LESSON 9
THE PRI NCI PLES OF CARD EFFECTS

Card tricks fill an inportant place in the realmof Mgic. These tricks are based
on sleight of hand and on mechani cal arrangenents.

Sl eight of hand is a great art. It involves very definite principles which nust be
practiced a great deal. | give you here the principles which formthe foundation
for the card effects depending on sleights. These principles are not difficult to
master, but they do require careful thought, study and practice. These principles
are the backbone of Magic, and once you master them you have a wonderf ul
foundation for building your card effects.

In Card Magic are also included the fancy sleights and flourishes that sone
Magi ci ans use. These really belong to the field of the juggler, however, not to
the magician. My aimis to teach you Magic which nystifies and not jugglery which
is merely a nechani cal acconplishnent gained fromyears of practice.

Practice these principles faithfully. You will be delighted to notice your

i nprovenent in performng each tinme you try. | list here the principles which you
nmust master to performthe effects given you in this | esson. The expl anati ons of

the working of the principles are enbodied in the explanations of the effects in

their proper places:

1 - The sinplified pass.

2 - The fal se shuffle.

3 - The double card lift.

4 - The slip change.

5 - The palmng of a card.

The nmechani cal arrangenents involved in the effects are:
1 - Production of selected card fromclosed card case.

2 - The slit corner envel ope.

3 - Doubling first card in fan

| hope you realize the inportance of this |lesson and the need for your absolutely
mastering it before you performany of the effects. You are not expected to be
able to do these card tricks with only a little practice. Sone of the effects in
earlier lessons required only a short tinme of study and you were able to perform
them wel |, but you nust put real study and practice into these effects. There are
many peopl e who know card tricks, but they do not know these which depend on
principles. And so if you train yourself to be a finished card perforner, you

pl ace yoursel f way above the ordinary amateur

* % * * *x %

THE RI SI NG CARD ESCAPE

Ri sing card tricks have been very popular in Magic. There are many net hods of
produci ng the effect, but nost of them are nechanical arrangenents. The nethod I
give you is inpronptu, so that you can performit wth an ordinary deck
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of cards at any tinme and in any place. In this nethod
you use sone sleight of hand and the very sinple
mechani cal arrangenent of closing the card case.

EFFECT:

Spectator draws a card from deck of playing cards and
shows it to audience. He replaces it in deck and
shuffles it in. Performer then places deck in cardboard
case and closes the flap down. Then he requests
spectator to tie case onto enpty right hand with a
handker chi ef . Upon magi ci an's command the sel ected card
rises fromthe deck, apparently through the case.

PARAPHERNAL I A:
1--A deck of playing cards.

In card Magic you will find the best cards to use are
Bi cycl e or Bee Cards. Sone nmgicians |ike Steanboat
cards. The favorite Steanboat pack is the one with the
red and bl ack |ined backs, which gives a brown effect.
Bl ue back cards are best, however, because the bl ue
color is |least detectable in sleights. A new deck is
preferable to an old one. Wien you borrow a deck,
however, you nust use what you get.

2--A borrowed handkerchi ef.
SECRET AND PATTER

To Perform Renbve cards from case and give to
spectator to shuffle.

"Pl ease, sir, take out any card you choose and gi ve ne
the rest of the deck."

Take cards from spectator.

"Renenber the card you have selected, and if you care
to, you may show it to a neighbor or two. Now return
vour card to the mddle of the deck."

. Cut deck into two equal portions. To do this, hold deck
win left hand, backs of cards up. Place thunb of right
hand at bottom edge of cards and first, second, and
third fingers at top of deck. It is then easy to lift
up the top half of deck. See Figure 1.

Have spectator place his card on the | ower half of
deck.

THE SI MPLI FI ED PASS:

Pl ace top half of deck which is in right hand on | ower
half which is in left hand. As you do so insert little
finger of left hand between the two hal ves of deck, as
in Figure 2.

The front part of deck is allowed to cone together in
an ordinary manner, but the back part is divided by the
little finger. Audience thinks two hal ves have been
brought together and selected card lost in center of
deck.
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Practice this nmuch carefully before the mrror until
you can do this naturally and insert your little
finger so that no one can notice it.

Figure 3 shows the position of your left hand now.
Your thunb is at the left of the pack, your first
finger is at the front end, your second and third
fingers are at the right, and your little finger is
at the back between the two sections of the deck.

Turn left hand toward right bringing thunmb end up.

Using little finger as a |lever, push top half of deck
out alittle and grasp it wth right hand. See Figure

Your object is to get the selected card to the top of
the deck. This card is nowthe top card on the | ower

section of the deck which you have divided by little
finger of left hand. To acconplish this you perform

THE SI MPLI FI ED PASS in this manner:

Wth right hand place top half in front of |ower half
of deck and shuffle cards toward front of deck, faces
of cards toward audi ence. See Figure 5. This nust be
all done with one novenent. Do not put the top pile
of cards down in front of the others and then start
shuffling. Do your shuffling right fromthe novenent
of the Pass.

This is called a FALSE SHUFFLE to keep sel ected card
at top of deck —explanation of this foll ows:

THE FALSE SHUFFLE

In this type of false shuffling the point is to
actually shuffle the cards but not to place any cards
over the top card. See Figure 6. Shuffle toward the
front of the deck.

If you do a riffle shuffle, riffle two hal ves of deck
into each other but BE SURE THAT YOU LET TOP CARD
FALL ON TOP WHEN THROUGH

You nmust learn to do this shuffle naturally.

Audi ence now believes that card was returned to
m ddl e of deck and its position lost by shuffling. To
prove card is lost in deck another ruse is used.

DOUBLE CARD LI FT:

Chosen card is at top of deck, but you are going to
prove that it is not there.

Hol d deck in left hand, backs of cards up. Wth right
thunb lift up ower left corner of "two" top cards,
as illustrated in Figure 7.
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Pick up the two top cards and show t hem as one. See
Figure 8. To the audience it |ooks |Iike you are hol ding
only one card. And that card is not the sel ected card.

"By the way, the top card did not happen to be your
card, did it? No? Then it has! been | ost sonewhere in
the pack in the shuffle."

After show ng card, return the two to the top of the
deck.

Pick up card case and show it enpty. You may give it to
spectator for exam nation

Pl ace deck in case with face of cards toward flap of
box, as illustrated in Figure 9.

Push down the two small side flaps of case, then bring
| arge flap over cards, and insert it apparently

encl osi ng whol e deck in the case. This is what you
really do. Place the tip of left index finger on top of
selected card and pull it back about an eighth of an
inch fromrest of pack. See Figure 10. This all ows
enough space into which to force the flap of card case.
Push flap down.

FiGa. 10

SELECTED
o CARD You now have chosen card between back of box and the
e flap. See Figure 11. As box and card are sane col or the
box can be thrown about rather carelessly and can be
shown hurriedly wthout fear of detection. The audi ence
wi || not suspect that you have not enclosed all of the
cards in the case.
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You may show case at cl ose range by hol ding thunb of
| eft hand over part where card shows. See Figure 12.
Show case freely to prove that cards are really
enclosed init.

"l should now like to borrow a handkerchief."

|
./ 'Fijjf Fitz. 12 Ask spectator who | ends handkerchief to roll it up rope
f ashi on.

"Pl ease roll the handkerchi ef rope fashion. Now wi ||
you please tie the deck of cards onto the palmof ny
ri ght hand?"




Show right hand freely, both sides, spreading fingers
wi de apart. Al so show both sides of case. Then pl ace
case on right palmw th part show ng selected card
agai nst the hand and toward tips of fingers, as in

Fi gure 13.
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"Tie it rather tight so that it will not slip."

Spectator ties handkerchi ef around case and hand,
knotting it at the back, as illustrated in Figure 14.

"Let ne convince you again that there are no cards in ny
hand or outside of the case."

Wth left hand Iift up edge of case, covering selected
card with first two fingers, to show audi ence that there
i s nothing between case and hand. Lift up | ower end of
case al so.

"Now, sir, will you please tell ne what card you

sel ected? The Jack of Spades? Thank you. (W will assune
here that the selected card was the Jack of Spades, but

any other card would do just as well.) WlIl, the Jack of
Spades is sonewhere in this card jail. You know he is a
slippery fellow. Wuld you mnd calling hin? Say, 'Here.
Jack, here, Jack. Cone here, Jack'"

When spectator calls, you place second finger of right
hand against card in case and push card slowy out of
case.

Push card out about three-quarters of an inch, then
release it and return finger to top of case and push
card up again a little way. Then repeat this notion. |f
it is done properly, card will appear to rise slowy out
of box. Keep the notion snoboth, not jerky and your
effect will be good. See Figure 15.

"Prison walls do not a prison make -- and out conmes the
Jack."

When the Jack has risen alnost entirely out of the box,
as in Figure 16, take it out with left hand and give it
to spectator or lay it on the table.

"This is your card, is it not? And the rest are still in
the deck and snugly tucked into the box."

Slip case from hand and renove handkerchi ef. Show case
on both sides. Open flap, renmove deck, and fan deck
(spread it out fanwise) to show cards freely. Return
borrowed handkerchi ef .

"The noral of which is -- it is a wise card that does
not sleep fifty-two in a bed."

*x * % % * *
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SEALED CARD MYSTERY
EFFECT:

Performer gives deck to spectator to shuffle

t horoughly and then to select a card. Spectator passes
the deck to two ot her spectators who in turn each

sel ect a card. Perforner does not touch pack during
sel ection of cards. Each spectator is asked to place
his card in a small envel ope and seal it in. Then each
seals small envelope into a | arger envel ope. Performner
di vi des deck into two sections. He shows top card on
each section. Then one of the envel opes is sel ected.
Spectator is asked to |ift off top card of each
section and it is found that they have changed and
that one of the cards shows the suit and the other the
nunber of the selected card. Envelope is torn open and
the prophesied card is found therein.

PARAPHERNAL | A:

1--Three smal|l opaque manill a envel opes, such as used
for church collections or pay envel opes —size: 2 1/2
X 4 1/ 2 inches.

2--Three standard size manilla envel opes —about 6 1/2

X 3 1/2 inches. See Figures 17 and 17A.

3--A deck of playing cards.

SECRET AND PATTER:

To Prepare: Take one of the small envel opes. Wth the
scissors cut off a very fine edge on the |ower right
side of envel ope —cut up about 1 1/4 inches from
bott om and about 3/4 inch along bottom See Figure 18.

On one of the |large envel opes put a pencil dot at the
upper |left corner and at the | ower right corner on
both sides. See Figure 19. This is done to enable you
to identify this envel ope at a glance from anong the
t hree envel opes.

To Perform Have envel opes on tabl e nearby. Take deck
of cards in hands and fan themto show that they are
ordi nary playing cards. Never say in words, "I have
here an ordi nary pack of playing cards."” Use the POAER
OF SUGCESTI ON by fanning cards.

"WII vyou, sir, please shuffle this pack of playing
cards. Shuffle themwell."

G ve deck to spectator to shuffle.
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"Now renove any card, look at it, but do not let ne see
it. Then pass the deck to soneone else."

Spectator selects card and passes deck to anot her nenber
of the audi ence.

"Take any card out and renenber it. Do not let nme see it.
Then vyou gi ve the deck to soneone el se, too."

Card is renoved and deck passed to a third spectator.

"In a like manner take out any card, renenber it, and do
not let ne see it. | will take the deck, if you please."

Third card is renoved by third spectator. You take deck
and place it in full view on table. Pick up an unprepared
smal | envel ope and hold in | eft hand.

"WI1l the person who drew the first card please place it
face down, so that | cannot see it, in this envel ope?"

Hol d envel ope toward spectator so that card can be
inserted, as in Figure 20. Wet flap and seal. Take a

| arge envel ope fromtable, open it, and drop snal

envel ope with card into it. Then you request spectator to
seal | arge envel ope.

"WI1l vou, please, seal the envelope and hold it for a
whi | e?"

Now pi ck up prepared small envelope. Hold slit corner
together with thunb and first finger of left hand. Hold
envel ope toward second spectator as you did the first
one.

"And will vou, please, place your card in this other
envel ope, face down so that | cannot see it?"

Second spectator inserts his card. Wth first or second
finger of your right hand, push card well against bottom
of envel ope. Wet flap of envelope and turn it toward

audi ence. As you seal down the flap with right hand, WTH
LEFT THUMB LI FT UP SLI T CORNER OF ENVELOPE AND LOOK AT
NUMBER AND SUI T OF CARD. See Figure 21

You can see at a glance what the card is inside of the
envel ope. Let us say it is the 5 of spades. Allow corner
flap to fall back in place. Audience is watching you seal
flap of envelope, and if you hold the envel ope tilted
upward, they will never suspect what you are doing, as

t hey cannot see rear of envel ope.

Take prepared | arge envel ope —the one with the dots in
the corners —fromtable.

"Again we wll seal the card and envelope in stil
anot her envel ope."
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You pl ace envel ope into |larger one and seal it
your sel f.

"And | will have the lady (or gentleman) here hold it."

G ve envel ope to spectator to hold. Take ot her snal
envel ope from pocket.

"W will have the |last card sealed into the envel ope
al so."

Card is placed in envel ope by spectator and flap of
envel ope i s seal ed.

"And then we will place it also in the | arger
envel ope. "

Smal | envelope is placed in third | arge envel ope and
flap of envel ope seal ed.

"Pl ease hold the envel ope."

Go back to table. Pick up deck of cards. Fan it open
slightly so that you can | ook through it hurriedly. You
must now | ocate two cards, one with the suit and the
other with the nunber of the card which you have in the
slit envel ope. W are assuming that the card in the
slit envelope is the 5 spot of Spades. Look through
deck quickly for a 5 spot of any suit and when you have
found it place index finger of right hand back of it.
See Figure 22.

Conti nue runni ng through cards until you cone to a
spade. Wen you do, lift it out with as little novenent
as possible and slip it in front of index finger of
right hand. This places the cards in the follow ng
order:

Lower section of deck held in left hand.
A spade card of any nunber
A 5 spot card of any suit.

Upper section of deck held in right hand.

HH“W Ri ght index finger is held between | ower and upper
I sections of deck.

Now di vi de pack into two portions, holding them about a
hal f inch fromeach other, as in Figure 23.

"@Quess that this is a full pack. Oh, well, it doesn't
matter."

Pl ace section of deck in right hand under that in |eft
hand and square up cards.

The spade card and the 5 spot are now on the top of the
pack. In Card Magic, the top of the pack is always the
side with backs of cards up and bottomis side with
faces of cards showi ng. Turn pack over and riffle
shuffle it -- giving it a FALSE SHUFFLE, so that two
top cards remain on top
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FIG 26

FIG. 27

FiG, 28

Now hol d pack in position shown in Figure 25.

THE SLI P CHANGE:

Keepi ng | ower edge of deck together, open up upper edge of
deck about in the mddle. Figure 26. Press hard with |left
fingers against top card of right-hand section of deck.

Lift out all of right-hand section of deck with the
exception of top card, Figure 27. Hold this card securely
with left fingers.

When you renove right-hand section of deck with right hand,
top card automatically falls against the cards in |eft hand
and so becones the top card of the left-hand half of deck
Fi gure 28-

This nmove in which a card on one section of a deck is

sli pped over onto the top of the other section is called
THE SLI P CHANGE- Practice this over and over again. Keep a
firmgrip on card to be slipped with left fingers. You nust
acquire ease and qui ckness in performng this nove. Al so
study the ANGLE OF VISIBILITY for the nove before your
mrror.

Pl ace the two sections of deck on table, faces of cards
down.

"Let us see what card is on top of this packet."

Take | eft-hand packet and do the DOUBLE CARD LIFT, lifting
the two top cards as one. Call out the card and repl ace.
The top card is really a spade, but the audience is not
aware of this.

"Queen of hearts." (O whatever the "second", card may be.)

Repl ace pack on table. Do the DOUBLE CARD LI FT on ot her
section of deck.

"The top card on the other packet is the ten of di anpbnds."

(O whatever the "second"” card in this half of the deck nmay
be.)
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Repl ace doubl e card on pile again.

"Do you believe in fortune-telling? Fortune-telling with cards? Wether you do or
not, | want to show you sonething peculiar about card prophecies. WII| soneone
take all three of the envel opes, please —those which ny good friends are hol di nq,

and m x themup well ?"

Soneone col l ects three envel opes and m xes them up.

"Now, spread themout and | will take one."

Reach over and take the one with the dots marked on it.

"I guess this one is as good as any. | wonder what card is init. | don't suppose
the Add N ck, hinself, knows. But that is where fortune-telling with cards cones
in. Onthe table we have two piles of cards. On the one is the Queen of Hearts, on

the other is the Ten of D anpbnds. W will ask the spirit of the great gypsy
fortune teller to cone down and tell us with these cards which card is in the
enevel ope. First, qgood gypsy, tell us the suit. Is it a heart, a spade, a club, or

a di anond? Hark, | hear foot prints of the spook."

Lift off top card on left-hand pile. It is the Spade card. Show it to the
audi ence.

"A Spade. Now tell us, kind spirit, what is the nunber on the card? Is it a deuce,

a six spot, a King —or what?"

Lift off 5 spot on right hand secti on.
"A 5 spot. Then the card in the envelope is the FIVE OF SPADES. Who selected the 5

of Spades? You, sir? Thank you."

Tear open | arge envel ope qui ckly. Renove smaller envel ope, carefully concealing
slit corner with fingers of left hand. Tear open flap end, then place forefinger
of right hand inside envel ope and rip open side and bottom allow ng card to cone
out. If you have a knife handy, you may slit side and bottom of envelope with it.
Thi s destroys the evidence of the slit corner.

Hold up card and show it so that all can see it.

"The 5 of Spades is correct. Please tear open the other envelopes and | wll
repl ace the cards in the pack."

Envel opes are torn open by spectators and cards given to perfornmer. Magician shows
themand calls themin order to convince audience that different cards were placed
i n each envel ope.

Pick up sections of deck fromtable, replace selected cards, and square up the
deck.

NOTE: When you call out cards, put vigor into your voice. Be sincere and
convincing in your manner. BE POSITIVE. Do not hesitate or stamrer or you wl|l

| ose your effect. Here again the PONER OF SUGGESTI ON applies. If you are positive
in your actions, you will convince your audi ence and put over your tricks.

(9- 10)



THE SLI'T CORNER ENVELOPE

The envelope with the slit corner may be used for
experinments in which you do card m nd-readi ng. You can
read any card placed in the envel ope very easily by
sinply raising the slit end of the envel ope.

You may try a M nd-Readi ng effect of this nature: Have
a selected card placed in the envel ope. Foll ow
directions given in preceding effect for sealing flap
of envel ope and at the sane tinme |ooking at the card.
Then hol d envel ope to forehead and nane the card init.
Then slit envel ope open as directed in preceding
effect, to destroy evidence, and show card.

In nmental effects of this kind, you nust use
SHOMWANSHI P to work effectively. For instance, in this
effect, do not sinply say, "The card in the envelope is
the Two of Di anonds.”

Wrk your patter up to sonething like this, "I get an
i npression —the card is a red one —it vibrates |like a
heart —No, it is a Dianond —the Two of D anonds. "

| give you this suggestion because | want you to start
wor ki ng up your own effects fromthe principles | have
taught you. You wll find it fascinating to originate
your experinments and your patter. Start nowto try to
do this.

* * * * *x *

A PSYCHOLOG CAL | MPGSSI BI LI TY
EFFECT:

Performer picks up a nunber of cards froma shuffled
deck, fans them out, and asks soneone to select a card.
Spectator who nakes the selection is asked to remenber
whi ch nunber fromthe end this card is. Perforner

cl oses up cards and places themon table. He then picks
up remai nder of pack and asks anot her spectator to
renmove any card but not to look at it. Magician places
this card in his pocket. First spectator then tells
what nunber fromthe end of first section of deck his
card was. Magician | ooks through this first pile and
finds that card is not there. He renoves the card which
was selected fromthe second pile fromhis pocket and
first spectator finds that this is the card which he
selected nmentally fromthe first pile.

PARAPHERNALI A:
1--A deck of playing cards.
SECRET AND PATTER:

To Perform Have deck of cards well shuffl ed.

Pick off about a third of the deck, as in Figure 24,
and place the rest of the deck in full view on the
tabl e.

Pl ace the third of the deck in | eft hand.
(9-11)



Wth right thumb [ift up lower left corner of TWO TOP
CARDS about an inch. Mywve the two cards over to the
right as ONE. Then fan the rest of the pack to the left
with left hand. It appears that you are showing all the
, cards in the pack to the audience, but in reality the

) last card in the fan is a double card (two cards
together.) Your |left side should be turned toward

audi ence. See Figure 29.

"l have here a nunber of cards spread fanwi se and |
want someone to think of a card and renenber the
position of it in the pack —that is, what nunber it is
fromthe top. For instance, starting fromthe end
(Perfornmer's right side), one, tw, three, four, five,
SiX, the sixth card is the Jack of Hearts. O, for

i nstance, you choose the seventh -- the Ten of d ubs.
Choose any card, but renenber the nunber it is fromthe
end. Have you thought of a card? Have you it well in
mnd, and its position fromthe end? All right. Then

W ll just square up these cards and lay themon the
table."

After spectator has thought of card, square up the
little pile and place it in full view on the table.
Then show both hands enpty, both sides, fingers w de
apart.

Because of the extra card behind the first one which
spectator saw, the card he selected is one card farther
fromthe end than he thinks. If spectator nentally
chose the sixth card, this card is really seventh from
the end, etc.

"Now, watch nme carefully. | pick up the other pile of
cards and ask you, sir to take themin your own hands
and take out any card you choose. However, do not | ook
at it, or showit to anyone."

Spect at or renoves card.

"Gve card to ne."

Spectator gives you card.

"And | will place it in ny pocket."

Hol ding card wth back to audi ence in your right hand,
place it in your right trousers' pocket.

"Now square up the pile of cards in your hand and pl ace
it on the table. W are now ready for the nental
mracle or what psycholoqgists say is an inpossibility.
It is the psychol ogists' dream”

Point to cards at right, fromwhich spectator nentally
sel ected a card.

"Now if | were to tell you that the card you thought of
in this pile of cards is the one that was selected from
this other pile and the one that | placed in ny pocket
-- you would think this is a pretty good trick

woul dn't you? And | assure you, too, that there are no
two cards alike in the deck. Let nme prove to you that
what | say is true."

Pick up cards at right and hold in |l eft hand, BACKS OF
CARDS UP
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"By the way, what nunber fromthe end was your card?"

Spectator tells you —for instance, Five.

"The fifth card -- let us see."

Count cards, backs up, slowy and distinctly one at a

time into the spectator's hand. Wen you have counted

off five cards, the sixth and selected card is now the
top card

Bring right hand back to pack and with thunbs of both
hands slide the top card, which is the sel ected card,
about three-eighths of an inch to the right. Lift up

| ower right edge of this card far enough to get first
joint of little finger of left hand between it and rest
of pack. Square up all the cards, leaving little finger
under the top card. See Figure 30.

DO TH S W THOUT LOCKI NG AT CARDS. YOU MUST LOOK AT
SPECTATORS AND USE M SDI RECTI ON WHI LE DA NG TH S MOVE.

"If you thought of the fifth card, then it nust be the
one you have there in your hand. Look at it and see."

Poi nt at spectator's hand with your right hand. As he
| ooks at card, you bring your RI GHT hand over to the
deck in your left hand. Raise top card with little
finger of left hand and propel it into right palm See
Fi gure 31

PALM NG OF A CARD:

Curl fingers of right hand slightly over card. This
wll hold card in right palm as in Figure 32.

Proficiency in palmng a card is essential to your
success in Magic. Practice it. You nust keep back of
hand to audi ence and keep card screened fromview, as
in Figure 33. Renenber NATURALNESS of the hand and
ANGLES OF VI SI BI LITY.

"I's that your card?"

You refer, of course, to the fifth card, which he has
in his hand.

"No? Then, what was vyour card?"

Spectator calls out the selected card, say the Queen of
D anonds. You repeat,

"The Queen of D anpnds."

Wth card palned in right hand reach suddenly into
right trousers' pocket where you placed second sel ected
card.
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Now renove the Queen of Dianonds from your pocket. This is, of course, the card
whi ch you just palnmed in your right hand and placed in your pocket. The other card
remai ns there.

Use showmanship in producing the Queen from your pocket. Bring out the top edge
and slowy turn it around so that audience can see it. Put an el enent of suspense
into the producing of the card.

"Then | was right after all. You see the card you thought of in one pack was the
one you selected fromthe other pack and which | placed in ny pocket."

Di spose of card still in pocket by placing whol e deck in pocket and then bringing
it out again with card or by palmng card and bringing it out and placing with
rest of deck, or leave it there if not in the way until an opportunity cones of
secretly renmoving it. Do not be in a hurry to get card out of pocket.

L s Ch e

TARBELL SYSTEM | NCORPORATED, Chi cago.
* * * * % *
LESSON 10

You have reached a certain goal by this time in your study of the Profession of
Magic. | know you have been performng informally with the effects which | have
gi ven you al ready, but now you are ready to give a real performnce.

Lesson 10 is a wonderful lesson. It teaches you:

1 -- SHOMWANSH P - -

Details involved in the proper presentation of a program

2 -- HOW TO ARRANGE SEVERAL PROGRAMS - -

Prograns to suit you, to suit the audience and to suit the occasion.

3 -- Howto present a conplete programor show wi th what you have so far | earned.

(9-14)



