your right hand.cRlu
cards off the deck and spin them, then drop therargvthey belong. The other methods of @ree-
Finger Spin use the index finger and employ a tried and trueusi technique aptly and annoyingly
named the "paddiddle.” If you want, you can onlgriethe short momentum spin and never learn the
paddiddle. If you do learn the paddiddle, you cae the momentum spin to initiate a longer, corgobll
spin, but since the card is spun on the middlesfiige move can look somewhat inelegant.
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I'll show you two ways of initiating the longer,quiddle spin: one one-handed and one two-handed. An
more importantly, Il teach you how to maintaire tspin for as long as you want. With practice, gao
paddiddle a card for over a minute. You will carpinever have good reason to spin a card on your
finger for that long, but at least you will be albespin a card in one hand while juggling twolie bther,

or while doing a one-hand shuffle in the othera@eries of one-hand cuts in the other, or whatever

But first the little momentum spin. Hold a cardweén the thumb on top and the middle finger on the
bottom (Figure 12-99). These two fingertips woutdtbuching were it not for the presence of the .card
The index finger and third finger touch the card egther side of the second finger. Keep the hand,
irrespective of the individual fingers, absolutetill throughout. Cock the card back countercloceny
drawing toward you with the third finger and stiatigning the index finger (Figure 12-100). Quickly
straighten the third finger and draw back with theéex finger and let go of the card (Figure 12-101)
With just the right amount of force the card willirs for ten or twenty revolutions (Figure 12-10apd
then run out of spin. At that time, or at any tich@ing the spin, you can stop the move by grabkieg
card with the thumb. Such a grabbed card wouldwmbgeFigure 12-99 or 12-100, depending on where in
the rotation you put the thumb back on top of thedcThe illustrations show a clockwise spin on the
right hand. With a counter-clockwise spin on thghtihand, cock the card back clockwise first before
spinning it.

This isn't that tough a move, and if you have tteuli is almost always due to too much force when
initiating the spin. A cute little gimmick relatéd the momentum spin is a faked card with the [Bpsin"
out to the edges of the card, as if by centrifgalcentripetal, who gives a damn which) force.déoor
show the unfaked duplicate of this card, switcforitthe fake, spin the fake, reveal the fake. Nbow t
more serious, sustained paddiddle spin.

First, learn to spin a large, flat, rectangulareabjcounter-clockwise on the index finger of thrghtihand.

| say counter-clockwise because that's the dinedtido it and so my illustrations are of a cardrspu
counter-clockwise. If you already spin objects sastbasketballs or plates, and you spin them clisekw
DO NOT change the direction of spin for cards. Ale/e consistent, because if you learn to spindnigg
objects clockwise, and then switch to counter-olgsk for cards, you will have gained nothing from
your experience with bigger objects. If you dopihsanything yet and lack sufficient judgment téraen
from starting, | recommend serving trays or latggt books as beginning props. Position such gaab
vertically between the index fingers at the center of theabbgnd practice spinning it between the index
fingers by kicking it with the other fingers. Gradly move the object to a horizontal plane as yutiate
these short spins. Eventually the object will beizamtal and you can remove the top index finger.
Sustain the spin by moving the finger in tiny camde circles. Always try to move the finger towat
center of the object as it is spinning. Spinningaaketball is a little different because the fingamains
stationary and the ball is usually spun on thedingil. A playing card must be spun on the fleslthef
fingertip, and if you keep the finger stationarlf,y@u will have is a short momentum spin. In fagith

the full-fledged paddiddle, the entire hand moweshie direction of the spin. With the momentum spin
the hand remains stationary, and when the inttigdeitus has run out, the card stops spinning. Viih t
paddiddle, you actually generate and sustain mament

Now, take a card and put a small amount of aemgisel on the very center of the back of the card the
glue dry a little, and use this as a practice c#/en actually exhibiting the sustained one-finggin

with an unprepared card, you may have to moisten fiager tip a little to gain purchase, or ringan
card with the center roughened or treated with.glue

The two-handed method of starting a paddiddle Isemfira manner resembling Figure 12-103. The left
hand holds the card and the right index fingeramted straight up. Press the center of the carthen
right index fingertip (Figure 12-104). Balance ttad on the right index fingertip (Figure 12-10B)ace
the left index finger on the left long side of tbard (Figure 12-106). Smartly draw the left handamd
you and push on the card, imparting initial cowtleckwise spin (Figures 12-107, 12-108). Getting t
card to start spinning will take a little practidmit keeping it spinning will take an enormous arntoof
practice.

The one-hand method for initiating a paddiddle Iage gripping a card by the long sides between the
thumb and second finger (Figure 12-109). Put thikxnfinger at the center of the card. Hold the card
tightly against the tip of the index finger. Smanthove the second finger toward you and the thumb t
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the right, imparting initial spin (Figures 12-1102-111). If you can start a sustained paddiddienfro
momentum spin position, go right ahead.
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Juggling

In Ricky Jay'sCards as Weaponshere is a satiric and spurious description of lowuggle playing
cards. The illustrations depict the cards tumblimgg side over long side in the cascade patternile/Vh
you can occasionally do an on-purpose flip, you méler be able to seriously juggle cards in themsa
Jay describes. But like | said, Jay knew this description is parody. Jay could, of course, attual
juggle spinning cards. But not tumbling cards.

While you can learn a lot about throwing cards fr@ards as Weaponsf you were to follow the
instructions for juggling cards, you would nevarieto juggle cards. Here is the correct method.

First, learn to juggle three balls really well.ithd't do this, and it cost me years. Learn what@atterns

you are going to do with cards. | recommend thdcbagascade, reverse cascade, shower, and tower
patterns. If you are a good juggler, God only knevimt wicked three ball configurations you can adap
to cards. Next, glue three cards together in &sitdake a bunch of these juggling practice cards.

Learn to throw a card up with each hand to a heifiivo feet above your head. Practice this throw
alternating hands and with both hands simultangodsien throw the right hand card up, and the left
hand card under, catching the thrown cards in apdsinds. Alternate the starting hand and become
proficient in this '‘one up, one under' two-cardigrat This is the normal method for learning togieg
three of any object, and even if you are a goodlgrgyou may still want to follow those steps. The
reason is that cards are really, really light ofsj¢o juggle. Sure, you can juggle even lightemnses or
silks, but silks don't plummet as fast as cardsabse a falling silk gathers air like a parachute. T
compensate for their lack of weight, playing canded to be vigorously spun as they are thrown. This
will ensure a much more stable flight than thaa @fard thrown with very little spin. Think of eatttrown
card as a short vertical boomerang toss and ussatie technique to impart spin. Cock the hand back,
whip the hand forward; whip it slightly back as yamlease the card. Except with juggling you willipvh
the hand up and then down as you release the I€amou juggle rings, Frisbees or plates, you alyead
know how to put spin on a thrown object. You wilad even more spin to juggle cards.

The juggling grip is the same as for tBeomerang Card. To start, you're also going to be holding two
cards in one hand. These cards should be heldFigure 12-112, with the index finger separatingnth
The card farthest away from you is between thexrfoger and the other three fingers. The card estar
you is held between the index finger and thumbwDifze hand with two cards down and launch the card
held between the index finger and other three fimgeigures 12-113 to 12-115). Throw the card ghtai

up two or three feet. Throw the card in the otharch(Figures 12-116 to 12-118). Juggle (Figure412-
12-120).

When you are done, catch the cards in the sames griglo some finale move like a pirouette before
catching the last card.

It is important to cock the hands down some befawnching the card up. It is also vital to become
accustomed to catching and immediately re-throwaicgrd without repositioning the card. You willadat
cards in every possible orientation and instaitgw them again from the same orientation.
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Now, some juggling tricks and variants. "Claw" jligg involves turning the hand palm down when
catching and or throwing balls. If you do the claatch with cards, the cards will rotate in the f&and
Thus, a card facing the audience before the claehda back-out after the catch. This can looklyeal
good. Try the following for example. Juggle thedsafaces to the audiences. Claw every other rightih
catch, gradually turning the cards over one ame tiContinue the pattern with backs out for a fgules
and then do successive right, left, right claw leascto instantly turn all three cards face outragaiom
too far a distance, no one will know the cards tareed over, but fairly close-up the effect is quit
pleasing. You could even use double-backed cardauee a change of color via juggling. Cldrowing

of cards doesn't work.

You can occasionally include a planned tumble thiowhe following manner. Do a two-in-the-right
hand, one-in-the-left, tower pattern. Insert thgek finger and pinkie under the left-hand card aniehic
the Deck Flip with just one card. Throw the card straight up, amake it tumble twice. This is not an
unreasonable request for two reasons. First, yoe t@really whip the card up pretty hard to getbit
tumble at all, because the card has to tumble emvtly up and there is a lot of air friction. Seconih
ordinary cards, one flip isn't stable enough, amal is about all you can manage with such a ligheab
One-and-a-half flips will necessitate adjustmenbrmpto initiating a regular throw, because the caitd
land face-up.

The juggling two-in-one-hand, one-in-the-other @attlends itself to many other incredible flourishe
Initiate a finger spin in the left hand while jugg two in the right. Or do a finger twirl in theft hand
while juggling two in the right. Or, my favoriteyggling two cards in the right hand while shufflitige
rest off the deck in the left hand.

Numbers juggling with cards is a virtually unexgdrrealm. | have seen remarkable footage of a Russi
circus juggler (not the fast Russian dude mentidaéat) juggling five playing cards which he tears
half and throws to the audience to prove the retjulaf the cards. | am content with trying for tfeur
aces. | bet that no matter what card tricks youta®.only thing people will remember, if you canitjas
juggling the four aces.

When you master the next technigue, you can throacaasional brush into your juggling. This invave
hitting a card on the edge so it flies up as ibwm.
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Brushing

As | mentioned earlier, Ricky Jay suggests hitingeturning boomerancard with various parts of your
body in order to initiate an additional short flighf the card before the card is then caught indiek.
This is great if you can do it, but there are aptewf problems. First, it is much more difficutt hit or
kick a card coming toward you at an angle thas fbido so to a card traveling straight down. Secord
more importantly, it is difficult to do many sucees controlled hits or brushes with a card thrauhat
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a nearly horizontal angle. Even if you could manage or three successful strikes, you run out of
momentum and yet have no shortage of gravity. Thifesvcard straight up and you can do as many
brushes as your skill level will allow. An addedog of the vertical brush is that the audiencesesnthe
face of the spinning card at all times.

First, master basic brushing with a small roundtdeobject such as a butter-tub lid. Toss theupdwith
the right hand with clockwise spin and bat it bagkinto the air with repeated swats of the palmthef
hands. The hands move sharply to the left as $eldiunces off the hand. Always keep the discingtat
in the same direction. Now substitute a card fdisa (Figures 12-121 to 12-124). You will encourtteo
main difficulties. First, the card ain't round, whimeans you will be hitting either a corner, arsbad or

a long side of a card. To compensate for thisydiing the card off your hand as you strike it. iwill
feel a corner and then a short end, or a cornertlzend a long side, or a short end or side and ¢en
corner. Don't slow down the brush to feel thisingilhappen. It should happen extremely fast. Secand
card is really, really light and comparatively waide. Eventually, you should be able to have a leoap
reliable five or six brush sequences. What a latafk for an effect of short duration!

A heel or foot brush is pure knack. Learn the maith a round plastic coffee-can lid or butter-tudb |
Brush the lid with your hand, then let it fall alstdo the floor, only to be rescued by a foot brustvays

hit a card with the flat instep of your shoe, onth¢he leg at the knee for a heel brush or bottafrthe-
foot brush. This kind of hot-dog stuff is extremeigky. If you pull off a good foot brush, be dowéh it,
milk it and don't push your luck. If you miss, ybatter have the grace of your audience or a goog dr
line. Kind of related to brushing is another tecjug Jay mentions, that of striking a card balarmed
some part of the body. Just put a card on top af y@ad and whack it on the edge (the card, not you
head) with your right index finger. Or balance adcan your elbow, or knee, or whatever. If youkstri
the card cleanly, it will fly forward as if thrown.
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Ultra-Miscellany

Here are flourishes | did not describe and havedismussed in any of the other "Miscellany" sectidn
either don't like these flourishes, or think theg #awed in some significant way, or | just didndve
room.

Four-Card RolldownCards are wedged between the fingers of one hamal.rdlildown is a great coin
flourish, but difficult with poker-size cards. Inrautine of card productions (which should always b
done with bridge-size cards), the rolldown is guyitactical. The below-mentioned Mr. Popov does a
four-card rolldown in one hand while doing an inxgd cut in his other hand. | don't like the rolldow
with poker-size cards because the cards are bembtch.

Card Star.From empty hands appear five cards, a card sanddibletween each pair of fingers, the
hands pressed palm-to palm. Another coin flourigidpction move adaptable to cards. A staggering
production with cards, I've tried to adapt it adraight flourish, but what to do with the restloé deck?

Four Card DisplaysThere are a lot of these out there and many of trenguite niceCard Collegehas

a couple of decent ones. Basically these are wilgslding the four aces in one or both hands sbdha
four are artfully positioned. | did not describeydrecause they need to involve four specific cikasthe
aces in order to make sense, and this crosseghmvéine from a strict flourish. Ace production® aiso
very fun and spectator-pleasing, but obviously neiihe purview of this book. But what the hell, digra
freebie ace production/display: Four aces on botbdrdeck. Bottom slip-cut two aces so that half the
deck is face down in each hand and on the bottoeach half are two aces. Do Brtension Tri-Cut in
each hand with just the bottom card (an ace) caimgrithe packet to be extended. Extend the fingers,
cross the hands and hold the hands up, displagm@des to the audience. Most effective if the aces
plucked off but not extended preparatory to a spapstant extension and display. Try to make aklas

if the aces came from nowhere rather than delibbrand visibly pulling them from the bottom of the
halves.

Here's a good combo if you have available the prspgace upon which to do table spreads. Say you
have a close-up mat in front of you. Position e &rm palm-up and level in front of you, but bah&
right angle with the (palm-up) left hand pointirgthe right. Place half the deck on the right edfgythe
mat, and as you spread the other half on theded#iafm, use the left elbow to spread the half ertable.
The half on the table is spread from right to lef, is the half on the left arm. Turn the halvesrov
simultaneously, scoop up the tabled ribbon andhddie arm-spread.

The extremely talented Jeff McBride throws a casdzwontally for several feet and then catchesait @in

the back of his hand or on a fan held horizontallgen, by twisting his hand or the fan, he initate
another short horizontal flight of the card. My yproblem with this is that a horizontally-throward is
somewhat difficult for the audience to see, as s laying on the back of a hand or laying on a
horizontal fan. Close-up | guess this would be,foraf viewed from overhead.

Fast Russian guy. Someone showed me part of a Blidkramar tape where Ammar travels to Russia.
There was this Mr. Popov doing a bunch of flourssheally, really, really fast. Even in slow motitire
flourishes this guy did were done really, reallgtfd watched this snippet of video at least ftftyes, and
gleaned a couple of ideas. Popov did Rifle Cut on the short axis, and inspired thkash Toss and
Index Cut. And he certainly deserves credit for inventiveresd ambidexterity. But most of the stuff he
does is light-speed, low-amplitude weirdness tbhahé doesn't have near the impact of the flourighes
this book. For instance, he does a regular two-tshifti exposed, one-hand half cuts with one carthas
top packet, partial finger twirls, sidewaydelicopter Throw Cuts and exposed, aborted, split-fan
production moves. Toss in an extremely maskywer Fan, an extremely shot$pring and Waterfall,
and make sure you never move your hands away frpasigion about a foot in front of your sternum and
you, too, can emulate Mr. Popov, provided you dergthing really, really, really fast.



SELECTED BIBLIOGRAPHY

Here are some books to which | have referred intelxe and/or which provide information on playing
card flourishes. There are many other books whicavie never seen which also provide information on
playing card flourishes. Other books will certainylgt be written which contain more information on
playing card flourishes.

The title, date of publication and publishers awarf editions in my library. Many reprints, republions
and the like existAndrus, Jerry. Andrus Deals You I(Oregon, Star Magic Co., 1956)Kurious Kards
(Oregon, JA EnterprisesCasaubon, James, in Ross Bertram on Sleight of Har{®ntario, Magic
Limited, 1983).Cossari, Joe. Joe Cossari, King of Card&elf-published lecture notes, 197B)dson,

Goodlette. Exhibition Card FangConnersville, Indiana, The Haly Press, 1963).sfFopyright 1935).
Dunn, Bruce. The Single-Handed Card Cutt¢Kalamazoo, Michigan, self-published, 1965prdlli,

Victor. Farelli's Card Magic(Middlesex, Edward Bagshawe & Co., 193@panson, Lewis. A New Look
at Card Fans(Bideford, The Supreme Magic Co., Ltd., 1983). gFicopyright 1978). Expert
Manipulation of Playing CardéCroydon, Academy of Recorded Crafts, Arts and i8ms Ltd., 1948).

Routined Manipulations, Part Or{dlew York, Louis Tannen, Inc., 1950).

Dai Vernon's More Inner Secrets of CardMagRideford, The Supreme Magic Co., Ltd., 197Dhi
Vernon's Ultimate Secrets of Card MadiBideford, The Supreme Magic Co., Ltd., 1978)ibson,
Walter. The Complete lllustrated Book of Card Ma@itew York, Doubleday, 1969¥ibson, Walter.
Houdini's Fabulous MagiqPhiladelphia, Chilton Company, 1961Giobbi, Roberto. Card College
(Seattle, Hermetic Press, Inc., 1996aultier, Camille. Magic Without ApparatugBerkeley Heights,
New Jersey, Fleming Book Co., 1946pldston, Will. Tricks of the Masterd_ondon, George Routledge
& Sons., 1942)Hay, Henry. The Amateur Magician's Handbod@Bergenfield, New Jersey, Signet
Books, 1975)Hugard, Jean. Card Manipulations(New York, Dover Publications, Inc., 1973). (First
copyright 1934-1936).

-. More Card ManipulationgNew York, Dover Publications, Inc., 1974). (Fisipyright 1938-1941).
Hugard, Jean and Braue, Frederick. The Royal Road to Card Magijcondon, Faber and Faber, 1949).

— Expert Card TechniquéNew York, Dover Publications, Inc., 1974). (Fisbpyright 1940)ay,

Ricky. Cards as Weapon@dNew York, Darien House, Inc., 197Kenner, Chris and Liwag, Homer.

Out of Control(Kaufman and Greenberg, 19929ve, Edward G. Card Fan-tasieqLondon, Vernon
Lock, Ltd., 1964). (First Copyright 1948)urphy, T. G. Imagication (St. Louis, Murphy's Magic
Market, 1988).ePaul, Paul. The Card Magic ofLePaul(Brooklyn, D. Robbins & Co., Inc.,
1959)Searles, Lynn. The Card Expert(Colon, Michigan, Abbott Magic Manufacturing Co.96R).

(Firstcopyright 1938).

Tarr, Bill. Now You See It, Now You DofNtew York, Vintage Books, 1976).

The Second Now You See It, Now You bi@tv York, Vintage Books, 1978J.urner, Bill. How to Do
Tricks with CardgNew York, Macmillan Publishing Company, Inc., 198@First copyright a3 he Card
Wizardin 1949).

I recommend a few other resources as well. Dargleyclopedia of Card Sleightgideos are
indispensable, both for a few magic-related fldusand hundreds of useful sleights. Jeff McBridb&s
Art of Card Manipulationtapes are far and away the best of their kind. 3toauld also get anything by
Brian Tudor or Lee Asher. Finallfjjhe Chavez Studio Course of Magidull of interesting ideas.
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