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BASIC CARD CONTROL AND FORCING

Standard Overhand Shuffle

In the genuine Overhand Shuffle, your right hand holds the deck and makes an up
and down motion as the thumb of the other left hand draws off clumps of cards.
These cards are then allowed to tilt backward against the waiting fingers - making
room for the next cluster. In the course of a genuine shuffle, this action is usually
repeated three or four times. A series of real overhand shuffles will actually mix

the cards quite well.

Figure 1 Overhand Shuffle Control
As convincing and innocent as this shuffle may appear to the onlooker, the
Overhand Shuffle is one of a magician’s best friends. The reason, of course, is
that it readily lends itself to the control of one or more playing cards for discovery

later.

In most all cases, the card or cards you wish to control will start out on the top
of the deck. How they get there will depend upon the effect you are performing.
If you are having a card selected and returned to the deck, you’ll need to first
bring the chosen card to the top using the pass or Double Undercut technique

covered later in this publication.
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BASIC CARD CONTROL AND FORCING

Controlling a Card to the Bottom

Let’'s assume you’ve double undercut a selected card to the top of the pack. To
shuffle it to the bottom of the deck, you simply draw off only the top card first,
see Figure 1. This card is allowed to fall back against your waiting fingers and
of the rest of the cards are shuffled on top of it as with a Standard Overhand

Shuffle, see Figure 2.

Retaining a Card on the Bottom

Figure 2 Once there, you'll often want to keep the card on the bottom of the deck while
shuffling. As you lower the deck to draw of the first clump, grip the card on the
bottom of the deck with your fingers - drawing it off along with the first cluster of
cards from the front. Again follow with the Standard technique for the completion
of the shuffle. This keeps the selected card right where you want it, while it

appears you are thoroughly mixing the pack.

Controlling a Card to the Second

from the Bottom Position

With a selected card positioned second from the bottom, you can show a specta-
tor that their card isn’t on the top or bottom of the deck. The inference being, of
course, it's hopelessly lost. This position also sets you up for the Glide or will help
you bring the card back up to the second from the top spot with another false
shuffle. To bring a card second to the bottom, you simply draw off the front and
back card simultaneously as shown in Figure 3. Then, continue the shuffle using

the Standard technique.

Figure 3
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BASIC CARD CONTROL AND FORCING

Controlling a Card from

the Bottom to the Top

To bring a card from the bottom to the top, you actually start off with a Standard
Overhand Shuffle for the first few clumps of cards. As you near the end, “milk” the
cards one at a time with your thumb instead of pulling them off in clumps. All of
the cards, down to the last one (the selected card), are pulled off in this manner.
This same method is used to automatically bring a card that is second from the

bottom to a second from the top position.

Retaining the Top Stock

If you’re working with a pre-arranged stock of cards and want to keep them intact,
lower the deck as if to draw off the first clump, however injog (offset) the first card
toward you with the thumb of your other hand. Leave the top stock and injogged
card in your hand and shuffle off the balance of the bottom of the deck on top

of them. The protruding card marks the spot where the stacked deck begins. To
“correct” the deck, hold it in the left hand dealers’ grip and push down with your
right thumb as you slide the card back into the deck. This will create a small break
which you can hold with your left little finger, see Figure 4. At this point you can

cut or double undercut (a smaller stock) back to the top.

Figure 4
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Double Undercut

In recent years, the Double Undercut has been gaining popularity in the magic
community as an alternative to the “pass” for bringing a selected card to the top
of the deck. For centuries, the pass, or shift as it was also known, was used
almost exclusively for this purpose. The problem has always been, however, that
the pass is difficult to master and even harder to execute without detection. The

Double Undercut on the other hand is subtle and easy to do.

Figure 5 Start with the deck in the left hand dealers’ grip. Lift off about half the deck with
your right hand to allow someone to return their card to the middle of the deck.
Place the right hand half on top of the cards in your left hand. As you do this,

obtain a left little finger break as shown in Figure 4.

Now pick up the deck from above with your right hand. Keep the break between
the two halves with your right thumb. With your right thumb, release about half the
cards below the break (about a quarter of the deck) into your waiting left hand.
Refer to Figure 5. Place these on top of the deck with your left hand. Bring your
left hand back underneath and release the rest of the cards below the break. Put

these on top of the deck as well. The selected card is now on top.
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The Riffle Force
The cleanest riffle force method uses a “corner short card.” To make your own,
take a pair of regular fingernail clippers and snip off the upper right corner (with the

card face down). Place the force card on the bottom of the deck with the short card

underneath. Undercut about a third of the deck from the bottom and place it on
Figure 6 top. This places the force card and short card about two-thirds up when riffling
from the bottom. To force a card, grip the deck in one hand and riffle the upper
right corner with the index finger of the other hand (from the bottom upwards). See
Figure 6. Ask a spectator to say “stop.” Again, as with the last force, you must time
it so you stop at the short card. You'll feel it snap slightly when you reach it. This
will expose the force card, which is the next card (just above the short card). Have

the spectator look at their card and close the deck.

What if you pass the short card before the spectator stops you? This will happen
from time to time. If it does, just quickly riffle the remaining cards so the spectator
does not have an opportunity to stop you and start riffling from the bottom again.
On the second time around, say something like, “Feel free to stop me sometime

today!” The person will be quicker to stop you the next time.

© Copyright 2001 TRICKSHOP.COM INC. All rights reserved.



BASIC CARD CONTROL AND FORCING

Classic Force

This is the standard sleight of hand way to force a playing card. It is well worth the
effort required to master it. Here is an easy to use technique. Start with the card to
be forced on the bottom of the deck. Undercut about half of the deck, bringing the
force card to the middle of the pack. Offset or “step” this portion of the deck slightly
to the right, as shown in Figure 7. Two or three of the fingers of your left hand,

which holds the deck in the dealer’s grip, should be touching the force card. This

lets you keep track of the force card. Begin spreading the cards to the right and
Figure 7 ask the spectator to take one. See Figure 8. You must increase or decrease the
speed at which you spread the cards, so the force card is the last card exposed
when the spectator reaches for the card. The force card is exposed a little more
than the others to make it easier to take, as shown in Figure 9. Remember, timing
is everything. One subtlety which has proven effective is to look away as the
spectator goes to take a card. As you do so, say “just take one, but don’t let me

see it.”

Figure 8

Figure 9
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LOOKING FOR CARD MAGIC?

TRICKSHOP.COM CURRENTLY PUBLISHES OVER 200 CARD MAGIC BOOKS
IN PDF FORMAT AND WE’RE ADDING MORE TITLES REGULARLY!

10 Gravatt Card Tricks

12 Brand New Tricks (Joseph)

15 Exciting Minutes with a Borrowed Deck (Joseph)
15 Subtle Card Problems (Judah)

25 Methods for Switching Decks (Grant)
25 Rising Card Tricks (Grant)

3 Card Monte for Magicians

50 Card Tricks (Steele)

50 Modern Card Tricks (Gravatt)

50 More Modern Card Tricks (Gravatt)
A Lesson in Card Magic (Shepherd)
Aces High (Bey)

Action with Cards (Wiersbe)

Advanced Card Magic (Albright)

Albaka (Baker)

Amazing Card Miracles (Mahendra)
And a Pack of Cards (Merlin)
Apocalypsis (Potts)

At The Table (Elias)

Band-It Card (Fetsch)

Beats All Poker Deal (Robson)

Billet Switching Card

Blue Ribbon Card Tricks

Brilliant Card Magic (Grant)

By Mind Alone (Joseph)

Cabinet of Card Miracles (Annemann)
Card Control (Buckley)

Card Fan Productions (Marlo)

Card Magic by Manipulation (Ganson)
Card Man Stuff (Leech)

Card Party (Rutledge & Thompson)
Card System Deluxe (Smith)

Card Thru Window

Card to Pocket Remix

Card Tricks That Are Easy to Learn and Do (Steele)
Cardially Yours (Baker)

Cardmanship (Leech)

CardSource Card Index System

Clarke The Senator Crandall Packet
Classical Foursome Card Magic (Marlo/D’Amico)
Clever Card Tricks (Maxwell)

Collected Card Mysteries (Lu-Brent)
Collins Card Conceits

Color Changing Deck (Curry)

Color Scheme (Weigle )

Comedy a la Card (Fox)

Controlled Coincidence (Farelli)
Counterfeit Card Miracles Plus (Grant)
Deceptions with a Short Card (Casaubon)
Deceptive Card Forces

Deck Deception (Marlo)

Deck in Hand (Rothbart)

Don’t Look Now (Leech)

Double Cross (Jordan)

Dumbfounders with Cards (Joseph)
Eleven Card Trick (Victor)

Eliminators (Grant)

Encyclopedia of Card Tricks (Hugard)
Entertaining Mr. Henderson (Potts)
Esoterica (Potts)

Eye-Openers (Hull)

Fantastric (Hummer)

Final Selection (Gravatt)

Fingertip Control (Marlo)

Flight Three (Weber)

For Card Men Only (Leech)

Full Deck of Impromptu Card Tricks (Annemann)
Further Adventures of the Seven in One Card Routine
Future Reverse (Marlo)

Ghostly Seconds (Boyar)

Greater Card Tricks (Joseph)
Half-a-Dozen Hummers

Handbook of Card Sleights (Leech)
Handbook of Telephone Telepathy (Forman)

Heart Throb Card Trick (Joseph)

Higher Mentality (Bobo)

Hit the Deck

Hobson’s Choice (Potts)

Homing Card

How Gamblers Win (Joseph)

How'd Ja Do That? (Proskauer)

Hummer’s Great Discovery

DIY Card Gimmicks

Impossible (Joseph)

Impossible Card Divination (McComb)
Impromptu Card Routine (Fetsch)
Ingenious (Yates)

Interlocked Card Production (Palhinho)
Interpolation (Potts)

Irv’s Triple Transposition (Weiner)

Jack’s Pack (Yates)

Jasonism and Astral Sense (Joseph)

Kaps on Cards w/ Video Access
Kard-U-Reka Card (Grant)

Kardyro’s Kard Konjuring

Key Card Chicanery

Key Card Chicanery 2

Knave - Improved Three Jack Deal
Line-Up (VYates)

Little Miracles (Vosburgh)

Little Stranger (Hummer)

Lucky Aces (Searles)

Marlo in Spades

Marlo Meets His Match

Master Speller (Farelli)

Master Subtleties with Cards (Annemann)
Mathematical 3-Card Monte (Hummer)
Mental Cases with Cards (Wiersbe)
Mental Magic with Cards (Hugard)
Methods for Miracles - Wandering Card (Brown)
Mind Under Matter (Christopher)
Miniature Card Magic (Fetsch)

Miracle Card Change (Faber)

Miracle Card Changes (Marlo)

Miracle Methods - Miracle Shuffles and Tricks (Hugard)
Miracle Methods - Stripper Deck (Hugard )
Miracle Methods - Tricks and Sleights (Hugard)
Miracle Methods with Prepared Cards and Accessories
Miracles of Card Magic (Annemann)
Modernism in Pasteboard (Hull)

More Dumbfounders with Cards (Joseph)
More Eye-Openers (Hull)

More L. W. Card Mysteries

More Than a Trick (Vosburgh)

My Best Card Trick (Baron)

Off the Top (Marlo)

On the Count of Three (Hudson)

Open Prediction - Six Solutions

Osborne Poker Demonstration

Outs Precautions and Challenges (Hopkins)
Parallaxis (Potts)

Pascal’s Other Wager (Potts)

Pasteboard Presto (Marlo)

Paul Fox Miracle Gimmick

Paul Rosini Magical Gems

Peek-at-a-Card (Joseph)

Perfect Princess (Koran)

Phantini’s Any Card at Any Number ACAAN
Predicted Card in Wallet (Yates)

Pro Marked Bicycle Deck System
Quadruplicate (Joseph)

Red and Black (Joseph)

Red Hot Mama

Rogue Card Rise

Rough Smooth Possibilities (Chuan)
Rough Stuff (Berg)

Routined Discoveries (Marlo)

Royal Road to Card Magic (Hugard)

Russian Roulette (Yates)

S6 - Si Stebbins Card Tricks

Sam the Bellhop

Same Both Sides (Jones)

Scalbert’s Mystery of the 7th Card
Seeking Parity (Hummer)
Self-Working Card Miracles (Marlo)
Sensational Card Tricks (De Seive)
Show Stoppers with Cards (Hugard)

Si Stebbins Legacy

Si Stebbins Unplugged

Side Steal (Marlo)

Six More Hummers

Sixteen Card Index Gems (Andrews)
Sleight Intended (Thompson)

STOP! Collected Stop Trick Methods
Straddlevarious (Potts)

Stuthard’s Svengali Deck Subtleties
Sum It Up (Hudson)

Superior Perception (Hardell)
Super-Psychic Mental Effects (Albright)
Supreme Mental Discernment (Hull)
Taj Mahal Mystery (Joseph)

Telephone Telepathy

Test Match (Lowe)

T-Formation - Master Key to Card Control (Thompson)
The Blind Magician Does a Trick (Joseph)
The Buddha Whispers (Ovette)

The Canar Poker Deal

The Card Detective Perfect Poker Deal (MacDougall)
The Card Expert (Searles)

The Chinese Prediction

The Clever and Thompson Manuscripts 1 -5
The Expert at the Card Table (Erdnase)
The Gambler’s Exposé Act (Grant)

The Gambler’s Paradise (Ovette)

The Invisible Influence (Joseph)

The Invisible Pass (Braue)

The Joseph Trilogy

The L. W. Card Mysteries

The Last Word on Cards (Steele)

The Legend of Poker Alice (Potts)

The Living End (Thompson)

The Magic Seven (Marlo)

The Magic Spell (Fetsch)

The Magician’s Dream (Walsh)

The McMillen Card Rise

The New Standard Impression Card Case
The Nikola Card System

The Other Man’s Game (Brush)

The Phantom of the Card Table (Scott)
The Power of Thought (Curry)

The Real Svengali Pitch

The Real World - Out of This World
The Routine Supreme (Kardyro)

The Testament of Ralph W. Hull

The Zenner Effect (Britland)

Think of a Card (Curry)

Think-a-Card (Scarne)

Thotography (Hummer)

Three More Hummers

TK Card Change Supreme (Kardyro)
Tricks with a Short Card (Grant)

Tricks with Daub (Marlo)

Tricks with Double Back Cards
Ultimate Aces

Ultimate Koran Prediction Deck
Ultimate Mind Reader’s Dream (Hummer)
Vernon Twenty Dollar Manuscript
Vocalepathy (Baker)

Vlynn Boyar Lecture Notes

What Next! (Tucker)

Winners All (Eastman)

Your Deck - Your Card (Kardyro)
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