omplled by

Wlth an introduction by:
Robert W. Pike, CSP

America’s premier Train-the- Tramer practitioner

57 tricks and teasers guaranteed to add magic to your presentations!
Many require no props, or use commonly found objects. Others can
be easily made or purchased in kit form from the pubhsher Your train-
ing applications are as unlimited as your imagination! This product is
endorsed by Creative Training Techniques®

Published by




’21{;1(3 @' RANERS 11

57 More Tricks and Teasers Guaranteed
to Add Magic to Your Presentations!

D Compiled by

With an Introduction by:

Robert W. Pike, CSP

Published by

Re

Resources for Organizations, Inc.
Copyright 1993, Resoutrces for Otganizations, Inc. All rights reserved.




TRk @ [ RANERS T8

TABLE OF CONTENTS

Page

AN INTRODUCTION BY ROBERT PIKE.....cccvevviueccecncnnces esEan Ees 1
CONTENT QUTLINE s onavaosnsonsnnsassssssessossoneanssnannnsssseeres 5
SECTION ONE: TRICKS WITH SPECIALPROPS .....cocvvvevvencnnnnes 25
Spots Before Your Eyes! ......ccoviiiiniiiiiininnnnnnnn, 27

Which Way Did It GO?. ... vvviiiiiii i ienineeennnns 31

Read the BoOK! ....ivviiiiiiiiiiiiiiiiii i iiiieinnnnnn, 35

HOt STUE! « oo i it onnensooss smass o e bonsie ae oo sins e 37

The MIBSINE PICCET wc + < 5us a6 wim s 5 ws 0505 5.6 58 &5 584 58 3% 68644 39

) 03431 L8 ke 8 0 0 0G0 0 D R O BRI AR B B LG B G O G do Gt 43

Electronic Review Board ...........covviiiiinineennnnnn., 45

Jumbo Four Card Monte........oovevviinieeiinnneennnns 51

Short Changed!.........covviiiiiiiiiiiiiiiiiiiiennnnnn. 55

Coincidentally! ........oittetiiiiiiiiiiirneeirenennnnns 61

SECTION TWO: PROPLESS MAGIC FOR TRAINERS ....ccvvveeeencanns 65
SCISSOrS RACE. .ot ivi ittt ittt ettt ettt ennnnnes 67
Hats...Hats...Hats! ..........oooiiiiiiiiiiiiii .., 69

The Tissue Trick .....cvvviiiiiiiiiiiiiiiiiiiinnennns. 75

BUSOAT 55 5 0514 554 06 555 25 sme mm o0n w100 ma i stwin s =2 s nn s 79

Moneyto Wear. .....oooveiiiinenennrinennenneneennennss 81

Double EXDOSUTE .« o i . cssvaosiniseisissasaerennasosasons 83

2 - T3 o e 85

StepRIght UpI! ..ot ci e 87

StepRIght UpIIl.....covviii e 25

Divideand Decidel..........covitiiiiiiiiiiiinnnnnn.. 97

SECTION THREE: TEACH THEM A TRICK. ...ccvteeereerennecencecnnnons 101
Invisible Ball TricK. ....oovvvriiiiiiii i i i e 103

Rainbow Wheel ...........cooiiiiiiiiiiii i, 105

Challenge Vanish ............coooiiiiiiiiiiiiiiinnnn.., 107

Overhead! ... .ccv.iciiaiiniiisionnoneneesnnnssneseossssss 109

ALittle Help From My Friends ................c0ovvvnnnn 111

Genlus Test .. oviii ittt it e it e 113

(continued) E




g;‘clfs @TRA‘NE RS 1 TABLE OF CONTENTS

Page

Counting Sheep........oovviiiiiiiiiiiiiiiiiiiineiennns 115
Winl Win! ... e e 117
Psychic Content REVIEW . .....oovviiitiviineiniinneennnns 119
Followthe Leader ......oovviieviiiviniinnnrnnneennneenns 123
05 - o B 5 - o 125
A e ¢ T 129
SECTION FOUR: EARLY BIRD FUN ...ouvvuiieeeeencnecnecnrocssonsonss 131
EXerciSe #1 ..ottt ittt it e, 135
EEXETCISE T2 . o v v w6 v 0 aa s sisisioos s s w568 80800 enone 137
ExXercise #3 .. i itiiiiiintiintinteennenennneennns 141
EXercise #4 ... v ittt iintiineeneeennennnnneennns 145
05 (0 6 I . 147
ECXETCISE #6 . oo siviv v a0 66055 s5sansesmensosasssnos 149

SECTION FIVE: BRAINTWISTERS ...vcvveeeesnncccssscsnsocacees 153

Braintwister #1......000itiiitineinnrrnnnneennns 155
Bralntwister #2. ... 0 itiiit i innirinnrennnneennns 157
Braintwister #3. ... 0 0tiiitiini ittt 159
Braintwister #4. ... 000ttt ii it eennns 161
Braintwister #5. ... .00 00ttt it 165
Braintwister #6.......0000iiitiiiiniiiiiniennennns 167
Braintwister #7. ...ttt it einnnneeennns 169
Braintwister #8......00tiiiiiiiii it 171

SECTIONSIX: BONusSECTIONo....-o.....--.-..-.-..-oo-o-o 173

Phone Number Reading ..............covvvvvnnn... 175
Phone BoOK ThIOW ..ot vvviiiiininnenenennrnnnnnns 177
The Shirt Off My Back. oot viviiniiiiiiienneennnns 179
UDTAVEIOE v o v nmwnnnsoenssssass ossioansanyenenss 181
Prizes! Prizes! Prizes! ...........c0iviiivinvennnnnn. 183
A FINAL TRICK WITH TRICKS 4 TRAINERS Il ..ovvvuvnenenerenenennanes 185
ADDENDUM: Biography of the Author .............................. 187
Biography of the Publisher........................... 188

Companies Dedicated to Trainer's Needs............ 189



’:TB‘GKS@TBA‘NERS‘X An Introduction

by Robert W. Pike, CSP

So why would we publish a second book of tricks for
trainers?

There’s an answer beyond the obvious—which is that
the first book has been highly successful. This is the
foundation concept of Creative Training Techniques®
and magic can be a part of that. Magic captures the
attention, fires up the imagination, and involves
people. Have you ever said, “How did s/he do that?”

But the magic is the medium, the application and the
learning point that comes along with it is the real
message. And that’s the real reason for this book—to
give you the medium and let you supply the message
or application.

For example, I use the magic coloring book in a num-
ber of seminars. The concept of the coloring book is
simple: At first the pages are all blank, next they have
outlines as any coloring book would have, then the
outlines are fully colored, and finally the pages are all
blank. The audience is astonished. The trick itself is
fun, but it's the story that gives the application and
that makes the point.

Let me illustrate. In Creative Training Techniques®

I might close using the magic coloring book this way:
designing and delivering a training program is a lot
like a coloring book for your children or a niece or
nephew. You want the coloring book to be personal,
so you don'’t buy it, you make it. You take a colorful
cover and staple it to a bunch of blank pages (Here
you hold up the coloring book, show the cover, and
riffle the pages to show the blank pages). Then you
start to think about what subjects they would get
excited about that would really pique their interest
—it might be planes or trains, cowboys or astronauts,
mountains, oceans, the zoo, or the circus. When you

Copyright 1993, Resources For Organizations, Inc. All rights reserved. Tricks for Trainers Il 1



decide on the topics you start tracing outlines on the
blank pages (Riffle the pages to show the outlines).

You do the same thing with a training program. You do
a needs assessment to find out the skills and knowl-
edge that would really pay off for the participants. You
design the handouts, instructor materials, activities,
and visual aids with that knowledge and those skills in
mind. Yet at this point all we have is a training
program—or a coloring book to color—neither means
a thing until people are involved.

Now, there are three colors that computer monitors
use to generate all the colors we see on a screen—red,
green, and blue. I want you to get one of those colors in
mind, imagine one of them in your fist, and when I
count to three, yell out your choice and at the same
time throw the imaginary color from your fist to the
coloring book. (I hold the coloring book up.) If you yell
loud enough we only do this once. (Generally there’s
laughter.) Ready, one...two...three. (Everybody yells
their color and throws it at the book.) I then riffle the
pages and they see all the color. Then I say, “You see it
takes your energy, participation, and enthusiasm to
make the coloring book really come to life. And you
know without your energy, enthusiasm, and participa-
tion we have nothing at all.” (I riffle the pages to show
that they are blank again.) So, remember when it
comes to training, you are the magic!

The story is important, because it is the story that
helps apply the magic trick which they are involved in
to some practical application—and the application is
the key. In some cases in this book we supply you with
an application. In other words, it’s up to you. In future
editions of this book we would like to supply applica-
tions that have worked for you with the various tricks.
So write to me, tell me how you've used it, along with
the story that you've used. And maybe, you'll see your
story and name in the next edition!

!““R‘CKS @TBA‘NERS“ An Introduction (continued)
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,““B‘GKS @‘“BA‘NERS“ An Introduction (continued)

How do I come up with stories? I start by practicing
the trick without a story at all. My first goal is to mas-
ter the steps so that I can perform the trick flawlessly
without having to think about the steps. I also spend
time practicing in front of the mirror or practicing
with a video camera recording so that I can play it
back and look at it from the audience’s perspective.
Along the way I start thinking about what each part of
the trick might mean. I don’t try to force it. I just
think about it for a bit, then let my subconscious
work on it. By the time I've mastered the trick, the
story and application have taken shape.

Remember the story and application are as important
as the trick. In training, we use magic to make a
point—not simply to have fun, entertain, etc!

Some tricks you'll master quite easily—others will
take more time, but it won’t be long before you have
half a dozen tricks you can use in various places.
Here are a few other guidelines:

1.  Use the tricks sparingly and consider spacing
them out. Don't let training get lost in the
entertainment.

2. Never perform a trick more than once. Most
tricks are so simple that if the audience gets
into a mode of trying to figure every one out
they won't be listening to your story or applica-
tion at all!

3. Unless you are teaching an audience to do a
trick, never reveal how it is done. The only rea-
son for explaining how a trick is performed is
to teach the person to perform it. No one
appreciates having someone ruin a trick for an
entire group by explaining it! Don't take away
the wonder!

Copyright 1993, Resources For Organizations, Inc. All rights reserved. Tricks for Trainers Il 3



"TB‘GKS @‘“RA‘NEBS“ An Introduction (continued)

This book can be used in several ways:

1. You can choose to go through it from cover to
cover—to familiarize yourself with everything
that's available. Then go back and learn the
tricks you feel have application.

2. You can start with tricks that you feel are easiest
for you. That may be tricks with foolproof props
like the magic coloring book, or the boomerangs,
or tricks that require no props at all.

The most important thing to do, though, is to start
somewhere. If at first a trick doesn’t work the way
you'd like, set it aside and come back to it a little

later. All of the tricks in this book were designed to be
as easy to master as possible for enthusiastic ama-
teurs! So get ready to add a new dimension to your
presentations—with Tricks for Trainers—magic with a
message.

4 Tricks for Trainers Il Copyright 1993, Resources For Organizations, Inc. All rights reserved.
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TRICKS FOR TRAINERS, VOL. Il

Content Outline

Section One—TRICKS WITH SPECIAL PROPS

This section contains TEN different magic tricks.
Each magic trick is carefully selected to insure an adaptability to a
wide range of topics.

SPOTS BEFORE YOUR EYES!

This great card trick is ideal for emphasizing the role
of assumptions in leading us away from success. First
there is one spot on the card, then two, then three and
finally four! The application is easy and the card
opens to reveal a customized message written on a
reusable writing surface. A template is also included
with the book for making your own prop!

WHICH WAY DID IT GO?

This routine helps introduce a presentation involving
a search for key factors in any subject. The plaque is
designed with a reusable writing surface so that it can
be customized to the presentation. First the arrow
points one way and then another. . . finally the plaque
opens up to reveal the true focus of the presentation.
A template is included with the book for making your
own professional looking prop!

READ THE BOOK!

The trainer flips through a book appropriately titled
to the content. The class can see that the book con-
tains a different word on each page. A person is asked
to select a page and concentrate on that word.
Suddenly, that word is the only word to be found on
any page. Each page in the book has that word on it!
Great for introducing a specific topic!

Copyright 1993, Resources For Organizations, Inc. All rights reserved. Tricks for Trainers Il 5
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HOT STUFF!

The importance of mental attitude is underscored in
this unbelievable demonstration. A small piece of tin
foil is placed on each of the upturned palms of a vol-
unteer. While the trainee concentrates on one piece of
tin foil getting cold and one getting hot. . . suddenly,
she screams and must drop the one piece of tin foil
because it becomes too hot to handle! Nevertheless,
when the piece is retrieved from the floor. . . it isn't
hot at all! It must have all been in her mind!

THE MISSING PIECE!

A person from the training class is called to the overhead
projector where a puzzle rests on the projection glass.
Each person in the class will be able to watch this
demonstration! Using the four pieces, the trainee is
asked to assemble a giant dollar bill face down. No
problem! It goes together easily! Now the pieces are
turned face up and the trainee tries again. Now a
piece is missing! How can it be? A piece is missing
right out of the center of the bill! The trainer gives
the person the missing piece from her pocket. The
overhead shows that the missing piece contains a
word describing the topic of the training! The miss-
ing piece has been found!

FRAMED!

An empty picture frame sits in the front of the class. The
frame is covered with a cloth. Throughout the course of
the class, the trainer keeps lifting the cloth to see if any-
thing has appeared in the frame. Nothing happens. . .
until the end of the class, when the cloth is removed and
a summary statement has suddenly appeared under the
glass! The class reads the statement in unison as a great
finish to a training experience!

é Tricks for Trainers Il Copyright 1993, Resources For Organizations, Inc. All rights reserved.
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ELECTRONIC REVIEW BOARD

With a portable bulletin board and some parts from
Radio Shack, you can build a reviewing tool that
makes review more like playing a carnival game!
Complete with light and buzzer, the group tries to find
the button that will light the light and buzz the buzzer.
The trainer can make it so that the group is either
successful or not! Prizes and fun in review!

JUMBO FOUR CARD MONTE

Made from four large pieces of poster board, this
magic trick works well when the trainer is speaking
about the elimination of a factor in work performance
(i.e. tardiness, uncooperativeness, etc.).

Three of the cards have positive qualities printed on
them while one has a negative quality. The idea is to keep
your eye on the negative quality. In spite of all good inten-
tions, the negative quality disappears completely.

The handling of this routine is completely different
from that published in the first volume of Tricks For
Trainers since the face of each card is shown and con-
sequently messages of several words can be utilized.
The message can be any summarizing statement
desired by the trainer to help cement the material in
the minds of the learners!

SHORT CHANGED!

Using the large bills duplicated from the book, the
trainer has one person play the part of the store
cashier as the rest of the group experiences a lesson
in being short changed. Try as they will, the group has
great difficulty figuring just when the short change

%
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takes place! It's a great energizer as the group comes to
understand how easily the mind can be manipulated!

COINCIDENTALLY!

This trick uses ten large cards made from pieces of poster

board capable of carrying any message desired by the
trainer.

A volunteer is brought to the front of the room and given
five cards—being told to put the cards behind his back.
The trainer does likewise with his five cards.

Each removes one card from the cards behind his back
without looking and hands it to the other person. Each
now takes the card he has just been handed and
reverses it as he puts it among the cards remaining in
his hand.

When the cards are brought out from behind the backs, it
is found that both persons chose the exact same card
from his five. In fact all of the other cards carry messages
exactly the opposite of the two chosen cards. If the word
EXCELLENCE was written on the two cards and
MEDIOCRE written on all the others, the following transi-
tion into the material could easily be used. . .

“Today in this session. . . we will be attempting to locate
and identify EXCELLENCE when we see it. We will
attempt to lift it above work we would only call
MEDIOCRE!”

8 Tricks for Trainers Il Copyright 1993, Resources For Organizations, Inc. All rights reserved.
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Section Two—PROPLESS MAGIC FOR TRAINERS

These’TEN tricks require items that are not prepared and can quite often be
borrowed from members of the training group.

SCISSORS RACE

A contest is held between two members of the training
class for a truly great prize. The prize could even be a
new car! Each is given an adding machine paper strip
scotch taped into a long circular ring. The goal is to
cut around the ring separating the initial ring into two
separate rings. The first one to do just that without
tearing their paper wins the car! The trainer first
demonstrates and then begins the race. However, at
the end of the race one person ends up with two rings
linked together and the other finishes with one giant
ring! No one wins the prize, but everyone learns a lit-
tle bit more about examining the situation before
jumping in!

HATS. . . HATS . . .HATS!

Using a single piece of newspaper, the trainer tells a

story of a small boy who would play for days with just
such a piece of paper. The paper is folded into a series
of hats, a ship, and finally a shirt as the story unfolds.
It's an inspiring story whose creativity always intrigues

a training group!

THE TISSUE TRICK

The trainer claims that she has just learned a new
magic trick that uses a tissue. Slowly she tears the tis-
sue and clumsily switches the pieces for another tis-
sue—claiming to have restored the tissue. However
during the trick, the group can't help but

e — ]
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notice that during the switch the actual pieces have
now fallen from her hand to the floor. Not to worry!

She picks up the fallen pieces and restores them too!
An added bonus idea is given using a piece of colored
tissue paper with customized content printed on the
paper!

BUSTED!

Again the trainer claims to have mastered a magjc
trick using a large empty grocery sack and a balloon
that completely fills the inside of the sack. The inflat-
ed balloon is placed into the sack. The trainer will
now attempt to run a long needle through the outside
of the sack through the balloon and out the other
side of the sack without hurting the balloon at all!
Slowly the needle is inserted. Suddenly, a loud noise
signifies that the balloon has broken! Oh well, the
trainer exclaims, “I always carry a spare!” Another
completely inflated balloon is now removed from
inside the sack!

With a magic marker, words can be printed on the
balloons to enhance content delivery!

MONEY TO WEAR

Great for use when emphasizing cost control or for
building a sense of being #1 in an industry! Each
person is given a one dollar bill to wear on their fin-
ger! That's right! The bill is folded into a perfectly
shaped ring with the number ONE right on top in the
signet position! They look great and helps to bring a
group together. The dollar bill is only folded. It is not
torn or mutilated in any way!

10 Tricks for Trainers Il Copyright 1993, Resources For Organizations, Inc. All rights reserved.
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DOUBLE EXPOSURE

Imagine taking a Polaroid picture of your training
group only to have a summary word or statement
mysteriously appear in the picture—floating above
their heads! They’ll talk about this one for a long time!

FLASH!

Holding a flashcube in her otherwise empty hand, the
trainer moves around the room with this “portable vol-
unteer finder.” Suddenly, as she approaches one of the
trainees, there is a bright flash as one of the bulbs
ignite. This process can be repeated with all four of the
bulbs in the flashcube if desired. Or use it as an ener-
gizer with the group holding hands and rubbing their
feet on the floor until the static electricity causes the
bulb to ignite! Great fun!

STEP RIGHT UP I!

Don't just point to someone when you need a volun-
teer. Select them by magic! Four large cards (patterns
supplied in the book) are used with words printed on
each card. When the cards are selected and then read
in order, they say “LET'S HAVE SOMEONE VOLUN-
TEER. . . THAT'S A GOOD IDEA! . .. WHO WILL DO
IT? ... IWILL!” Even though the selection looks ran-
dom, the trainer actually has complete control over
who gets the final “I will” card. A great joke to pull on
that fun-loving person in the training group.

Copyright 1993, Resources For Organizations, Inc. All rights reserved. Tricks for Trainers Il 11
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STEP RIGHT UP 1!

After you've used “Step Right Up I,” use this one by
adding two more cards to the four used before! The
same person still gets the volunteer card! He'll know
he’s being picked on now!

DIVIDE AND DECIDE!

This is an apparently random way of giving away a
prize to one of the trainees. Even though there are six
very expensive prizes and one inexpensive prize, the
trainee always gets the inexpensive prize!

12 Tricks for Trainers lI Copyright 1993, Resources For Organizations, Inc. All rights reserved.
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Section Three—TEACH THEM A TRICK

The following magic tricks are designed to be performed and then taught to the mem-
bers of the training class to help emphasize a point with hands-on involvement.

INVISIBLE BALL TRICK

With a paper lunch sack and their imaginations, the
trainees will be doing “invisible ball juggling” in no
time! With a little musical background, it's great fun
as they actually hear the balls land in their sacks!

RAINBOW WHEEL

This black and white wheel can be made into a top by
inserting a short pencil through the center hole. Then
when it's spun on the tabletop, colors appear in the
wheel. It's great for illustrating how we can often see
the positive in situations if we just look closely
enough!

CHALLENGE VANISH

The trainer places any content oriented item under a
handkerchief. Group members feel the item under the
handkerchief. Suddenly, the trainer whips the hand-
kerchief away and the item is gone! The handkerchief
may be examined! When this one is explained to the
group, many applications present themselves.

OVERHEAD!

One of the trainees leaves the room so he cannot see
what's happening in the room but remains within lis-
tening distance. The trainer moves around the room
holding her hand above different members’ heads and
saying simply the word “overhead.” Then she stops

Copyright 1993, Resources For Organizations, Inc. All rights reserved. Tricks for Trainers Il 13
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and says “Over whose head?” and the out-of-the-room
trainee correctly names the person where the trainer
has stopped. This is repeated until someone in the
group begins to figure out how it's done! This one real-
ly requires great observational skills!

A LITTLE HELP FROM MY FRIENDS

This time several trainees are led from the room and
brought back in one by one as the trainer presents a
magic trick with the help of others in the group.
Eventually, the trainees begin to catch on to how the
magic is done and the importance of observation is
underscored again!

GENIUS TEST

Made from a playing card, a string and two washers,
this puzzle challenges the most creative as they seek to
remove the washers without damaging the card! Great
for encouraging creative problem solving!

COUNTING SHEEP

No matter how slowly the trainer states the question,
the group has trouble understanding what he’s trying
to say. Great for working on communication and listen-
ing skills!

WIN! WIN!

Using an old carnival game, the trainer illustrates the
nature of a win-win negotiation!

14 Tricks for Trainers Il Copyright 1993, Resources For Organizations, Inc. All rights reserved.
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PSYCHIC CONTENT REVIEW

This mindreading trick can be customized to any con-
tent review (thirty questions). As the trainees work the
trick on each other, they are actually reviewing the
material!!!

FOLLOW THE LEADER

The directions are given slowly by the trainer and
even demonstrated. Nevertheless, the group finds it
very difficult to successfully complete the action. This
works excellently for demonstrating the importance of
detailing our communications.

LIAR! LIAR!

With a television gameshow format, the trainer suc-
cessfully tells time and time again which of two people
is lying in response to his question. The group really
interacts as they seek to find the solution to this fun
exercise!

IT’S GONE!

Working with a small puzzle of three pieces, the
trainees receive a graphic illustration of the vanishing
(or appearing) of a key piece of content. Even though
they hold the pieces in their hands and do the magic
themselves, this one is not easily explained!

Copyright 1993, Resources For Organizations, Inc. All rights reserved. Tricks for Trainers Il 15
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Section Four—EARLY BIRD FUN

This section contains SIX audience tested early bird exercises that involve the audience
in the material before the seminar even begins!

EXERCISE #1

This maze can be customized to content. Comes com-
plete with handout and transparency masters. Can
your trainees find their way from the beginning to the
end of this challenging maze?

EXERCISE #2

This classic puzzle comes with three pieces. Can your
trainees arrange the three pieces so that the two jock-
eys are riding on top of the two horses? Complete
with handout and transparency masters.

EXERCISE #3

Arranging these pieces into a cross isn't as easy as it
first seems! Complete with handout and transparency
masters.

EXERCISE #4

This puzzle looks like it would take geometry, calcu-
lus, or trigonometry to solve! Yet, it's more simple
than that as soon as your trainees sift through the
unnecessary details. Transparency master included.

m
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EXERCISE #5

Can your class figure out how to cut a hole in an index
card big enough for a full-size person to walk through

it? They will be able to once you show them how! Most
amazing!

EXERCISE #6

Using this ancient-appearing board containing jum-
bles of letters, group members can follow the instruc-
tions and find up to five different messages hidden in
the board. These messages may be content oriented. It
seems so mysterious when the messages begin to
appear!

18 Tricks for Trainers Il Copyright 1993, Resources For Organizations, Inc. All rights reserved.
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Section Five—BRAINTWISTERS

This section contains EIGHT different braintwisters. When presented by the trainer in
a challenging manner it always makes an audience think creatively and sets the mood
for a great time of interaction.

BRAINTWISTER #1

A picture of a table is placed on the overhead. What is
the largest American coin that can be placed on the
tabletop without touching any of its sides? The
answer will surprise everyone!

BRAINTWISTER #2

A transparency with a picture of an old lady is placed on
the overhead. By turning it upside down, the lady
changes into a young girl. It's all a matter of perspective!

BRAINTWISTER #3

Without moving this picture on the overhead, the
class sees the picture from four different perspectives.
The picture literally moves itself in their minds! A
great illustration of differing viewpoints!

BRAINTWISTER #4

A picture of a Baker is on the overhead. Can anyone
find the cow in the picture? As the picture is turned
upside down, the obvious picture of a cow comes
into view.

.. —————————————————
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BRAINTWISTER #5

A picture of a gold brick is cut into several pieces and
reassembled only to find that it's grown one entire
cubic inch! How can this work with the pieces remain-
ing the same size!

BRAINTWISTER #6

How many times will you need to wrap a string around
your head in order to equal your height.

The answer will surprise you, and you’ll have fun prov-
ing it too!

BRAINTWISTER #7

Can you remove the mug from the string hanging
around your neck? It's not as easy as it sounds!

BRAINTWISTER #8

Can you remove the scissors from the string hanging
around your neck? It's harder than the mug!
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Section Six—BONUS SECTION

This bonus section contains NINE quick ideas that add
fun and excitement to training sessions by
capitalizing on the unexpected!

PHONE NUMBER READING

At anytime during the training convince the rest of the
group that you can tell anyone their phone number
without ever having met them!

PHONE BOOK THROW

When you toss this phone book to someone in the
back row, everyone ducks! Then they laugh! Great
fun! Things are not always what they first appear!

THE SHIRT OFF MY BACK

Imagine grabbing someone’s shirt by the collar and
pulling it off even though they are still wearing their
coat! You can!

UNRAVELED

When one of your trainees is nice enough to pick at a
thread on your coat, it suddenly pulls away and
becomes over twenty feet in length!

%
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PRIZES! PRIZES! PRIZES!

These five prizes are perfect to use in a training situa-
tion! They sound so impressive. . . but are really so
inexpensive!

A FINAL TRICK
WITH TRICKS 4 TRAINERS, VOL. 1l

Use this book to make magic!
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SECTION ONE

Tricks With Special Props

This section contains TEN different magic tricks.
Each magic trick is carefully selected to ensure an
adaptability to a wide range of topics.

alip uondag
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~ N\ SPOTS BEFORE YOUR EYES!

This great card trick is ideal for emphasizing the
role of assumptions in leading us away from suc-
cess. First there is one spot on the card, then

® two, then three and finally four! The application
is easy and the card opens to reveal a cus-

@ tomized message written on a reusable writing
surface. A template is also included with the
book for making your own prop!

When you desire to show just how ingrained our
assumptions can become, there is no better
demonstration!

Side A

\
J

Duplicate onto heavy card stock the master you
@ see on the preceding page. Cut it out around the
dark lines folding it in half at the dotted line.

@ ® One side of the card should now have two spots
on it (SIDE A) with the other side having three
spots in the corners (SIDE B).

K J The instructions that follow always use the terms
Side B “left” and “right” to refer to the trainer’'s perspec-
e ~N tive of left and right.

Pick up the card so that your left hand holds the
card with Side A facing the audience. The hand is
holding the card by the lower left-hand corner
with its fingers extending to cover the spot in the
lower left-hand corner of Side A (figure 1). The
audience should not be aware of this extra spot. It
should look to the audience as though they are
looking at a dice with one spot facing them. Say
\ / the word “ONE” to help reinforce this assumption.

figure 1
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Spots Before Your Eyes!

N

Figure 3

o J

Figure 6 Figure 7
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Spots Before Your Eyes!

Bring your right hand into play palm towards the
audience and grasp the card in the lower right-
hand corner with your fingers extended to cover
the spot in that corner on Side B (figure 2). Turn
the card over so that your right hand continues
to hold the card by the lower right-hand corner.

The audience will now be looking at Side B of the
card. It should look as though they are seeing the
side of the dice with two spots showing (in oppo-
site corners). Say the word “TWO” to help rein-
force this assumption (figure 3).

Bring your left hand up with its palm towards
the audience and grasp the card in the lower
left-hand corner using your extended fingers to
cover the blank spot in that corner on Side A

(figure 4).

Turn the card over so that your left hand contin-
ues to hold the card by the lower left-hand corner.
The audience is now looking at Side A and it
should look as though they are seeing the THREE
side of the dice with one spot simply covered by
your fingers (figure 5). Say the word “THREE” to
reinforce the audience’s assumption.

Finally, bring your right hand palm towards the
audience and grasp the card in the lower right-
hand corner with your extended fingers covering
the blank spot in that corner Side B (figure 6).

Turn the card over so that your right hand con-
tinues to hold the card by that lower right-hand
corner (figure 7). The audience is now looking at
Side B. It should look as though they are seeing
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Spots Before Your Eyes!

the FOUR side of the dice with one of the corner
spots covered by your fingers. Say “FOUR!”

You are now ready to begin the sequence all over
again showing the four sides of this two sided
card.

When you are done showing the mysteries of this
card, you can then open the card up like a book
and have any message you desire printed inside
to give a strong finish to this demonstration!

THE STRONGEST USE OF THIS CARD has
been in the possible applications as you teach
the group how to do the routine. You can dupli-
cate enough of the cards so that each person in
your training group has one.

As they see the role assumptions play in being
fooled, they will better appreciate how limiting
assumptions can be!
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WHICH WAY DID IT GO?

\ This routine helps introduce a presentation
involving a search for key factors in any subject.
The plaque is designed with a reusable writing
surface so that it can be customized to the pre-
# sentation. First the arrow points one way and
then another. . . finally the plaque opens up to
reveal the true focus of the presentation. A
template is included with the book for making

¢ ;¥ \\\ your own professional looking prop!

Duplicate the master on the next page onto heavy
card stock. Cut it out around the dark lines and
\_ / then fold it in half at the dotted line.

Sfigure 1
You should then have a card with an arrow on
each side of the card. The arrows point at right
angles to each other.

The following directions always use the terms “left”
and “right” to refer to the trainer’s perspective.

Begin by holding the card with your right hand in
the lower right-hand corner and your left hand in
the upper left-hand corner. The arrow on your
side of the card should be pointing straight up
with the arrow on the audience side of the card
pointing to YOUR left (figure 1). This is always
the starting position. You need to be very familiar
with it.

Turn the card over with your fingers giving the
card a spin. Keep your right hand in the lower
right-hand corner and your left hand in the
upper left-hand corner. As you spin the card
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Which Way Did It Go?

several times, it will appear to the audience that
you have a two sided card with arrows on both
sides pointing the same direction.

Now move your right hand up to the upper right-
hand corner and your left hand down to the
lower left-hand corner and spin the card again.
Now as you spin the card, it will appear to the
audience that you have a two sided card with
arrows on both sides pointing in the opposite
directions!

If you stop spinning the card when the arrow on
your side of the card is pointing up, you can turn
the card over END FOR END and show the
audience that the arrow on the other side really
points up!

If you stop spinning the card when the arrow on
your side of the card is pointing down, you can
turn the card over END FOR END and show the
audience that the arrow on the other side of the
card really points down!

A suggested presentation follows. . .

“As you can see my arrow has SUCCESS printed
on it. I'm not sure how each of us might define
success (spin the card showing arrows pointing
in the same direction). For some people it might
be income. If they achieve a certain salary level,
then they feel successful (spin the card so that
the arrows point in opposite directions).

(Suddenly realize that something is wrong and
straighten out the arrows. . . spinning the card
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Which Way Did It Go?

so that both arrows point in the same direction

again.)

Others might consider family and friends more
important. When the family is getting along or
they have friends around them that like them,
that's when they feel most successful.

(As before, spin the card with arrows facing the
same direction. Then shift your hands while talk-
ing and spin the card so that suddenly the
arrows are confused again.)

(Suddenly realize that something is wrong and

straighten out the arrows. . . spinning the card

so that both arrows point in the same direction
again.)

Possibly you would define “SUCCESS” with
something completely different!

(Stop spinning the card and turn the card over
END FOR END showing that the arrow is now
point UP!)

Whatever your personal definition, we will be
exploring today the role of
!

(At this point, you can open the card to reveal
the message that will introduce your topic!)

e e e
R e e ——
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READ THE BOOKI!

The trainer flips through a book appropriately
titled to the content. The class can see that the
book contains a different word on each page. A
person is asked to select a page and concentrate
on that word. Suddenly, that word is the only
word to be found on any page. Each page in the
book has that word on it! Great for introducing a
specific topic!

Design a book comprised of about fifty 8 /2" x 11"
pages. Twenty-five of those pages should be
trimmed Y8" shorter so that they are approximate-
ly 8 98" x 11". Now assemble the book with the
shorter pages being every other page in the book.
A longer page should start the book. Bind it with
the fanciest binding system you can access. How
you proceed from this point will depend upon
your application. We will use an example.

If you wanted to introduce the topic of communi-
cation in creating a successful office environment,
you might title the book KEYS TO A SUCCESS-
FUL WORKPLACE—giving it a nice cover label.

On each of the longer pages you would print a
different component that makes for a successful
workplace (i.e. mutual respect, quality work,
etc.). On each of the shorter pages, you would
only print the same word—COMMUNICATION.

Print the words so that the word is printed
lengthwise on the page with the top of the word
closest to the binding. Print the words as large as
possible with a pen that doesn't show through
the paper to the other side. You will now notice
something unusual about your book. When you
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flip the pages from the front to the back, you will
see different words. In other words, only the
longer pages will show. However, when you flip
from the back to the front of the book only the
word COMMUNICATION will show.

When you're ready to use the book, display it to
the group showing the title to this great work.
Flip through the book from the front to the back
stopping every so often to show the multitude of
different ingredients needed to create a success-
ful workplace. Select a volunteer to choose one
of the topics. Turn your head away and flip
through the book (from back to front) asking
your volunteer to stop you whenever they desire.

When they say “Stop,” stop at that point and
open the book to show them and the class the
word they selected. Of course, it will be the word
COMMUNICATION. Close the book and toss it
down on a table.

Ask the person to concentrate on the selected
word and you will attempt to pick up the word
mentally. Slowly and dramatically begin to get
the word letter by letter to the amazement of the
group. Offer to show the group how it's done
(however, as you'll see, you never really do
explain the entire working). Pick up the book
again and flip through the book for the group
from back to front to show the group that there
really is only one word in the book —COMMUNI-
CATION! Your volunteer only had one choice!
Communication is the true key to a great office.

You've captured their attention through involvement,
and they’re ready to hear what you have to say!
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This trick involves heat and a
poisonous substance.

Be careful to follow the direc-
tions exactly for safety.
Do not use with children.

Extreme care needs to be taken.

Section One Tricks with Special Props

HOT STUFF!

The importance of mental attitude is under-
scored in this unbelievable demonstration. A
small piece of tin foil is placed on each of the
upturned palms of a volunteer. While the trainee
concentrates on one piece of tin foil getting cold
and one getting hot. . . suddenly, she screams
and must drop the one piece of tin foil because it
becomes too hot to handle! Nevertheless, when
the piece is retrieved from the floor. . . it isn't hot
at all! It must have all been in her mind!

This most unusual demonstration uses the little
known property of a chemical that can be
ordered by any drug store. Simply ask for
Mercury Bichloride Tablets.

SINCE IT IS POISONOUS, PLEASE HANDLE IT
WITH RESPECT.

Crush and dissolve one tablet into a small pill
vial of water. Obtain a small metal tin box (like a
Sucrets box) and cut a sponge to fit inside the
box. Before performing, soak the sponge with the
liquid placing that box in your briefcase with the
lid open so that you can moisten your index and
thumb of one hand as you reach for the tin foil in
your briefcase with the other hand.

The properties of this chemical on tin foil are
quite remarkable. When transferred from your
moistened fingers to the tin foil, you will be able
to tear off a piece of tin foil—rolling it into a ball
without the ball becoming hot as long as you
hold it pinched between your fingers. However,
when you place the small tin foil ball on the
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outstretched palm of a volunteer (and it makes
contact with the air), it will become hot within a
matter of seconds. It will become so hot that the
spectator will need to drop it.

WARNING: ALWAYS HAVE THE VOLUN-
TEER'S HAND COMPLETELY EXTENDED!
NEVER HAVE THEM CLOSE THEIR HAND
AROUND THE BALL! THEY MUST BE ABLE
TO DROP THE BALL IMMEDIATELY!

In performance, talk about mental attitude and
the power of the mind over what we see and
experience. Offer to demonstrate as you select a
volunteer. Reach into your briefcase and remove
a piece of tin foil while moistening your thumb
and index finger on the sponge. Take the piece of
tin foil between your moistened fingers and then
tear off a piece of the tin foil with your non-
moistened hand. Roll it into a small ball (about
pea size) and place it on the outstretched palm of
one of the volunteer’s hands. Have her concen-
trate on that ball getting cold.

Taking the larger piece of tin foil back into your
non-moistened fingers, use your moistened fin-
gers to tear off a piece of the tin foil—rolling it
also into a small ball. Tell the volunteer to con-
centrate on this ball becoming hot. Place the ball
on her other outstretched hand.

She will in all probability shriek within seconds
and drop the hot ball to the ground. If you pick
up the ball now from the ground. . . you will find
that it's not even warm! Interview her briefly ask-
ing what happened, thank her and have her
return to her seat.
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THE MISSING PIECE!

A person from the training class is called to the
overhead projector where a puzzle rests on the
projection glass.

Each person in the class will be able to watch
this demonstration! Using the four pieces, the
trainee is asked to assemble a giant dollar bill
face down. No problem! It goes together easily!

Now the pieces are turned face up and the
trainee tries again. Now a piece is missing! How
can it be? A piece is missing right out of the cen-
ter of the bill! The trainer gives the person the
missing piece from her pocket. The overhead
shows that the missing piece contains a word
describing the topic of the training! The missing
piece has been found!

This is a most unusual illustration because even
when you experience this you probably won't be
able to explain exactly why it works!

CAREFULLY use the pattern supplied with this
book to cut the puzzle pieces from (two), one
dollar bills. One bill will make the face up pieces
and one the face down pieces. Use a utility knife
and a ruler to make sure your cuts are accurate
to the pattern. The angles of cutting are very
important to the successful working of this great
illusion. Then take the pieces and after aligning
them carefully, use a glue stick to glue the same
numbered pieces back-to-back.

Now continue this process with each piece—glu-
ing each piece back-to-back to its other matching
number piece.
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The Missing Piece!

..1v NOTE IS LEGAL TENDER
FOR ALL DEBTS, PUBLJC AN
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The Missing Piece!

After completing the gluing process, take the
pieces and attempt to build the dollar bill face
down. You will find that it goes together perfectly
with only FOUR pieces!

Now turn the pieces face up and build the bill.
You'll find that you will need George Washington's
face in order to make a complete bill!

To use this in a training session, cut a piece of
transparency material the same size as the
“George Washington’s face piece.” On that piece,
carefully print a key word that summarizes your
training (i.e. QUALITY, SERVICE, etc.). You will
use this transparency piece for the final missing
piece. Keep that piece out of sight.

Invite a volunteer to come up to the overhead
and show the group the four puzzle pieces (with-
out “the George Washington'’s face piece).” Place
them face down on the overhead projection
glass. Have the volunteer attempt to assemble
the bill. No problem!

Now turn the pieces over (mixing them up as you
do) and invite the volunteer to assemble the bill
face up. There will be a surprised expression as
they discover that one piece is missing—right out
of the middle!

Suddenly realize that you have the missing piece
and drop the transparency piece into the middle!
The word will show on the overhead—giving you
a natural lead in to your material!
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FRAMED!

An empty picture frame sits in the front of the
class. The frame is covered with a cloth.
Throughout the course of the class, the trainer
keeps lifting the cloth to see if anything has
appeared in the frame. Nothing happens. . . until
the end of the class, when the cloth is removed
and a summary statement has suddenly
appeared under the glass! The class reads the
statement in unison as a great finish to a training
experience!

Select a regular picture frame (8 x 10 or larger)
that contains a glass front, with a backing piece
held in place by clips around the frame.

You will also need an opaque black cloth with
which to cover the frame.

Design any summarizing statement you desire
and have it printed on a card so that it fills the
frame.

However, before you put the printed card in the
frame, cut another piece of black material (satin
works great). This piece should be the same size
as the frame’s backing piece of cardboard plus
about an inch and a half extra on the top edge of
the frame.

When assembling the frame for your presenta-
tion, place your printed card face up on top of
the backing piece of cardboard and place your
black piece of material on top of the printed
card—inserting all of this into the frame with the
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Framed!

extra inch and a half of material from the black
material hanging behind the frame away from the
audience’s view.

The frame should now look empty. Iron the piece
of black covering material if wrinkles show
through the glass.

Cover the entire frame with the larger opaque
cloth—checking throughout the presentation for
anything appearing in the frame.

Finally, when ready to reveal the message, grip
the hidden flap of material through the covering
cloth and pull both off together. Since you pulled
the black piece of material away from in front of
your summary statement, it will suddenly have
appeared in the frame!

Have your training class read it in unison to help
reinforce your central message!
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ELECTRONIC REVIEW BOARD

With a portable bulletin board and some parts
from Radio Shack, you can build a reviewing tool
that makes review more like playing a carnival
game! Complete with light and buzzer, the group
tries to find the button that will light the light
and buzz the buzzer. The trainer can make it so
that the group is either successful or not! Prizes
and fun in review!

Your audience must believe that this review
board is a high-tech product with an intricate
internal computer system that randomly changes
which of five buttons lights the light on the
board.

You must never lose sight of this perspective as
you build and operate the board.

In order to build the board, you will need:

Small portable bulletin board

Small push button switches (#275-617)
Battery holder for 4 AA batteries (#270-391A)
Buzzer (Archer 6V/#273-054)

Bulb Base (#272-325)

Bulb (#272-1123)

Set of peel and stick vinyl numbers

Roll of bell wire (#278-1224)

Soldering Gun and Solder

Pt pd pd pd pd ped ped (1

At the time of this writing all of the above will cost
less than 820 plus the cost of the bulletin board!
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Electronic Review Board

WIRING DIAGRAM

BATTERIES

BACK OF BULLETIN BOARD
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Electronic Review Board

Layout your bulletin board arranging the push
buttons in a pattern to suit your style of teaching.
The diagram has the buttons randomly placed
on the bulletin board with the light in the middle
at the top of the board.

Make holes in your bulletin board and insert all

of the switches and the lightbulb in your selected
locations. Take your vinyl numbers and number

your switches 1-5.

Now, on the back of the board, use either silicone
or double faced carpet tape to attach the battery
pack and the buzzer as shown in the diagram.

You are now ready to wire the back of the board.
Follow the diagram carefully and all will be well.
Insert the batteries in the holder and your
Review Board is ready to go.

Although we will suggest several different ideas
for using the board, it is necessary for you to
know the following basics before we begin.

INITIAL PREPARATION

Before beginning the review game, you must set
the board for operation. To set the board follow
the pattern below—pushing each of the buttons
in the following order:

Lo o2 008ccceeiBec e 8.:2...1

When moving through that sequence of numbers,
STOP pushing the buttons as soon as the light
lights. Push that button off and then push each
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of the other buttons once. You're now ready to
start!

IF USING LESS THAN FIVE REVIEW POINTS
(with your electronic review board). . . set the
board per the instructions above but once the
light lights, DON'T push the buttons you won't be
using! Only push the buttons you will be using in
the review game!

THE PROCESS FOR LETTING A PERSON WIN

When you want someone to win, have the person
pick a number. Push one of the other buttons
showing him that it doesn’t light the light. Give
him an opportunity to change his mind about the
number he selected. Push another number he
DOESN'T choose and give him an opportunity to
change his mind again. In other words, be sure
and push all of the other buttons first—pushing
his chosen button last! Remember that once the
game is set (see Initial Preparation section) the
last button pushed will always light the light.

Again reset the machine by pushing off the
button that lights the light and then pushing each
of the other buttons once.

HERE IS THE PROCESS FOR MAKING A
PERSON LOSE

Have the person choose a number and push the
button. . . the light will not light. Show him now
that other buttons also do not light the light but
one does. Remember, the last button you push
always lights the light. As you push the other
wrong buttons, act as though even you aren’t
sure which one will light the light this time.
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Electronic Review Board

Again reset the machine by pushing off the
button that lights the light and then pushing each
of the other buttons once.

SUGGESTED REVIEW ROUTINE

Have your main points printed on cards thumb-
tacked to the board with one by each button. On
one side of the card have the information in the
form of a question and on the backside have the
information stated in the form of an answer to
that question (i.e. What is a training technique in
which people play different parts in a scenario?
(ROLE PLAY).

During a break, quietly explain to one of the
trainees that you are doing some magic in the
next session and would really like to borrow
their watch as part of a trick. Thank them for
their watch and place it in your pocket until
ready to do the review.

As soon as you're ready to review, have the cards
removed from the bulletin board shuffled and
then tacked back up randomly by different num-
bers with the question side of each card facing
the group. Remove the watch from your pocket
and in your best barker voice let the class know
that now comes the time in the class when they
will get a chance to win a lovely watch!

Go into a description of the watch—never look-
ing at the individual whose watch it is. People
will want to play the game! If the person indi-
cates that it's their watch, simply make some
comment to the rest of the group like “They’re
quite confident aren’t they? Well, we'll sure let
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Electronic Review Board

them play if they want to.”

Point to someone in the group and ask them to
pick one number on the board. Don’t have them
press it yet.

Then have another person select a question and
a corresponding numbered button.

Continue this way until all of the buttons except
one have been selected and then turn to the per-
son whose watch it is and have her select a but-
ton (of course, it's not much of a choice since
only one button remains).

Have each person first answer their question and
then press their selection—making sure that the
person whose watch it is does go last. After the
first one has pushed the button, give the second
spectator a chance to change buttons with the
spectator who owns the watch.

Finally, the class member wins the watch back!
Congratulate her on a job well done and compli-
ment her on the beauty of the watch!

The great fun of this routine lies in the fact that
the spectator has watched others get excited
about the watch not knowing that it is her watch.
Content has been covered by the class and visu-
ally reinforced through the signage.

And you have received all of the excitement from
an expensive giveaway without breaking your
training budget. Hopefully, the company will share
the extra savings with you in your next raise!
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JUMBO FOUR CARD MONTE

Made from four large pieces of poster board, this
magic trick works well when the trainer is speak-
ing about the elimination of a factor in work per-
formance (i.e. tardiness, uncooperativeness,
ete.).

Three of the cards have positive qualities printed
on them while one has a negative quality. The
idea is to keep your eye on the negative quality.
In spite of all good intentions, the negative
quality disappears completely.

The handling of this routine is completely differ-
ent from that published in the first volume of
Tricks For Trainers since the face of each card is
shown and consequently messages of several
words can be utilized.

The message can be any summarizing statement
desired by the trainer to help cement the materi-
al in the minds of the learners!

The cards you make should be made from card
stock approximately 5" x 7" in size.

You will need to make ONE card with a negative
quality printed on it and FOUR cards with the
same positive quality printed on each one.

Carefully glue one of the positive quality cards to
the backside of the negative quality card. You are
now ready to begin the routine.
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If you find that this back-to-back card is conspic-
uously thick, go ahead and glue blank cards to
the back of the other cards so that they all
become uniformly thick.

In the following directions, the four cards you have
made will be referred to by the following letters:

Card A/B is actually two cards glued back
to back.

Side A is the positive quality card.

Side B matches the other cards.

Card C is the match for side B of Card A/B.
Card D is a match for Cards B, C, and E.
Card E is a match for Cards B, C, and D.

When you get ready to perform this magic trick,
the cards need to be in following order from
front to back with the faces of the cards facing
your audience:

Card A/B with side A facing the audience.

Card C behind Card A/B with its face towards
the audience.

Card D behind Card C with its face towards
the audience.

Card E behind Card D with its face towards
the audience.

Put the cards in that order into a manilla enve-
lope and you are ready to present it anytime dur-
ing the training session.

Note: This trick cannot be performed with
anyone sitting directly behind you.

Jumbo Four Card Monte
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Jumbo Four Card Monte

In performing this great magic trick, fan the
cards in the above order so that your audience
can see all of the faces.

Explain to them that this is an old game that
people have used to take money from unsuspect-
ing victims. The people who played the game
needed to keep track of the card (point to the A
side of Card A/B to indicate the odd card).

Close the fan and pretend to turn over Card A/B.
Actually what you will do is to turn over both
Card A/B and Card C together so that the back
of Card C will face the audience. Explain to the
audience that the operator of this game always
turned the odd card away from his audience to
begin the game.

THIS IS THE ONLY SECRET MOVE IN THE
ENTIRE MAGIC TRICK SO BE SURE YOU
PRACTICE IT SO THAT YOU CAN TURN
THE TWO CARDS OVER JUST AS THOUGH
THEY WERE ONE CARD.

Fan the cards and you will see that only one card
now has its back to the audience. People will
assume that it's the negative quality card. You
know better!

“Let’s make it easy on you the first time,” you say
as you remove Card A/B from the fan putting it
down on the table.
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Jumbo Four Card Monte

Be careful to not show the back of Card A/B
while putting it down onto the table!

Show your fan again in which one card still has
its back to the audience. Turn another card so
that its back is also towards the audience. This
will confuse them even more. Mix the cards and
ask the audience which card they believe to be
the negative quality card.

Whichever one they pick, show them that it's
NOT and put the card they chose on the table.
You still have one card of the two cards left with
its back towards the audience. Turn the other
card around too and mix the cards.

Ask them again which card they believe now is the
odd colored card. Show them that again they would
have lost money and put that card on the table.

Now. . . pretend to mix up in your hand the only
card still left. Smile as you ask the audience
which card they believe now is the negative quali-
ty card. Explain that at this point in the game
most people would bet all of their money on this
one single card. Of course. . . again for the third
time show the audience that they would have lost
money!

The odd card was always completely gone by this
time in the game!

“That's exactly what we're going to attempt to do
in this training session. We will be looking for the
negative qualities that hinder our performance—
learning how to make them disappear!”
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SHORT CHANGED!

Using the large bills duplicated from the book,
the trainer has one person play the part of the
store cashier as the rest of the group experiences
a lesson in being short changed. Try as they will,
the group has great difficulty figuring just when
the short change takes place! It's a great energjzer
as the group comes to understand how easily the
mind can be manipulated!

Copy the large bills supplied with this routine so
that you have five one dollar bills, one five dollar
bill, a ten dollar bill, a twenty dollar bill. Add a
penny and you're ready for a great demonstra-
tion in how easily we can be confused even
though we attempt to be diligent.

To begin the routine, you (playing the part of the
customer) must have the ten dollar bill and a
one dollar bill. It is important at the beginning of
the routine that you let the training group under-
stand that you are beginning with eleven dollars.

The rest of the money is given to the volunteer-
cashier to make change. Lay that money out on a
table in the front of the training room.

You approach the spectator to buy an item that
costs 99 cents. Have fun here and pick a funny
item to use. Pay for the item with your ten dollar
bill. The spectator gives you a penny back and
you turn to leave.

She will stop you indicating that you have more
change coming. Act surprised but take the
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Short Changed!

change she now gives you (a 85 bill and four 81
bills).

Suddenly, you realize that you have taken most
of the change. Apologize and give her back the 85
bill and four 81 bills suggesting that she give you
back the ten dollar bill.

Go ahead and take the $10 bill from the table
(cash register) suggesting that she count the
money you gave her.

When she tells you that you only gave her nine dol-
lars, apologize and make another suggestion.
She’s holding nine dollars and you have eleven
dollars in your hand. What if you gave her your
eleven dollars. Then she would have twenty dol-
lars and could just give you the twenty dollar bill.

Without waiting for her to answer, go ahead and
give her the eleven dollars you have and take the
twenty dollar bill.

You have just entered the store with eleven dol-
lars, purchased an item and left with twenty dol-
lars! Not bad!

Take time to let the group brainstorm on just
when the scam took place. Finally, go through
the routine again slowly until the moment of the
scam becomes apparent.

This demonstration never fails to astonish a
group with how easily our minds can be con-
fused! Good reminder!
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COINCIDENTALLY!

This trick uses ten large cards made from pieces
of poster board capable of carrying any message
desired by the trainer.

A volunteer is brought to the front of the room
and given five cards—being told to put the cards
behind his back.

The trainer does likewise with his five cards.

Each removes one card from the cards behind
his back without looking and hands it to the
other person. Each now takes the card he has
just been handed and reverses it as he puts it
among the cards remaining in his hand.

When the cards are brought out from behind the
backs, it is found that both persons chose the
exact same card from his five. In fact all of the
other cards carry messages exactly the opposite
of the two chosen cards.

If the word EXCELLENCE was written on the
two cards and MEDIOCRE written all the others,
the following segue into the material could easily
be used. ..

“Today in this session. . . we will be attempting
to locate and identify EXCELLENCE when we see
it. We will attempt to lift it above work we would
only call MEDIOCRE!”

Prepare ten cards from card stock approximately
mately 5"x 7".
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Coincidentally!

On two of those cards print the same positive
quality. On the other eight cards print the same
negative quality.

In presenting this most puzzling demonstration,
invite a volunteer to join you in the front of the
room and give her five cards facedown—asking
her to put them immediately behind her back
without looking at the cards.

You put the other five behind your back.

IMPORTANT: MAKE SURE THAT YOU HAVE
BOTH OF THE POSITIVE QUALITY CARDS
AMONG YOUR FIVE CARDS AND THAT YOU
KNOW WHICH ONES THEY ARE!

Ask your volunteer to hand you any card face-
down from her five cards, and you will hand her
one of yours too. Hand her one of your positive
quality cards.

Now instruct your volunteer to turn over the card
you gave her behind her back and place it in the
middle of her other facedown cards. You will do
the same.

However, you don't exactly do the same. Instead,
you will simply place the card she gave you
among your cards and will take the other posi-
tive quality card—turning it faceup and putting it
into the middle of your other cards.

When you both bring out your cards and fan
them facedown, you will both have the exact
same card turned faceup!

]
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Coincidentally!

The trainees will immediately be suspicious that
all of the cards are the same since you never
really showed the other cards!

“I know what you're thinking,” you say. “The
other cards might be all the same too! You're
right! They are!”

At this point, show that all of the cards have a
negative quality on them. The two of you have
found the only two positive quality cards among
the ten!

Congratulate your volunteer and proceed to find
and build on their positive qualities too!
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SECTION TWO

Propless Magic For Trainers

These TEN tricks require items that are not prepared
and can quite often be borrowed from members of the
training group.
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4 N\ SCISSORS RACE

A contest is held between two members of the
training class for a truly great prize. The prize
could even be a new car! Each is given an adding
machine paper strip scotch taped into a long cir-
cular ring, The goal is to cut around the ring sep-
arating the initial ring into two separate rings.
- The first one to do just that without tearing their
paper wins the car! The trainer first demon-
\_ ) strates and then begins the race. However, at the
end of the race one person ends up with two
Laopa rings linked together and the other finishes with
( \ one giant ring! No one wins the prize, but every-
one learns a little bit more about examining the
77~N situation before jumping in!

The secret to this fun exercise is how you make
the paper rings!
Sy Get a roll of adding paper from an adding

) machine and cut three lengths of paper approxi-
mately 10 feet long and 3-4 inches wide.

Make sure you have no twists in the paper when
you scotch tape the first one into a circle. This is
4 "\ the paper circle that the trainer will use to
demonstrate (Loop A).

° When you make the second ring, give the paper a
half twist before taping the ends together. This one
you will give to one of the contestants (Loop B).

S J

Loop C
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Scissors Race

When you make the second ring, give the paper
a full twist before taping the ends together. This
one you will also give to one of the contestants
(Loop C).

In presenting the race, the trainer demonstrates
by cutting around the diameter of the paper circle
neatly cutting the circle into two separate circles.

However, when the contestants attempt to do the
same, they will find that one gets a large single
circle while the other one gets two interlocking
circles!

The rules state that the end result must look like
the trainer’s (i.e. two separate paper circles)!

Since no one ever wins the prize, don't be afraid
to make it substantial!
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HATS. . . HATS . . .HATS!

Using a single piece of newspaper, the trainer
tells a story of a small boy who would play for
days with just such a piece of paper. The paper
is folded into a series of hats, a ship, and finally
a shirt as the story unfolds. It's an inspiring
story whose creativity always intrigues a training

group!

In learning this creative routine, for ease of han-
dling, it is best to use a smaller tabloid sheet of
paper (about 15"x 22").

Before working on the story poem at the end of
this routine, learn to make the basic hats. In
actual performance you will want to pre-fold the
paper so that you can make the folds easily and
quickly in front of an audience.

Begin by laying the paper out flat folding it in half
each way opening it out flat again as in (figure 1).

Then folding the top half of the paper down so it
is even with the bottom half, (figure 2).

Fold the upper left and upper right panels in
toward the center, (figure 3). Fold up AB in
front, (figure 4). Then fold CD up in back to the
position shown in (figure 5). Fold down A and B
in front, (figure 6). Then fold down C and D in
back, (figure 7).

Bring AC and BD together, (figure 8). The hat
will fold flat, (figure 9). Fold B up in the direc-
tion of the arrow in (figure 10). Put on the hat.
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Hats...Hats...Hats!

This is the first hat in the poem THE FIREMAN
(figure 11&12)!

Take the hat off and fold it flat folding up the
backside of the hat in the same manner as the
front was folded up for the fireman (figure 13).
Put the hat on your head sideways and you will
look like Napoleon. This is the second hat in the
poem THE GENERAL ( figure 14)!

Turn the hat on your head so that instead of the
points being out to the sides they are now in the
front and the back. This is the third hat in the
poem. You are looking at the hat of a SHIP'S
CAPTAIN (figure 15).

Take off the hat. Fold in the ends as in (figure
16). The hat will then look like (figure 17).
Grasp A,C, in your left hand and B,D in your
right hand. Pull them in opposite directions. The
newspaper will open out in the boat pictured in
(figure 18). This is also spoken of in the poem.

When the storm comes in the poem, you'll
demonstrate by tearing off the front as in (figure
19), the backside as in (figure 20) and the top as
in (figure 21).

Now when you open out the newspaper you will
have a shirt like in (figure 22) finishing the
poem exactly.

e
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Hats...Hats...Hats!

A : B [ :
€ D A B
M 2
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Section Two Propless Magic For Trainers

Hats...Hats...Hats!

(13)

14) (15)

(16)

; (22)
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Hats...Hats...Hats!

The Dream Game

The boy was poor

It was plain to see

By the clothes that he wore
By the hole in his knee.

But he’d come to show me a game that he’d play.
The Dream Game he called it. Day after day

A piece of old newspaper he would fold

And with his paper this story he told.

“Don’t you see, Mr/s. Trainer,” the young man said.
“I could be a fireman with this upon my head.
Or if I turn it this way a General I become

With armies to command and battles to be won.

Or the captain of a giant ship upon a mighty sea
With lots and lots of passengers—one thousand
ninety three.

And if my ship should ever get in trouble with a
storm

I'd try my best to work and keep every single
passenger warm.

In fact you know what I think I could do?
Now, you may not want to bet.

But I believe we'd get to shore

Without my shirt being wet.
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Hats...Hats...Hats!

“Don't you see, Mr/s. Trainer,” the young boy said
to me.

“With this piece of paper and my mind I'll
become what I want to be.”

Each time I wad up a piece of paper just to throw
it away

I wonder about that little boy and where he
might be today.

You know . . . I believe that little boy just might
be a King!

For I am very sure he could have become just
about anything!

1
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THE TISSUE TRICK

The trainer claims that she has just learned a
new magic trick that uses a tissue. Slowly she
tears the tissue and clumsily switches the pieces
for another tissue—claiming to have restored the
tissue. However during the trick, the group can’t
help but notice that during the switch the actual
pieces have now fallen from her hand to the
floor. Not to worry! She picks up the fallen pieces
and restores them too!

An added bonus idea is given using a piece of tis-
sue paper with customized content printed on
the paper!

To prepare for this trick, roll two pieces of tissue
into small balls and place them into your right
pants or coat pocket.

Place another piece of tissue (unrolled) into your
left pants or coat pocket and you're ready to
begin.

Reach into both pockets at the same time and
remove the tissue from your left pocket first wav-
ing it in the air as you shake it open.

Also, secretly remove the two tissue balls from
your right pocket hiding them as best you can in
that hand. It's alright if the audience begins to
suspect something is in that hand.

Use both hands to tear the piece of open tissue
into small pieces rolling them into a ball.

Copyright 1993, Resources For Organizations, Inc. All rights reserved. Tricks for Trainers Il 75



The Tissue Trick

"TB‘CKS@‘“RA‘NERS“ Section Two Propless Magic For Trainers

Place the ball into the top of your closed right
hand in the opening closest to your thumb.
Magically, wave your left hand over the right
hand and then using that left hand remove one of
the small secret balls from the opening of your
right hand closest to your little finger. Act as
though these are the pieces restored.

Dramatically open this previously secret ball—indi-
cating by your attitude that you have magjcally
restored the tissue.

While you are opening up this tissue, let the sec-
ond secret ball fall from your right hand as
though it were an accident. Act embarrassed and
quickly step on the fallen ball as though to hide
it from view. The audience will believe that the
tissue now on the floor are the torn pieces you
were hiding in your hand.

In your embarrassment, quickly crumple up the
open piece of tissue in your hands—roll it up along
with the torn pieces still being held in your right
hand. Place this packet away in your pocket and turn
all your attention to the tissue under your foot.

Reach down and pick up that tissue from the
floor. Due to the fact that your foot has smashed
it, there is no way for the audience to tell if the
packet is the torn pieces or not.

Make a magic gesture over the supposedly torn
pieces and open out the tissue to show that they
are restored too!

76 Tricks for Trainers Il Copyright 1993, Resources For Organizations, Inc. All rights reserved.



gﬂKS®TBA‘NEBS“‘ Section Two Propless Magic for Trainers

The Tissue Trick

An ADDITIONAL FOR APPLICATION has you
introducing your subject by telling your trainees
that you want to show them a little magic you've
been practicing,

By using pieces of colored tissue paper instead of
tissue, you can print words on the paper to help
communicate your message. By way of example,
you could tear up a piece of paper with the word
“MEDIOCRE” on it (indicating your desire to rid
the company of all such work). As you restore it,
the paper now reads “QUALITY!” The pieces you
pick up off the floor have the words “WE CAN
DO IT!” boldly printed on it!

You've introduced your subject with an attention
grabbing piece of magic!
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BUSTED!

Again the trainer claims to have mastered a
magic trick using a large empty grocery sack and
a balloon that completely fills the inside of the
sack. The inflated balloon is placed into the
sack. The trainer will now attempt to run a long
needle through the outside of the sack through
the balloon and out the other side of the sack
without hurting the balloon at all!

Slowly the needle is inserted. Suddenly, a loud
noise signifies that the balloon has broken! Oh
well, the trainer exclaims, “I always carry a
spare!” Another completely inflated balloon is
now removed from inside the sack!

With a magic marker, words can be printed on
the balloons to enhance content delivery!

This most startling demonstration needs to be
done with black or dark purple round balloons.
They should be as large as possible so that you
can just barely get one of them into a large
grocery sack. The size of the balloon will depend
upon the size of the sack.

Use the eraser end of a pencil to push one of the
inflated balloons inside the other. Begin by inflat-
ing the inside balloon so that it completely fills
the outside balloon. Tie the inside balloon tightly
and then inflate the outside balloon so that there
is a pocket of air between the inside balloon and
outside balloon. Now you can tie off the outside
balloon.
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This special double balloon is presented to the
audience as though it were a single balloon. You
begin to brag about a great magic trick you've
been practicing, If you brag enough, the audience
will begin to want you to fail.

Unfold an empty grocery sack and show it empty.
Place the balloon into the bag with the tied end at
the top opening of the sack.

Tell the audience that you will now insert the
needle (a long thin knitting needle works fine)
through the paper sack and through the balloon
without breaking the balloon.

Reach into the sack and hold the balloon by the
tied end. Insert the needle into the sack while
pulling up on the tied end of the outside balloon.
Have the needle prick the outside balloon up at
the extended neck on which you are pulling and
you will hear a loud POP! Remove the pieces of
balloon and look discouraged.

Suddenly, get an inspiration. You always carry a
spare! Reach into the sack and triumphantly
remove the extra balloon!

By writing words on the balloons with either a
white grease pencil or mailing label and magic
marker, you can emphasize specific content! By
popping the balloon marked MEDIOCRE it could
be replaced with the balloon labeled QUALITY!
Anytime you're desiring to substitute one quality
for another, this dramatic demonstration will
make it memorable!
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Section Two Propless Magic for Trainers

MONEY TO WEAR

Great for use when emphasizing cost control or for
building a sense of being #1 in an industry! Each
person is given a one dollar bill to wear on their fin-
ger! That's right! The bill is folded into a perfectly
shaped ring with the number ONE right on top in the
signet position! They look great and helps to bring a
group together. The dollar bill is only folded. It is not
torn or mutilated in any way!

Here’'s how to make this unique ring!

Use as crisp a dollar bill as possible. Make sure the
creases are sharp. Begin by holding the bill with
Washington’s picture uppermost. Fold in the upper
and lower white borders, (figure 1).

Fold the top half down, (figure 2). Then fold the bill in
half again, (figure 3). Turn the bill lengthwise and fold
down the white border of the bill as in (figure 4). then
fold down the top %", (figure 5).This is the portion
with the word “one.” The “ONE” will later be the set-

ting in the ring.

Turn the bill over, (figure 6) and fold the bottom 2"
up in the direction of the arrow. The result is shown
in (figure 7). We will refer to this 2" section as flap X.
If this section is folded longer than 2" the ring will fit
a smaller finger. A few tries will show you how to size
the ring by the length of this flap X.

Fold flap X along the dotted diagonal line in (figure 7)
to the position shown in (figure 8).
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Money To Wear

Turn the bill around and place it against your left
forefinger, (figure 9). The top section of the bill

is brought around behind your forefinger and up B3
in front, in the direction of the arrows. The /
result to this point is shown in (figure 10).

With the bill in the position of (figure 10),

release the portion with the “ONE” so that it flips () D
up, (figure 11). Now bring flap X over to the right S A

in the direction of the arrow in (figure 11). The

result is shown in (figure 12).

Bring the portion with the setting down in the figure 9
direction of the arrow in (figure 12). The white

margin is then tucked in as shown in ( figure 13).

Flap X is then brought inside the ring and tucked

into the diagonal pocket shown in (figure 14). The

result is the ring shown in (figure 15).
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DOUBLE EXPOSURE

Imagine taking a Polaroid picture of your train-
ing group only to have a summary word or state-
ment mysteriously appear in the picture—float-
ing above their heads! They’ll talk about this one
for a long time!

There's a little known fact about the older
Polaroid cameras that you can exploit in this
unbelievable demonstration!

First, you'll need to find one of the older cameras
in which you would manually pull out the picture
and develop it OUTSIDE of the camera. The
Colorpak II was one of the more popular ver-
sions of this brand and can still be found in sec-
ond hand stores and garage sales.

If you take a picture with this type of camera and
leave the picture in the camera (not pulling it out
to develop it), the next picture you take with the
camera will double expose itself over the first
one still in the cameral

So. . . before you take the picture of your train-
ing group, lay a black piece of material on the
ground and put a message sign at the top edge of
that material. The sign should be white with
black letters describing a final summary state-
ment you can use to conclude your training,
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Double Exposure

Load your camera with a black and white film
pack and take a flash picture of the dark materi-
al and sign. The dark material and the sign
should fill your viewfinder. Be sure and position
the sign in the picture so that it is at the very top
of the picture.

Now don't pull the picture out of the camera.

When you use this camera to take a picture of
your training group, you will find a neat little
sign with your summary message right in the
picture—across the top of your group picture!
It's spooky! It's unreal! It's definitely memorable!
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FLASH!

Holding a flashcube in her otherwise empty
hand, the trainer moves around the room with
this “portable volunteer finder.” Suddenly, as she
approaches one of the trainees, there is a bright
flash as one of the bulbs ignite. This process can
be repeated with all four of the bulbs in the
flashcube if desired. Or use it as an energizer
with the group holding hands and rubbing their
feet on the floor until the static electricity causes
the bulb to ignite! Great fun!

Purchase a box of disposable FLASHCUBES.
They must be the flashcubes that flash four
times. Don't buy a flash bar, since it won't work!

As you look at the bottom of the flashcube, you
will see four curved slots. Across the middle of
each slot inside the flashcube is a very very thin
piece of wire.

That wire is the trigger for the flashcube!
Anything you press against the wire will cause
that particular flashbulb to ignite!

Take a pair of scissors and cut a wedge of eraser
off the end of a pencil. If you insert that wedge of
eraser into one of the slots and press it against
the wire, the flash will ignite. However, you don't
want to do that just yet!
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Flash!

Instead, just gently insert the eraser until it just
touches the wire and you're ready to amaze your
trainees!

When the time is right, pick up the flashcube and
hold it between your index finger and thumb
with your thumb resting on the piece of eraser.

If you decide to use it as a group energizer, wait
until the group is rubbing its feet at a feverish
pitch and then use your thumb to push against
the eraser!

FLASH! Your group will stumble back to their
seats in amazement as little lights dance in front
of their eyes!

e ——
86 Tricks for Trainers Il Copyright 1993, Resources For Organizations, Inc. All rights reserved.



gﬂKS@TBA‘NERS‘X Section Two Propless Magic for Trainers

STEP RIGHT UP I!

Don't just point to someone when you need a vol-
unteer. Select them by magic! Four large cards
(patterns supplied in the book) are used with
words printed on each card. When the cards are
selected and then read in order, they say “LET’S
HAVE SOMEONE VOLUNTEER. .. THAT'S A
GOOD IDEA! .. . WHO WILL DO IT? .. .1
WILL!” Even though the selection looks random,
the trainer actually has complete control over
who gets the final “I WILL’ card. A great joke to
pull on that fun-loving person in the training

group.

Make copies of cards #1, #2, #3, & #6 from
this book.

Have them printed onto card stock and laminat-
ed if you plan to use this a lot!

When you need a volunteer, decide who'll be fun
for what you have in mind and introduce the
four cards with their backs to the audience.

Card #6 is the force card and should be one of
the middle two cards when the four cards are
fanned for a selection.

Go first to the person you want to volunteer and
ask him for a number between one and four. Say
it boldly and it won't be analyzed.
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Step Right Up [!

Needless to say the only two numbers possible
are 2 or 3. Count from either the right end or the
left end of the fan so that the first person gets the
force card #6.

Now, have any other person state which card she
wants by saying either 1, 2, or 3. Count to their
selected card and give it to them.

Then have someone else give you either number
1 or 2 and give them their selected card.

Finally, give away the remaining card to the final
volunteer.

Each person will read the message on their card
beginning with #1. . .then #2 ...then #3 ...
and finally #6.

The person reading card #6 has indeed volunteered.

This will not seem like a magic trick to the
trainees until you use Step Right Up II later in
the session. Then they will see that all isn't what
it appears.
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STEP RIGHT UP II!

After you've used “Step Right Up I,” use this one
by adding two more cards to the four used
before! The same person still gets the volunteer
card! He’ll know he’s being picked on now!

Similar to STEP RIGHT UP I except that this ver-
sion uses SIX cards.

Make a copy of all six cards found in this book—
printing them onto card stock and laminating
them if you plan to use this game frequently in
your training,

As in Step Right Up I, the sixth card is the force
card and should be forced again on the volunteer
you used in Step Right Up L.

In order to get him to take the force card, place
card #6 third card in from the end of the fan as
you fan the cards with their backs towards the
audience.

Ask the person you want to get card #6 to pick
any number from 1-6. Depending upon what
number he states, you do the following to make
sure he gets the card #6 (the third card in from
the end).
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Step Right Up II!

Start from the end of the fan counting towards
card #6—tapping one card at a time.

| FRRER— Spell O-N-E giving
him card #6

. I P— Spell T-W-O giving him card #6

Bucssssmasmimrpanians Count 1-2-3 giving him card #6

T Count from the other end of the fan
1-2-3-4, he gets #6

B 5me e o wa s s Spell from this same end of the fan
F-I-V-E, he gets #6

- —— Spell from the original end of the fan

S-I-X, he gets #6

Each of these processes will have the first
spectator landing on card #86.

Now have the others give you numbers and count
to their selection until all of the cards have been
distributed.

Finally, have the volunteers read their cards in
order from 1-6. The group will laugh as they
realize you've selected the same trainee again!

——_-__—-:__-_————_———
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DIVIDE AND DECIDE!

This is an apparently random way of giving away
a prize to one of the trainees. Even though there
are six very expensive prizes and one inexpensive
prize, the trainee always get the inexpensive
prize!

The supposed fairness of this game is found in
the title of “Divide and Decide.” If a pie was being
cut and shared between two parties, the fairest
possible way to divide the pie and distribute the
pieces would be for one person to cut it into the
two pieces and then the other person decide
which piece each party received.

Although this game appears to adhere to that
most fair system, you will soon see that the game
is always under the control of the trainer. She
decides which prize is finally won by the trainee!

Take seven index cards and print a different
prize on each index card. Make the prizes fabu-
lous on six of the cards, since you'll never ever
give them away. You might offer a new car, stereo,
entertainment center, boat, cruise, cash, etc.

On the seventh card, make sure you list a prize
that you are prepared to award.

Even though the cards will be shuffled and
placed face down on a table in the front of the
room, you as the trainer must always know
which card has the inexpensive prize. Make a
small mark on the back of this card so that you
can identify it at all times.
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Divide and Decide!

THE TRAINER MUST ALWAYS BEGIN with the
excuse of showing the trainee how the game is
played. The trainer places her hands on top of
two prize cards. The trainee decides which of the
two cards (being touched by the trainer) will be
eliminated. The eliminated card is then read so
that everyone knows which prize the trainee has
failed to win.

RULE #1: The trainer NEVER places his hand
on the inexpensive prize card when it is her turn
to touch two of the prizes!

Then the trainee touches two prizes and the
trainer decides which one is to be eliminated.
This card is read to see which prize the trainee
has failed to win now!

RULE #2: The trainer NEVER has the trainee
remove the inexpensive prize card when she
selects the prize to be eliminated.

As long as the trainer adheres to the two rules
stated above, the inexpensive prize card will be
the one remaining after the others have been
eliminated.

3
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SECTION THREE

Teach Them A Trick

The following TWELVE magic tricks are designed to be
performed and then taught to the members of the training class to
help emphasize a point with hands-on involvement.
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INVISIBLE BALL TRICK

4 A
With a paper lunch sack and their imaginations, the
trainees will be doing “invisible ball juggling” in no
time! With a little musical background, it's great fun
as they actually hear the balls land in their sacks!

What a fun imagination energizer this becomes!

— Pass out lunch sacks to everyone in the group

and ask them to open them up and fold down

\_ '/ the top as though there really was something
inside the sack. Have them open the top of their
sack, reach in and pretend to take out a ball
about the size of a ping pong ball. Have them
hold it up so that others can see. While they con-
tinue to hold theirs, throw your ball in the air,
watch it with your eyes and then have it land in
your sack with a loud THUD!

The secret to making the sound is to hold your
sack between your two “snapping fingers.”
Usually these fingers would be the tip of your
thumb and your middle finger. Hold the paper of
the sack deep in the crotch of your thumb and
snap your fingers. If you slightly drop your arm at
the same time this snap is made, the illusion is
perfect that something has landed in your sack!

You can bounce it off the ceiling and catch it in
your sack! You can bounce it off the wall and
catch it in your sack!

You can even bring two people to the front of the
room, add a little music and watch your “invisi-
ble ball juggling” routine with one tossing it to
the other and then back and forth again! Your
group will have much fun experimenting with the
possibilities!
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Rainbow Wheel

e eSS e ]
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RAINBOW WHEEL

This black and white wheel can be made into a
top by inserting a short pencil through the center
hole. Then when it's spun on the tabletop, colors
appear in the wheel. It's great for illustrating how
we can often see the positive in situations if we
just look closely enough!

Reduce the pattern supplied to make a wheel for
each person in your training class. A wheel with
about a 3 2" diameter works well. Use heavy
white posterboard stock for best results.

When a sharpened golf pencil is pushed through
the center hole, the circle can be spun on a table
just like a top. However, the most interesting
phenomena occurs. Even though the wheel is
clearly only black and white, colors appear in the
wheel!

You might also want to consider using the
graphic in its present size. Make a copy on white
paper and then glue the paper to a piece of card-
board backing. Insert and attach this wheel to
the end of a drill bit inserted into an electric drill
(with variable speed).

Now you can rotate the wheel so that several peo-
ple at once will be able to see the colors!

The application is graphic! When we look closely
with a positive outlook, we can usually see some
color in even the most drab situation!
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CHALLENGE VANISH

The trainer places any content oriented item
under a handkerchief. Group members feel the
item under the handkerchief. Suddenly, the
trainer whips the handkerchief away and the
item is gone! The handkerchief may be exam-
ined! When this one is explained to the group,
many applications present themselves.

Any small item (possibly even representational of
content under discussion) is placed under an
opaque handkerchief.

The trainer holds it through the handkerchief
and allows members of the training class to
reach under the handkerchief and actually feel
the object to prove that it's still there.

The trainer returns to the front of the room and
suddenly whisks the handkerchief away! The
item is GONE!

How did it happen?

The class brainstorms on the possibilities before
the trainer explains. The last student to feel
under the handkerchief is a secret accomplice
arranged beforehand! This student actually
removes the item from under the handkerchief.
However, the trainer continues to hold the hand-
kerchief as though it is still there.

Upon returning to the front of the room, the vanish
comes as a complete surprise to everyone in the
class (well. . .0k . . . almost everyone in the class)!
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OVERHEAD!

One of the trainees leaves the room so he cannot
see what's happening in the room but remains
within listening distance. The trainer moves
around the room holding her hand above differ-
ent members’ heads and saying simply the word
“overhead.” Then she stops and says “Over
whose head?” and the out-of-the-room trainee
correctly names the person where the trainer has
stopped. This is repeated until someone in the
group begins to figure out how it's done! This
one really requires great observational skills!

The description pretty well tells the effect of this
most puzzling demonstration.

Prior to the performance, the trainer and his
assistant have arranged that the trainer will say
the words “Over whose head” only when he is
standing with his hand over the head OF THE
LAST PERSON TO SPEAK JUST BEFORE THE
ASSISTANT LEAVES THE ROOM!

This system works great particularly when the
assistant stands by the door and leaves immedi-
ately after someone makes a comment!

The group will go crazy trying to figure out the
system. It takes great observational attention to
detail.

This demonstration could actually be done sev-
eral times throughout the course of a day until
someone begins to discover the pattern.
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A LITTLE HELP FROM MY FRIENDS

This time several trainees are led from the room
and brought back in one by one as the trainer
presents a magic trick with the help of others in
the group. Eventually, the trainees begin to catch
on to how the magic is done and the importance
of observation is underscored again!

This demonstration differs from the previously
described presentation entitled OVERHEAD!
since in this version the entire group knows how
the magic is done with the exception of the two
or three volunteers who are brought into the
room to participate in the demonstration.

On a small table in the front of the training room
is a table, three coffee cups, and any item small
enough to fit completely under one of the coffee
cups.

As one volunteer at a time is brought into the
room, the trainer turns her back and asks that
volunteer to place the small item under any of
the cups on the table.

She turns around and time and time again cor-
rectly identifies which cup the item has been
placed under!!!

The secret is simple and bold. When the volun-
teers are still out of the room, the trainer
explains that each person in the training group is
to sit with the left eye closed if the item is placed
under the left cup, the right eye closed if the item
is placed under the right cup, and both eyes
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open if the item is placed under the middle cup.

With only a quick glance at the group, the trainer
will know under which cup the volunteer has
placed the item. The trainer should immediately
draw all attention to the cups and away from the
audience as she passes her hand over the cups,
etc. to discern the correct cup.

Do this several times before telling the volunteer
how it's done. Then the volunteer can sit and
watch the next one come in and repeat the
process.

Take time at the end to analyze why it was diffi-
cult for the volunteer to spot the rather obvious
method to the trick.

Observation of details and the focus of the atten-
tion would certainly be two essential ingredients
that make this trick possible. Can you find others?

A Little Help From My Friends

w
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Section Three Teach Them A Trick

GENIUS TEST

Made from a playing card, a string and two
washers, this puzzle challenges the most creative
as they seek to remove the washers without dam-
aging the card! Great for encouraging creative
problem solving!

The secret is shown at a glance in the drawing,

To set up the apparatus, bend the top of the card
down, then pull the paper strip through the hole
as shown. Thread the washers through the strip,
then straighten the apparatus. The result is
shown.

When a volunteer gives up trying to free the
rings, put the puzzle out of sight turning your
back. Then show him that the rings are
removed!

Finally demonstrate how the puzzle is solved—
taking time to analyze what makes it difficult to

figure out.

The trainees will find that they have limited
themselves with rules of their own making in
seeking to solve this puzzle! We do it all the time
in many different situations!
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COUNTING SHEEP

No matter how slowly the trainer states the ques-
tion, the group has trouble understanding what
he’s trying to say. Great for working on commu-
nication and listening skills!

Say the following sentence to your group and ask
them for the correct answer:

“A man had twenty sick (26) sheep. One sheep
died. How many sheep did he have left?”

When presenting the problem to the class, ver-
bally tie together the words “twenty sick sheep”
without breaking between the words “sick” and
“sheep.” Even without hurrying those words, it
will sound to your audience like you said “twen-
ty-six sheep.”

When the class responds to your question with
the answer of “25,” tell them that the answer is
wrong and offer to repeat the problem again.

When you're ready for them to guess what's hap-
pening, tell them that the correct answer is really
“19” and repeat the problem again.

Finally, someone will figure it out! The explana-
tion emphasizes the importance of good commu-
nication skills in creating a successful problem
solving environment.

-——-__'_-=—'————————-————'__—'—___—-————_—_
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e N WINI WIN!

Using an old carnival game, the trainer illus-
trates the nature of a win-win negotiation!

This is a great demonstration of an old carnival
game. Many unknowing people had their money
taken by this swindle.

Double a belt in half and then roll it. Have a
spectator attempt to find the true center loop by
inserting a pencil into the loop—holding both
ends of the pencil securely in his hands. Now if
you pull on the two ends of the belt, the belt will
f \ catch on the pencil if he chose the true center
loop. The belt will fall away from the pencil if he

didn’t catch the right loop.
ﬁ 0 Here is how to always be in a position where you
P ' control the outcome of this innocent-appearing
game. When you double the belt make sure that
the buckle side is a little longer than the other

end of the belt.

\ / Then roll the belt so that the buckle end is on
the inside of the other end when the rolling is
completed. Now have the spectator insert the
pencil. If he guesses wrongly (you'll know by sim-
ply paying attention as you roll the belt), simply
pull on the two ends of the belt, and the belt will
fall free from the pencil.

If he should happen to guess correctly, release
the tip of the belt (without the buckle), and it will
swing around to the buckled end.
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Then pull both ends of the belt, and the belt will
fall away from the pencil.

You can make it so that the person will either
win or lose as you desire.

At first, when no money was involved, the carni-
val operator would make it so that the spectator
would always win. This would build the specta-
tor’s confidence in his abilities to make money
with the game.

You can teach this to your trainees as a perfect
example of creating a win-win situation. Teach
them how to make the spectator a winner no
matter what choice he makes.

They’ll have fun with this one!

Win...Win...Win!
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PSYCHIC CONTENT REVIEW

This mindreading trick can be customized to any
content review (thirty questions). As the trainees
work the trick on each other, they are actually
reviewing the material!

This fun method for review actually teaches your
trainees a magic trick while they review up to
thirty questions of content!

Make a list of thirty questions that will summa-
rize the content you'll be teaching,

Use six 4" x 6" index cards and head one of the
cards with the word ‘QUESTIONS.’ Type the thir-
ty questions on the front and back of this card
numbering the questions 1-30. It will look some-
thing like below:

QUESTIONS

Define the term “role play.”
Describe a simulation game.
Explain an Early Bird Exercise.
Etc.

Etc.

Etc.

2 01 i Coha h=

Number each of the other five cards at the top of
the card #1, #2, #3, #4, #5. On these five index
cards, type only some of the (30) questions on
each card. The pattern below tells you which
numbered questions you will type on each card.

]
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HOWEVER, DO NOT NUMBER THE QUESTIONS ON THESE
INDEX CARDS. SIMPLY TYPE OUT THE QUESTION ITSELF.
Now make as many copies of your cards as you have students
in your training class.

1 2 4
3 3 5
5 6 6
7 7 7
9 10 12
11 11 13
13 14 14
15 15 15
17 18 20
19 19 21
21 22 22
23 23 23
25 26 28
27 27 29
29 30 30

8 16

9 17

10 18

11 19

12 20

13 21

14 22

15 23

24 24

25 25

26 26

27 27

28 28

29 29

30 30
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Psychic Content Review

Reproduce it on card stock if at all possible. Cut
the individual cards apart so that each person will
receive six cards—one master question card and
five different numbered cards.

In performing the magic trick, explain that you
will be doing a little mindreading trick. Hand the
master question card to a volunteer and have her
mentally select one question on the card. She is
to say nothing. She is only to remember the
question she mentally selects.

Now take back the master question card and
hand her the other numbered cards one at a
time. Have her keep the ones that contain her
question. She should give you back any card that
does NOT contain her question.

Use the ones she gives you back to figure out
which numbered cards she STILL HAS IN HER
HANDS. These are the cards that hold the key to
figuring out which question she has selected.
Have her concentrate hard on her question.

Use the following process to determine her
selected question. Here is where the numbers at
the top of the cards become important. Each
numbered card has an easy to remember value:

Card 1 has a value of 1
Card 2 has a value of 2
Card 3 has a value of 4
Card 4 has a value of 8
Card 5 has a value of 16

Each card is worth twice as much as the one
before it. It's easy to remember the values that way!
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If your volunteer KEEPS cards numbered 1 & 2,
you add the values of those cards as given above
(1 + 2), and you will know that she is thinking of
question #3 on your master question card.

If your volunteer KEEPS cards numbered 4 & 5,
you add the values above (8 + 16), and you will
know that she is thinking of question #24 on
your master question card.

If your volunteer KEEPS cards numbered 1, 2, &
3, you know that she is thinking of question #7
on your master question card (1 + 2 + 4).

Even though you know the answer, don't answer
the question immediately. . . make it dramatic!
Get the question letter by letter. . . or a picture in
your mind. Only tell her the answer to her ques-
tion AFTER you've put the master question card
and her discarded cards away. Make it seem as
though those cards had nothing to do with how
the trick works.

Afterwards, pass out the cards so each trainee
gets a set and teach them how to do the trick.
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