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"There are only two ways to make a lot
while you're young:
One is to entertain the public;
and the other is to cheat it."

—Kathleen Winsor

"Mankind luv to be cheated,
but they wants to hav it dun by an artist..."

Josh Billings

"0 what a tangled web we weave,
When first we practise to deceive..."

—Sir Walter Scott

"But when we've practiced quite a while—
how vastly we improve our style."

Whit Haydn



Fast and Loose
Introduction and History

The street swindle known asFast and Loosedates at least to the early Renaissance, and probably
back into the Middle Ages, making it much older than either of its nefarious cousins—theShell Gameor

Three Card Monte.In all three scams, the intent of the operator is the same.

In the marketplace, a friendly man sets up a table. He takes a thin strap of leather, the type that
the men of the period would use in a garter to hold up their stockings. He folds the strap in half, and then
winds it into a coil, forming two identical loops in the center of the coil—one the folded center of the
strap, and the other its first fold. These loops look identical.

The fast-talking stranger challenges a spectator to place a stick in thetrue center loop—the one
that holdsFastto the stick when the two ends of the strap are pulled. If the operator pulled and the strap
cameLoose,the spectator lost his bet. Since the operator could secretly change how the two ends are
pulled away, he could always win.Fast and Loosewas also calledPricking the Garter.

`To play fast and loose' has come down into our language as a slang phrase meaning `to act
foolishly or recklessly':

`To play fast and loose' is a phrase that appears both inLove's Labor's Lost and in King John and is
attributed to Shakespeare as often as `It's Greek to me.' But the OED finds the phrase in 1557 as the title of
an epigram in a popular miscellany (what we would now call an `anthology'). The phrase originally
referred to a sleight-of-hand trick.

--Michael Macrone,Brush Up Your Shakespeare!

Sometime in the 18th or 19th century, the scam was resurrected with a new method one which
used a continuous loop of string. The scam artists who worked the docks would often play this con on a
barrel top for the sailors. This new version of the game was calledOn the Barrelhead,from the phrase,
"Put your money on the Barrelhead." It was also known asThe Figure Eightand later asThe Endless

Chain. Twoor more loops are formed within the circle of a string (See Figure 1 below). The spectator
bets on which loop will hold Fast. In this version, it doesn't matter in what manner the string is picked
up. Instead, the important thing is the method used to lay it out. Laid out in one pattern, one of the loops
holds Fast. Laid out in what looked like an identical pattern, none of the loops would hold Fast the
suckers couldn't win.

Since the theme of both the olderPricking the Garterand the newerOn the Barrelheadis the

same, and the termFast and Loosemakes a good general heading for this type of trick, I have always
taken a liberty and used the termFast and Looseinterchangeably for either swindle whether one plays
On the Barrelheador Pricking the Garter,one is playing a game ofFast and Loose.

If B is released first, then B and A are allowed to
unwind together clockwise until they come all the
way around to the right. They are pulled awayA
together off to the right.

i
' If A is released first, then A and B are pulled

off together to the right

If strap A is released first, the `x' loop holds Fast; if B is released first, the strap turns inside-out--'y'is Fast.
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This also allows me to use the history of both games in my patter without bothering to explain
the differences between them. I also think that the nameFast and Looseconjures interest in the minds of
the spectators, has better potential for patter, and is easier for them to remember.

George Blake can be credited with reviving interest in this nearly forgotten swindle with his
1949 publication ofLoopy Loop A Treatise on the Endless Chain.He notes that the method of the old
racetrack game was first published by Ellis Stanyon in his series No. 6, `New Miscellaneous Tricks' in
1900. But this was little more than a diagram of the basic layout and brief explanation of the secret.
Blake was the first to publish an entire routine with theEndless Chain.We owe him a lot.

A wonderful magician and a mentor of mine, the late Dick Snavely of Raleigh, North Carolina,
was the first to show me theEndless Chainback in 1964. His routine was pretty much straight from
Blake's book, and he used Blake's practical and impressive method for the magical appearance of the
chain, the various penetrations, and theFalling Knot, as well as presenting the con game aspect.

I was only fourteen, but I remember Dick's performance vividly. It was the swindle part of the
routine that grabbed me. Through the Sixties and Seventies, other routines came out that also seemed to
focus on the magical aspects of the chain•the appearance from nowhere, the penetrations, etc., rather
than on the con game.

In the late seventies, I began playing with the chain and wondering how it could have actually
worked on the street. It seemed to lack some of the sophistication in methodology that it needed to make
it pay. The premise of the game is never convincingly laid out. People could suspect something is not
fair•either the chain ispicked up in a secret manner so that it will hold fast or come loose at the whim
of the operator, or the chain islaid out in such a manner that neither loop will hold fast.

In many of the routines, the figures contained three or more loops from which the spectator was
to choose. Once the chain is pulled away from the spectator's finger, there is no way to prove the other
loops the spectator might have chosen would have fared any better. Even a suspicion of this sort is
enough to cause the audience to lose interest in betting on such a game.

The designs of the loops were difficult to follow; unless the workings of the game were made
more simple, and the basic fairness of the game made indisputable, spectators would hesitate to put their
money on the line. I assumed back then that the old hustlers had some methods that had been lost to us.
Now I suspect that the shills made up for the weaknesses in the game. The word shill, by the way, comes
from the Welsh wordshillaberwhich meant `a fellow participant in a job of work.' Shills are the
operator's co-conspirators in the `work' of relieving suckers of their money.

Some of the ideas in Blake's book didn't make sense to me when studied from the point of view
of a street swindler. For example, Blake suggests opening the chain part way to show that one loop is
always a loser (see Figure 15). He said that the spectators would not believe the operator on this point,
and would bet on that loop eventually anyway. It seemed to me that this procedure would immediately
suggest to the spectator (even subliminally) that if one loop is never Fast, and the other is only
sometimes Fast, the chain could be set up so that neither loop held Fast. If I were the spectator, this
would be enough to keep me from playing!

On the other hand, in playing with this strange-seeming move, I discovered something
interesting. The chain opened identically whether it was set for both loops to lose or for only one to lose.
In fact, as I tried to understand the pattern of the chain by opening it this way and taking it apart, I found
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myself getting more and more confused. This gave me the basic idea forOpening the Chaininstead of
pulling it away from the spectators finger, and of using this move toSell theLie—that one loop is always
inside the circle of the chain. I also came up with the idea ofTying the Knotto make it seem a losing
loop held Fast. These ploys are explained later.

In 1980, I showed these ideas to a very creative magician, Lee Earle of Phoenix. He later
suggested the method for replacing the loop after theOpening the Chainmove in such a way that the
loop the spectator did not choose would now hold Fast. Now when the spectator has a choice of two
loops, neither of which hold Fast, he can be shown convincingly that his choice could not hold Fast, and
at the same time, the other loop would have held Fast. A killer idea! This gave me the necessary
ingredients for a routine, and in 1982 I published this routine inWhit Haydn—Fast & Loose.

For the past four years, I have been working with `Chef Anton teaching a four week course at
theMagic Castleon street scams—short conssuch asFast and Loose,theShell Game,and Three
Card Monte.We call it theSchool for Scoundrels.Anton is the two-timeNational Trick Shot
Champion at Pool,as well as a professional magician and amateur hustler. Anton and I have come up
with many new ideas that giveFast and Loosethe kind of depth and finish that it needs to be a complete
street con.

Our interest in theSchool for Scoundrelscourse is to study the methods of the scam artists to
see what we as magicians can learn from them. UnlikeThree Card Monteand theShell Game, Fast and
Loosehas been rarely seen since the end of the nineteenth century. Little about the actual con game has
been written. Most of what has been written is with a view to creating entertainment an exhibition
routine—not for working the streets.

We felt that to take an ancient swindle likeFast and Loose,for which most of the methods and
variations have been lost to history, and try to develop theploys, hooks,andcome-onsneeded to make it
work on the street is a great educational experience. We have been seeking ways to take money from the
gullible so that we can learn something about our own art magic. What we are looking for here is not
necessarily a description of the way the game was played for money, but of a way that would work.

The sort of depth with which we will go into the game is way beyond what will be needed for
almost any exhibition routine. In fact, putting too much of this stuff into any one routine would make it
too long and complicated. Most of these ruses are only useful when one is actually working the game for
money. However, knowing these concepts can be useful when challenged by a spectator, when working
on new routine ideas, or when in a situation where it is necessary to keep the game going for some time.

I have usedFast and Looseto draw a crowd to a trade show booth, for instance. In such a
situation, I want to keep the game up for as long as it takes. I have also played the game to raise money
at charity events like a `casino night.' There I was pretty much working the full swindle. Even Blake
mentioned a friend who raised money for a chapel fund this way, and I can picture it being used at
church carnivals andRenaissance Fairesas an actual con game, even though for fun and charity. So
there may be times when a magician wants to perform the game just like a conman.

We also want to give you some ideas for exhibition performances, and have included both my
original routine, Chef Anton's routine, and as a special treatthe famous Jules Lenier routine. We feel
that these three routines exemplify some of the ideas we have developed from the street version of this
ancient finagle and explained here, and therefore we consider them part and parcel of theSchool for
Scoundrels' approach toFast and Loose.



The School for Scoundrels Approach

There are certain basic rules in theSchool for Scoundrelsapproach to this game. First, we
believe that the pattern in which the chain is thrown should never vary. The idea is to make it as
annoyingly simple as possible so that the spectator keeps thinking he is close to a solution. The chain is
always laid out either in the openHour Glass,or the closedFigure Eightwhich are actually variations
of the same pattern. TheFigure Eightis formed by pushing the top and bottom strands of chain in the
Hour Glasspattern to the center:

Figure 1

Hour Glasspattern (French Rope Chain)

Figure 2

Figure Eightpattern (French Rope Chain)
The top and bottom strands of theHour Glassare pushed into the center
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The temptation to make more complicated patterns—in which three or more loops are laid out—
should be resisted.The Double Figure EightandThe Flowerare examples of complex patterns that are
described in Blake. Fred Lowe does a whole routine with theFlowerpattern in his entertaining and
cleverSuper Chain.We feel however, that complicated patterns tend to confuse and put off the spectator
in the long run. Remember, if the spectator feels that he can follow the pattern, he is more likely to bet.

Flowerpattern can be set so that all or none of the center loops catch.

We leave the chain spread in theHour Glasspattern most of the time, and that is the way the
scam artists did it in the 1800's. TheFigure Eightwas evidently an origination of Blake's designed to
keep the spectators from picking the triangular spaces. This is useful since theFigure Eightpattern can
be shown, and the spectators told that this is how the game is usually played, but,"Since you are just
learning, we will play with the pattern spread in theHour Glassto make it simpler to follow." This
helps show why they can not bet on the triangle spaces between the loops, but only in loops `B' or `C':
("If I was trying to take advantage of you, those would be closed into theFigure Eight"). In my
routine, I sometimes form theFigure Eight,then spread it into theHour Glassbefore opening it.

The second rule is that the chain should be thrown most of the time in what we call theHalf-
Tablemethod. We will explaina Full-Table layout in Jules' routine. Other methods forFull-Tableand
Off-Tablecan be found elsewhere, and may have possibilities, but we think they usually should be
avoided. For example, the chain can be arranged into position in the hands and then laid onto the table.
This idea was first published in the Dennie Flynn routine (see Nick Trost). If the pattern is formed in the
air with both hands and the chain off the table, we call it anOff-Tablemethod of forming the layout.
There are someOff-Tableroutines currently in which the spectator chooses a loop while the operator
actually holds the chain in the air in aCat's Cradlemanner.

The Off-Tablemethods all suffer from the same problem. It is difficult to follow the creation of a
pattern in the operator's hands, and therefore the spectator is not likely to want to bet after it is laid
down. Even worse, theCat's Cradleversions keep the pattern in the operator's own hands for the whole
process. This gives the operator too much control after the choice is made, and might scare off any bets.

Blake had a method he called theEasy Figure Eight.This and similar methods we callFull-
Tablemethods because the chain is laid out flat on the table and then pulled or pushed into the pattern.
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Jules Lenier, whose routine is included in this book, and John Fedko (see Fedko) have excellent
exhibition routines; each using very differentFull-Table layouts.Full-Tablemethods are fine for short
routines and exhibition, but they do not hold up well under a lot of repetition. They are just too easy for
the spectator to reconstruct.

Blake taughta Half-Tablemethod with which we will begin. Ina Half-Tablemethod, one hand
holds an end of the chain on the table, and the other hand starts in the air and lays the opposite end of the
chain down into a pattern. TheSchool for Scoundrels'Half-Tablemethod has so many variations that it
is difficult to reconstruct, and yet it looks deceptively simple. We will describe it later.

The third rule is that the operator must begin toSell the Lieas soon as possible, and constantly
reference back to it. The `Lie' is the assertion that one loop is always inside the circle of the chain, and
the other loop is always outside the circle of the chain.Opening the Chain,theLee Earle Move, Tying
the Knot, Showing the `U' Shape, Opening into the `U' Shape,and many other of the moves and ploys
described below are simply different ways toSell the Lie.

Finally, in an exhibition routine, it is important to offer some sort of explanation as to why the
operator wins more than he loses. There are several ways to go with this.

The operator can claim a psychic ability to predict how someone will bet, or to read the
spectator's mind after he makes a choice. The operator can claim he reads the body language or `tells' of
the spectator. The operator can claim his experience in the game enables him to predict the behavior of
the spectator through psychology or common patterns of guessing.

The explanation that the operator can somehow manipulate the spectator's choices through
suggestion, Neuro-Linguistic Programming, or some other form of mind-control can also be used.

Some explanation should be given that (a) hooks the spectator's interest, (b) challenges his ego
so that he wants to disprove the claim, and (c) steers his thinking away from the true secret. This is made
necessary in exhibition routines, because the operator is going to show unusual success or look like an
incompetent. When the operator is always winning, the game begins to look more rigged than it would
look when the money is really being taken.

On the street, the scam is played just as a game of chance. The crowd keeps changing, and there
is little opportunity to give a lot of explanation. The sucker has an even chance to win some money the
operator can even offer two-to-one odds safely on a fifty/fifty bet. As long as the game seems fair, and
the spectators are winning about half the time (that half is all won by shills), the sucker should continue
to feel he might win. His ego is hooked by the success of the shills whom he perceives as less intelligent
and less astute than himself."Not one man in ten can follow the lay of the chain just by looking at it.
It's too complicated!" the operator challenges and the sucker assumes that he is that one in ten. With
some helpful suggestions from a winning player, confidence and avarice rise together.

These rules express the most important overall concepts in our approach to this ancient hustle.
Fast and Loosecan be performed with a piece of string or a solid gold chain. It packs small and plays
big. It is simple to learn, and easy to do. It has a built-in fascination that makes it a wonderful interlude
in a magic act, a terrific crowd gatherer at a trade show, or a bartender's favorite little pastime.

Before we continue to explore the individual moves, ploys, and dodges that make upFast and
Loose,let's talk for just a bit about the apparatus.
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What Kind of Chain?

Fast and Loosecan be played with many different types of string, cord, or chain. String is much
more difficult to work with because it either is too thin to easily catch the finger or, if thick enough, too
easy for the spectator's eye to follow the pattern. Further, string has a tendency to twist itself and spoil
the patterns.

Beads or ball chain have a disadvantage in that they tend to roll out of position unless used on a
close-up mat. Ball chain has a gritty, street feel that might have its advantages, and Jules Lenier likes to
use it since it can be easily tied into giveaway items (like key chains) for trade shows. A nice silver or
gold jewelry chain has an expensive, timeless quality that adds to the routine, and also a more confusing
pattern. Anton and I prefer this type. For the street, of course, go with a cheap looking chain.

We recommend a five foot long, medium-weight chain—one with a confusing link pattern such
as French Rope. This should be fashioned in an endless loop without visible catches or fasteners. The
triple links of a French Rope type of chain run smoother and tend not to catch and snarl, making it much
easier and more fun to work with. The Flat Link chain is much more inclined to tangle, and also a bit
easier to follow with the eye. This makes the perspicacious spectator's job a little easier, and therefore is
bad for the operator. In Figure 3 you can see a comparison of these two types of chain.

Fi' e 3

Flat Link chain (above) compared with French Rope (below)

Gazzo, the fantastic English street-performer, told me that he had seen the game played in
London on a piece of cardboard that had pictures of two silver coins—one heads, one tails—on the spots
where the loops would fall."Heads or Tails! You call the one that holds—you win."This could have
some intriguing exhibition possibilities, and has the advantage of keeping people from betting on the
triangle spaces. All the same, a close-up mat, table surface, or bar works fine.

Because the Flat Link chain is easier to trace with the eye, we will use it in the photos for the rest
of the explanations, even though we recommend the French Rope style for actual performance.



Beginning Moves
The Half-Table Layout

The first step is the simpleHalf-Tablelayout similar to one described in Blake'sLoopy Loop.
All descriptions are from the operator's point of view. The left hand holds an end of the chain down to
the table with the 1st finger and thumb as in Figure 4. The right hand is placed palm face up through the
right end of the chain. The right hand goes down through the chain as in Figure 6. The right hand lays
the chain down in a forward sweep, and then back toward the left hand (Figure 5). The right hand end of
the chain is laid down over the left hand end as the right hand turns palm down. This leaves the chain as
in Figure 8.

At this point, the left 1st fmger and thumb are placed into loop B' and the right 1st finger and
thumb are placed into loop `C'. These are stretched apart forming the chain into theHour Glasspattern
as in Figure 12. This is called the Fast/Loose chain layout. At this point, loop B' on the left will hold
Fast. If a finger is placed inside loop `B' and held down against the table and any strand of the chain is
pulled from any point, the chain will tighten into a double loop around the finger and hold Fast as in
Figure 13. If a finger is placed in loop `C' and the chain is pulled, it will come away from the finger
Loose.

By reversing the entire procedure, with the right hand holding its end to the table, and the left
hand goingDownthrough the chain and swinging it forward and around to the right, a reverse pattern is
created. Now the loop on the left (`B') is Loose and the one on the right (`C') holds Fast. It is just as
easy to throw the chain with only one fmger going down through the chain (Figure 7). This creates the
Loose/Fast layout.

Since the Fast loop is always on the side of the tabled hand, it is easy to tell which loop will hold
Fast and which will come Loose. If this were the only manner in which the chain could be laid out, the
spectators would quickly learn where to bet.

Fortunately for the operator, there is another method. If the same exact series of moves are
performed—but with the hand goingUp through the chain as in Figure 9then the pattern in Figure 11
results. The right hand begins palm up and finishes palm down just as before, but since the hand started
out with the fingers going up through the chain, a twist is added that changes everything. Now when the
chain is stretched into the hour glass pattern, both `B' and `C' will come Loose. The spectator can not
win. This is the Loose/Loose layout.

Again, this new procedure can be carried out with just one finger going up through the chain as
in Figure 10, and can be performed with the left hand moving and the right hand holding the chain to the
table. Either way, neither of the resulting loops will hold Fast.

The use of the whole hand or the one finger is strictly a matter of personal choice, although
Blake felt that it looked much more open and fair to use one finger. At any rate, the slight difference of
whether the hand goesUp or Downthrough the loop is undetectable. I have never had a spectator note or
comment on it.

This gives us basically three possible outcomes. Thrown with the right hand,Down through the
chain, `B' holds Fast, and `C' comes Loose—Fast/Loose. Thrown with the left hand,Downthrough the
chain, `B' comes Loose, and `C' holds Fast—Loose/Fast. Thrown with either handUp through the
chain, both `B' and `C' come Loose—Loose/Loose. These are the basics ofFast and Loose.
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Right Hand Throw Start Position—down through the chain.

Right hand loops the chain.
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Down through the chain hand.

Down through the chain--one finger.



11

Down through the chain layout—Fast/Loose.

Up through the chain hand.
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Up through the chain—one finger.

Up through the chain layout—Loose/Loose.
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The Hour Glass pattern.

Fast—double looped around the finger.
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Advanced Moves
Opening the Chain

Now we come to the advanced moves. I call this first oneOpening the Chain.Let's say that the
operator has thrown the chain with the right hand in theDown through the chain position. It will look
like Figure 14. `B' is Fast. `C' is LooseFast/Loose. The first time we do this move, it is in the
demonstration of the game. No one has bet. The operator is explaining the concept and rules.

The operator says,"The loop on my left is Fast. The loop on my right is Loose. I'll show you
why." He picks up the strand of chain that crossesover the center as indicated in Figure 14, and lifts it
to the right as in Figure 15. "Asyou can see, if your finger were pressed here(indicating `C')I could
lift the chain all the way off around it. Because you are outside the circle of the chain." Still holding
the chain in his right hand as in Figure 15, the operator puts his left index finger in loop `B' and presses
it against the table. He pulls the chain with the right hand until it is obvious that it can not escape the left
finger it is trapped in a single loop."If you had been in this loop, you would have won because you
are inside the circle of the chain. I couldn't pull the chain free no matter what I did." Now the
operator lays the chain back into the original layout as in Figure 14.

"I'll show you again."This time the operator lifts the chain as in Figure 15 and shows that the
right hand loop is Loose. He carefully replaces the chain as in Figure 14. He presses his left index finger
in `B' and picks up a strand of chain with his right hand."See...I can pick up the chain from
anywhere. No matter how I pull, it will hold Fast to my finger because I am inside the circle of the
chain. In fact, the chain will now be double-looped around my finger."He lifts up his left finger to
clearly show that the chain is circled twice around his finger."One loop is always inside the loop of
the chain; one is always outside."

So far, everything the operator has said is true, except that last line. That is our big Lie. That is
the concept we want the spectators to absorb. That is the wayOpening the Chainis first shown to the
spectators.

The truth is that the chain can be thrown in a slightly different way, and then both loops are
outside the circle of the chain. Lay out the chain again with the right hand, but this time with the hand
going Up through the chain. It will look exactly as before in Figure 14. Lift up the chain as in Figure 15



15

and put your left index fmger in `B'. Pull the chain from anywhere and it will be held fast in a single
loop around your left finger. Now follow all those steps again until you are in the position in Figure 15.
This time carefully lower the chain into its original position in Figure 14. Put your left finger in `B' and
with your right hand pull a strand of the chain. It will come Loose. Lay the chain out once more using
the Up through the chain throw with the right hand—Loose/Loose.

Now look at Figure 16. We know that neither `B' nor `C' can hold Fast. But if we open the chain
as in Figure 17, we can seem to prove that B is outside the circle of the chain, and `C' is inside. Replace
the chain as before, and you can lift it as in Figure 15 and show the opposite. Remember that we always
pick up the chain from the strand that is opposite the loop we want to show a loser, and that crosses over
the center. If you throw the chain from the left hand the other center strand will cross over the center,
and the chain will have to be pulled forward to the left to show `B' a loser, and back and to the right to
show `C' a loser—the opposite of what is shown in these pictures. Make sure you take the strand that
goes over the center.

From now on, when weOpen the Chainfor the spectators it will be to reinforce the Lie. We call
this Selling the Lie.The chain is always laid out in the Loose/Loose layout when there is a bet. Neither
side holds Fast. The spectator puts his fmger in `C' and presses down against the table with all his
might. The operator says,"I'll show you why you lost," and reaches with his right hand around the
spectator's arm to pick up the chain at the spot indicated in Figure 14. He pulls it up and around as in
Figure 15, and says,"See, you are outside the circle of the chain. No matter how I pulled the chain I
could never make it hold Fast in that loop!" The operator puts his finger in `B' and pulls the chain
tight saying,"Here, no matter how I pulled, I could not have pulled the chain free."

The first explanation ofOpening the Chaincould be as long or involved as needed. The chain
can be thrown from the left, and then the right and opened or pulled from several places until the
audience is satisfied with the fairness of the game. In the process, theDown throws from the left or right
hands will gradually leave an impression on the spectator's mind that the right hand throws Fast to the
left Fast/Loose, and the left hand throws Fast to the right—Loose/Fast. This partial misconception can
be put to good use in reeling the suckers in. During the demonstration phase, if someone catches on to
this left hand/right hand thing, I let them win when they guess this way. That is, until the money is `on
the barrelhead.'
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Lee Earle's Move

Lee Earle came up with this idea. The chain is laid out in the Loose/Loose layout. When the
chain is opened to show that the chosen side loses, the spectator is asked to pull away his finger. "There
is no way to make that loop hold Fast."At that point the chain is replaced, but twisted so that now the
loop not chosen will hold Fast.

"Put your finger in the other loop," the operator says."Now pull the chain from anywhere.
See! If you had chosen that loop, you would have won!"

Let's say we're in Figure 15 and `C' is chosen. Once the spectator realizes that he can't win, he
is asked to remove his forger. The right hand fingers now grasp the strand of the chain that comes down
between the right index finger and thumb into a loose fist. The hand moves over to the left turning palm
down. The knuckles of the right hand are now touching the strand of chain on the left side of `B'. The
right hand releases its chain, and the pattern is stretched back into shape with the first forgers and
thumbs as in Figure 12. This process replaces the loop witha twist—changing the entire layout.

At this point, the pattern looks the same as when the choice was made and lost, but now the left
hand loop (`B') will hold Fast.

When the left hand loop is chosen, as in Figure 16, the right hand 1st finger and thumb pull the
strand away as in 17, palm down. The right hand turns palm up, and the right fingers circle the chain as
it comes down between the 1st fmger and thumb into a loose fist, and the chain is picked up and dropped
onto the right side of `C'. Again the hand turns palm down in the process and the knuckles touch the
side strand on the right. This gives the loop a twist away from the operator—the layout is now
Loose/Fast.

Remember, that if the chain is thrown from the left hand, everything is slightly different. Be sure
you pick up the strand that crossesover the center. In the left handed throw, it is easiest to pick up with
the left hand to showeither loop. With the right hand throw, as pictured, it is easiest to pick up the chain
with the right hand.

Show that the chosen loop won't hold Fast as the hand is getting in position to replace the chain.
The action of pointing to the open space where the loop had been gives misdirection to cover the hand
taking the chain into the fist and turning into the correct position to replace the layout.

This is akiller move that can make this ancient con really work for the street. It enables us to
always prove that the other (unchosen) loop would have held Fast. This proves the fairness of the game.
It helps toSell the Lie.

Tying the Knot

Tying the Knotwas an idea that I came upon by accident. In pulling the chain one day, I startled
myself when it held Fast instead of coming Loose as expected. On a closer look, I realized that I had
accidentally tied a knot in the chain. I didn't want this to happen again unexpectedly, so I retraced my
steps and found out how I had made the knot. It was very simple.
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The chain is laid out Loose/Loose. Whichever loop is chosen, the operator takes the strand of
chain opposite the chosen loop that crossesunder the center of the pattern as in Figure 18. The chain is
then pulled up and to the side, tying a knot around the finger as in Figure 19. Figure 20 shows a close-up
of the knot.

Figure 18 shows the knot being tied around the left finger, the right hand lifts up and to the right. Figure
21 shows the knot being tied around the right finger. The left hand pulls up and to the left.

In the process of figuring out how I had tied the knot, I began to think of a use forTying the

Knot. It struck me that if the knot had startled and fooled me, then it would have the same effect on the
spectator. He would think his finger had held Fast when it was only tied in a knot. This suggested one
fmaI proposition to bring home the bacon. The operator throws the chainin the Loose/LooseHour Glass
pattern. The spectator is given a chance to bet:

"Pick either loop. Call it Fast or Loose. If you call it correctly, you win. If you call it wrong,
you lose. Double or nothing."
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If the spectator called Loose, I would reach down and performTying the Knot.If he called Fast, I
would let him pull the chain himself. What could seem more fair? It gave me a double or nothing bet I
couldn't lose, and a climax for the routine. What I discovered later was that spectators really expected to
lose, and were not surprised to be caught in the knot. They never examined it or questioned it. I found
that I could let it grab their finger, give a few light tugs to let it sink in, and then jerk the chain and it
would pull right out from under their finger, destroying all the evidence.

Even better, I found that the spectator would call "Fast" almost every time. This is because he is
trying to out-think the operatortrying to use double-reverse psychology. (`It always came loose
before. It is too obvious that it would be Fast. He expects me to say Loose. I'll say Fast'). This is the
better ending, since the spectator can `pull his own chain.' Years after having created what I thought was
a novel concept, I found out that Fred Lowe had come up with a similar idea for theFlower layout way
back in the Sixties in hisSuper Chainroutine (See Lowe).

Sophie Evans came up with the idea of using theTying the Knotmove withOpening the Chain.
Once the chain has been opened and the chosen loop proved wrong, the chain is replaced carefully and
fairly. The operator puts his own fmger in the other loop and doesTying the Knotto show that the other
loop would have held. In this case, the chain is pulled straight back toward the performer as in Figure 20
to help hide the knot behind his own finger. This ploy is especially helpfulif Lee Earle's Movehas
already been used and the spectators are watching carefully to see that the chain is replaced the exact
way it was picked up. The knot happens on the off-beat when they are satisfied that nothing has been re-
arranged. This gives us one more way toSell the Lie.

The only problem withTying the Knotis the outside possibility that in pulling the chain, a
spectator might accidentally tie a knot. In that case, the operator says,"Hold it, don't move your
finger. I don't think you are inside the chain. Look, you just tangled it up in a knot. I can still pull
it off your finger. You wouldn't be trying to cheat me, would you?" Of course, if this happens,Tying
the Knotcan not be used by the operator during the rest of the routine. If a routine is well designed, the
spectator would never get a chance to tie the knot.

Showing the Shape

Chef Anton and I were going over some of the possibilities presented by theFull-Tablemethod
of laying out the chain. While neither of us felt that it held up well under scrutiny and repetition, Anton
made the suggestion that it might be a useful way ofSelling the Lie.When we began to look at it that
way, it seemed to offer a lot of potential. Here's what we came up with:

If a lie is told many, many times it becomes the truth for people because they learn just to accept
it and not question. During our routines, we want to repeat and rehearse our lie for the spectators as
many times as possible. We want to draw their thinking back to it, and create a little box or prison from
which they can not imagine a way out.

The lie we want the spectators to accept is that there is only one pattern for laying out the chain,
and in that pattern, one loop is always inside the circle of the chain, and one loop is always outside the
circle of the chain. If we can paint a very simple picture in the heads of the spectators that describes the
layout of the chain, they are likely to return to the picture in their heads again and again looking for the
solution. The truth that we want to hide is that this picture is only one design, and in reality there are
more than one possible ways of looking at the problem.
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The chain is laid out on the table in a large rectangle. The left side of the rectangle is pulled into
the center almost to the other side of the rectangle, and the sides are squared a bit. We now have a
pattern like Figure 22 below.

The pattern in Figure 22 is shown to the spectators as a way of explaining and simplifying what
has been happening. This`U' Shapedemonstrates the essential pattern of the chain, the operator
suggests. If one's finger is inside the circle of the chain area `x'—then no matter where the chain is
pulled from, it will hold fast. If one's finger is outside the circle of the chain—area `o' then the chain
can be pulled free.

Now if we take one tongue of the as shown in Figure 24 and lay it on top of the other tongue
as in Figure 25, the resultant figure has three areas—'x', `o', and `xx'. If the left thumb and 1" finger are
placed in and the right thumb and 1" finger are placed in `o', and we then spread the figure into our
Hour Glass pattern, we have the loop on the left (`xx') that holds Fast, and the loop on the rightCo') that
comes Loose. This is all demonstrated of course without reference to these x's and o's. The operator just
points to the various areas and explains what is `inside' the circle and `outside' the circle. At this point
we can reconstruct the `U' and place it back into position as in Figure 25.
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Now we can demonstrate further that by spreading any one area with these four fingers we will
get one of three possibilities. Spreading `o', our fingers open out of the chain. Spreading `x', our four
fingers are eventually caught inasingle circle.When we spread `xx' our fingers are caught in a double
circle.

The spectators are shown that this`U' Shapecan be formed with the mouth opened to the right
as well as to the left. When the mouth opens to the left, the loop on the left holds Fast. When the mouth
opens on the right, the loop on the right holds Fast. The trick, the operator tells them, is that I have ways
to get the chain into either of these two positions that only the sharpest eye could ever follow.

What is not shown to the spectators is the pattern in Figure 23—the `twisted' throw that results
in Loose/Loose. In that pattern, life gets more complicated. If the tongue `x' is lifted onto tongue `y', the
resultant areas `xy' and `o' are both outside the circle of the chain. Two other areas, `x' and `y' are each
inside a single circle-each circle the reverse image of the other. So in this figure four areas are created.
This is a completely different picture indeed, and one that could clutter up the minds of our spectators.
That possibility—an alternative patternis the secret to our entire swindle.

Luckily, people tend to avoid the difficult way of looking at things. We want to constantly refer
the spectator's thinking back to the one Shape pattern, and further trap him in this over-
simplification of the problem.

Opening into the `U' Shape

Once we have shown the `U' Shape to our spectators and explained to them how it works, we
can refer them back to it in a powerful way. When the chain is laid out in theUp position (Both loops
lose), we can open it up directly into the now familiar Shape.

The spectator chooses loop `C'. The chain is opened as inOpening the Chain,but this time the
left hand lifts the chain and lays it down on the table to the front. The hands move away."Your loop is
outside the circle of the chain. But look..."
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The hands now straighten the chain out into theShape as in Figure 28 and 29. This is made
possible because in lifting the chain up and laying it down, it was twisted just as if we had doneLee
Earle's Move.

The operator points to `B':"If you had been here, you would have been inside the circle."At
this point, the operator picks up the upper tongue of the pattern drops it back on `B' and puts his left
finger in `B'. He pulls a strand of the chain, and once again, the chain is double looped around his
finger.

Opening into the `U' Shapedoes many things at once. It once again proves that the spectator's
choice was wrong—it is obvious that he is outside the circle of the chain. It reaffirms the lie, helping to
confirm the spectator's mistaken thoughts. It shows the `U' Shape again, helping to trap the spectators in
over-simplification. It proves that the loop that was not chosen would have held Fast.

It is a powerful and convincing maneuver.
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False Explanations, Come-ons, and Hooks

It seems as if this whole treatise has been about false explanations. Almost everything we have
done so far has involved some sort of deliberately misleading statements. We said in the beginning that
it was important to have some fake explanation for why the operator always wins in an exhibition.

The most important object of the entire enterprise is toSell the Liethat one loop is always inside
the circle of the chain, and one loop is always outside. Almost all the rest of the ploys we have described
are just ways of proving, simplifying, and explaining this false statement, and are false explanations
themselves.

But what we are going to be talking about here are the little lies that are used not so much to
support the big lie, but to keep people interestedto keep them from walking away. These are called the
come-onsandhooks.These are the fake explanations that are inside stuff, directed not at every spectator,
but at the special one."Don't go away, pal. Look I'll show you a little secret..."

We've already talked about one of these. This is the fake right hand/left hand explanation. This is
when we throw the chain back and forth first from the right hand, then from the left. The spectator
notices that the right loop catches when the chain is thrown from the left hand and the left loop catches
when the chain is thrown from the right.

This is an explanation that comes from the spectator, either through his own or another
spectator's observation.We call thisahook. The spectator thinks he notices an advantage, so he wants to
stick around to see if he's caught on to something. The operator is not responsible. The mistake came
from the other side.

Thesehookscan easily be created with the help of a shill. "Look...when his hand goes down
through the loop it holds Fast on the left. When its up through the loop, the loop on the right holds Fast."

A come-onis basically the same thing. An inside tip. But it is offered directly to the spectator
from the operator."Look, don't tell anybody, but I'll show you something to watch for..."An
example of this we callWatch my Finger.This was George Blake'scome-onfor the one finger throw.

In this ploy, the operator says,"Hey, let me show you something. When I start to lay the
chain down, my finger is through the loop of the chain. When I throw the chain down like this (see
Figure 8),the last loop my finger was in has got to be the loop that holds Fast. It was inside the
circle. See?"At this point, the operator forms theHour Glass,places his finger in the left loop and pulls
the chain taut."Still, you have to watch real close. I'm so fast most people can't follow."

The spectator now has something to spot when the chain is being thrown. The next time he bets,
he may win. When he thinks he has it figured out for sure•he will lose. The operator is responsible for
a come-onand when it fails to help the sucker, the operator will need to give him another fake
explanation. A good one in this case is called theDouble Cross.

This was one of Chef Anton's ideas. The spectator misses after following the operator's friendly
advice on watching the finger that throws the loop. In a friendly manner, the operator explains that the
spectator did watch the finger and the loop correctly but missed the follow-up. Once the chain was
down, the operator claims,"I tricked you. See, I crossed my hands like this(Figure 30)and then
uncrossed them as I spread the chain into theHour Glass.You've got to watch meall the time!"
These are the kind ofcome-onsa bartender might use with a regular customer.
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Another favorite ploy of Anton's is theWhip.Anton uses it just like theDouble Cross.In it, he
shows that he can whip the chain so that as it goes down it spins over, inverting the `U'. To do this,
Anton works on a smooth surface like wood. He brings his hand around and down with more force than
normal and when his right fingers touch the surface, he gives the loop a little counter-clockwise spin.
This causes the right end of the chain to flip forward and around where his left forgers can drop into `C'
just slightly more to the left than depicted in Figure 30. His fingers spread the figure into the Hour
Glass."Yeah,that's the Whip.You gotta watch for that!"

Blake uses the suspicion that the chain is pulled in a certain way to his own advantage asahook.
As soon as a spectator has chosen a loop, the operator asks him to pick a strand of chain to pull. When
he loses, the sucker blames himself for picking the wrong strand, and wants to try again to see if some
other strand works better. Blake suggests that another spectator should come up and draw the chain
away for the sucker. When the loop comes Loose, the assistant gets the blame, and then the effect can be
repeated with the assistant pulling a different strand at the sucker's direction, and still the victim loses.

Thesecome-onsandhooksare essential to keep the game going for long periods for the same
players, or when working for repeat players—those who have played with you before. The bartender
who keeps giving hints and friendly inside stuff away to his `best' customers will keep them playing and
find them getting their friends to play. Keep an eye out for newhooksandcome-ons.Some of these fake
explanations,hooks,andcome-onswill be suggested to you by your spectators. They are constantly
giving each other bad advice from whichyou might get some good ideas.

Finally, in the realm of Advanced Moves, we present theSchool for Scoundrelsmethod for the
Half-Table layout.
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The School for Scoundrels Half-Table Layout

The impetus for the development of this method was a routine by Dennie Flynn (see Trost).
Flynn was the first method published that described forming the chain patterns in the air. We call these
the Off-Tablemethods. Although Anton and I believe that theOff-Tablemethods are too complicated-
looking and so discourage spectators from betting, we were impressed by the cleverness and thought that
went into this routine. More than that, we were blown away by the method presented for making both
loops hold Fast.

We did not know this was possible! This excited us tremendously, and we set about to come up
with a method to create a Fast/Fast layout with theHalf-Table. It took us hours of fooling around, but
we finally came up with a practical way to do this first with theFull-Table,and then with theHalf Table
method. We will not go into theFull-Tablemethod in this work, but it should not be hard to construct it
from theHalf- Tablemethod.

To begin with, this method can be thrown from either hand. It produces four possible patterns
from either hand. The four patterns are Fast/Loose, Loose/Fast, Loose/Loose, and Fast/Fast. All the
patterns are thrown from theDownthrough the chain position. This enables us to use theHalf-Table
method asa come-on.Since we can throw from the left or from the right hand and still make either loop
hold Fast, the method is more versatile.

The fact that we can throw a pattern in which both loops hold Fast opens a whole new realm of
possibilities. For the last two years, Sophie Evans of Las Vegas has been using our method in a routine
in which women always win, men always lose—supposedly because boys never stuck around with girls
long enough to learn theCat's Cradlegame they usually walked off before the interesting part of the
game got started. There could be a routine where an audience member is assigned the job of shill, and
therefore never misses—even though he hasn't a clue how he wins.

The advantages for the street are numerous. The method can be used to lay the chain out as many
as four different ways—left forward arc, left backward arc, right forward arc, right backward arc. Each
of these will produce the same four layouts—Fast/Fast, Loose/Loose, Fast/Loose, and Loose/Fast (these
represent the loops from the operators point of view as in B/C). Each way produces a pattern slightly
different from the others, so the spectator hasn't a chance of figuring it out no matter how long he
watches.

To begin the throw, the right hand is in theDown through the chain position and circles around
as in Figure 28. The left hand (palm down) takes the chain out of the right hand and turns palm up as it
forms a new loop (`A') as in Figure 30. This loop is laid down inside the left end of the chain (Figure
31), thus forming three loops as in Figure 32—'A', `B', and `C'. This is theAway throw. It is called this
because loop `A' is formed by turning away from the operator. If theHour Glassis now formed from
loops `A' and `B'(Figure 35), loop `A' will be Fast and loop `B' will be Fast. If the Hour Glass is
formed from loops `A' and `C'(Figure 36), loop `A' will be Fast and loop `C' will be loose.

The Towardthrow is just as easy. The right hand in theDown through the chain position circles
around as in Figure28. The left hand approaches palm up as in Figure 33 and takes the chain from the
right hand. It turns palm down (toward the operator) as it forms loop `A' and sets it down in the left end
of the chain. The result is Figure 34. If the Hour Glass is now formed from loops `A' and `B', loop `A'
will be Loose, and loop `B' will be Fast. If the Hour Glass is formed from loops `A' and `C', loop `A'
will be Loose and loop `C' will be loose. There you have it! Things for the left hand throw are slightly
different—but still easy.
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Starting the layout always in `Down' through chain position.

Left hand (palm down) takes chain for `Away' throw.
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Left hand turns palm up for `Away' throw.

The left hand places chain down forming three loops.
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Loops A, B, and C in `Away' throw (Top of loop A crossesoverbottom of loop A).

Left hand (palm up) takes chain for `Toward' throw.
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Loops A, B, and C in `Toward' throw (Top of loop A crossesunderbottom of loop A).

Thumbs and 1 fingers spread Loops A and B.
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Fast and Loose Routines

Here are three professional exhibition performances with theEndless Chain.These audience-
tested routines can be a good way to learn the presentation of this classic, and a great resource for
creating new routines. We can trace the development of many ideas through these three works. We
present in order, a routine each from the Seventies, the Eighties, and the Nineties. Enjoy.

The idea of using counters, or cash in the routine was first presented in George Blake'sLoopy-

Loop. You will see that there are variations in these routines on how the money is set-up, presented, and
used in the performance. Jules Lenier has a way of making the situation humorous by the manner in
which he picks up the coins. It's his attitude. I have tried to use a similar approach in my routine. There
are many other ways to work with this. For example, the operator can take large denomination bills out
of his wallet and lay them down one at a time, as if adding to the pile he is offering to the spectator
should he guess correctly (see O'Brien).

Some form of counter or bet is important to keep the' flavor of a gambling game going, and to
hold the spectators interest. I have personally found that offering the spectators a chance to actually walk
off with silver dollars was a great draw for crowds in a trade show setting. Jules used the chain in his
trade show work as well, but not as his opening—he didn't use it to pull in a crowd. So his approach is
different.

In presenting an exhibition of this type, one key to success is the performer's interest and
enthusiasm for the game. Have fun playing with the spectators, and they will have fun. Be careful not to
say or do anything that makes the spectators, especially the participants, feel stupid or silly. Compliment
them on being such good sports. The performer wants the audience on his side, so that they are relieved
and happy that he didn't lose his money. The operator always claims,"I don't laugh when I win, and I
don't cry when I lose." The person playing a conman should be the hero, not the villain—at least in this
sort of theatre. After all, it is the greatest (and certainly mythical) conman who takes a fellow's money,
and that person—even though he knows he has been taken—still walks away happy. Since we aren't
even keeping anyone else's money, our job should be made even easier.

Jules Lenier Routine

With his charming and urbane manner, Jules Lenier could get laughs with the silliest jokes. Jules
proves the old maxim, "If your audience likes you, you can get away with anything." But Jules offers
plenty more than jokes. His smooth-as-silk manner always hides the sword beneath the cape. His magic
is deadly. Jules never fails to entertain with this routine. He epitomizes the real conman. Charming and
intelligent, and maybe a little scary. The kind of person you really would like to get to know.

Any of the hundreds of magicians who saw Jules perform hisOn the Barrelheadin theMagic
Castle'sClose-Up Gallery—or any of the top pros who learned it from Jules and kept it to themselves
for all these years—can tell you what a great commercial routine it really is. Jules' thinking, as well as
his humorous approach to theEndless Chain,has been a big influence on us. Chef Anton and I want to
thank him for allowing us to publish it.

Please study the economy with which Jules covers all the important bases. He is able to explain
the game, and overcome the audience's objections in the most efficient manner. The way he pulls the
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chain out slightly before the spectator makes his choice, and says, `I willpull from here,' helps allay
the suspicion that some variation in the way that the chain is picked up causes it to hold Fast. The
routine is filled with this sort of subtle economy the shortest possible exposition.

In his routine, Jules uses theFull-Tablemethod that was taught to him in New York by an
eleven-year old Perci Diaconis. Even though we feel that theFull-Tablemethods are not as deceptive as
theHalf-Tablemethods, the way Jules uses it overcomes the problems. He only makes the layout
Fast/Loose once. From then on, he always uses the Loose/Loose layout. So the spectator does not get a
chance to see any variations in method by the time he starts paying attention. Jules' routine is very short
as well, and that keeps the spectators from getting enough time to memorize any patterns.

Jules uses a ball chain on a close-up pad. He always begins by making a few silly figures with the chain.
In the first one, he makes a long thin line on the table by stretching the chain out between the points of
his index fmgers. He then takes both the strands in the center of the chain between his thumbs and first
fingers and moves them apart to make a little bulge or circle, in the center of the line.

"What's this? (Pause.) It's a worm with an ulcer."

Jules then forms the chain into a large square.

"That's a Lawrence Welk record."

Making a weird scriggly pattern with the chain, Jules would look up at the audience.

"A psychiatrist made a drawing like this out of a piece of chain and showed it to his patient. `What
do you see here?' The patient said, `It looks like a man and woman making passionate love.'

Jules would make another complicated, meaningless pattern with the chain.

"The psychiatrist ,said, `Then what do you see now?'
`Two men and two women making love,' the patient said."

Jules would make an even more bizarre figure.

"The psychiatrist said, `And now what do you see?'

The patient said, `Why that looks like a man making love to two women.'

The psychiatrist looked at the patient for a long time, and then said, `I think you must have some
sort of sex complex.'

At that the patient stood up, `Me? You're the one making all the dirty pictures!"

At this point, Jules would form the chain into theFigure Eight—Fast/Loose, using theFull-Table
method:
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TheFull-Tablemethod: In Figure 40, we see the chain laid out in a `U' Shape as described before. To
create the Fast/Loose pattern, the strand of chain at `x' is picked up and placed over the area `B'. When
`B' and `C' are stretched out into theHour Glass,`B' will be Fast and `C' will be Loose. To create the
pattern Loose/Loose, the strand of chain at `y' is picked up and placed over `B'. Now when Ill' and 'C'
are stretched into the Hour Glass, both B' and `C' will come Loose. The Fast/Loose pattern is only
done once in Jules' routine. From then on, the pattern is always Loose/Loose.

"This game dates back to the 1800's on the American waterfronts. Men would be waiting on the
docks to take away the sailors' money. In fact, they used to turn over the barrels so they could
work on the heads of the barrels. That's where we get the expression `cash on the barrel front.'

Jules makes theHour Glassinto theFigure Eight.

"It's a very simple game. I'll show you what I'm going to do. We'll play with my money, cause I'd
feel guilty taking yours. (He gives spectator 3 coins or poker chips)

"I'm going to make aFigure Eight. I will always pull the chain closest to me. One of the loops will
catch your finger and one will not. A winner looks like this...(Thechain is pulled)The other side
doesn't catch. That's a loser. I don't always have to put the one that will catch on the same side.
(Chain is laid out intoFigure Eightagain—Loose/Loose.)Sometimes I will put it on one side,
sometimes on the other. You have to try to outguess me, while I try to outguess you. Find the one
that catches and you win.

"Which side do you choose?"

Jules pulls the chain and the spectator loses. Jules slowly pulls the first coin back to his side of the table.

"Got the idea of the game?"



33

The chain is laid out Loose/Loose in theFigure Eight.The rear strand of chain (closest to operator) is
pulled away from the center of the eight a little over half an inch.

"We'll try again. (Indicating the strand of chain pulled back from the figure)This is the one I'll pull
back. Find the loop that holds and you have a winner."

Jules pulls the chain.

"I thought you'd do that."

Again Jules puts his fmger on a coin slides it across to his side of the table. The chain is laid out again,
Loose/Loose.

"I'll give you one more chance. I'll give you a good chance this time. We'll see if you can beat me.
Put one finger in each loop. Take a good look at them.(The chain is pulled tight around the
spectator's two fingers).When you figure out which one will catch, then take out the wrong finger.
(When the spectator takes out a fmger, the chain is pulled.)That was the wrong finger.

At this point, Jules would sometimes continue with some penetration effects with the chain chain
through spectator's finger, ring through chain, etc.

End.

Jules tells us that he liked the ball chain because he used to give away souvenir key chains•a poker
chip threaded with a ball chain. At trade shows, he liked to use a company product. For example, he
would have a little Goodyear tire on a key chain. He would give these away after his show, and say,
"The game was a cheat, but you can't lose with Goodyear..."

Whit Haydn Routine

"I'd like to show you a fascinating little game that is rarely seen these days. It is a con-game, a
swindle, and a flim-flam. Over the ages a lot of simple, honest folk like yourselves have been
hoodwinked by this game and separated from their hard-earned cash.

"The entire game is centered around this endless chain of gold. The mountebank who would
throw this chain on the top of a barrel at fairs was an astute judge of people and a student of
human psychology. Practical psychology, that is. He was, in fact, able to predict people's behavior
to his own advantage.

"He would lay the chain out in an Hour Glasspattern like so...(chain is laid out Fast/Loose)and
then pull the sides in to makea Figure Eight, the sign of infinity. He would then offer the suckers a
chance to put a finger in one of the loops. If one could pick the loop that held Fast around the
finger when the chain was pulled, then he would win. If the chain slipped Loose from his finger, he
would lose. During the Renaissance the game was known asFast and Loose.Shakespeare knew the
game and mentioned it in one of his plays. To this day we use the phrase `playing fast and loose' to
denote reckless behavior. Anyone feeling reckless?
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"First, let's look at this figure. (TheFigure Eightis opened back out into theHour Glassshape)The
game is actually fair as you will see. The loop on the left will hold Fast the loop on the right will
come Loose. I'll show you why."(At this point, the entire figure is opened up in the manner described
underOpening the Chain.)"As you can see, the loop on the right is `outside' the actual circle of the
chain. No matter where you pull the chain, it will always come Loose. On the other hand, the left-
hand loop is `inside' the circle of the chain, and it will always hold Fast."

The operator puts his forger in the left hand loop and pulls the chain taut to show that it would have to
stick.

"Let me lay it out again. This time I'll lay it out the opposite way (again the chain is thrown, but
from the left hand—Loose/Fast).Now it is the loop on the left that is outside the chain, the loop on
the right must hold Fast (do Opening the Chainand then replace carefully into theHour Glass)Put
your finger in the right hand loop, and pull the chain from any point (let spectator try this). Asyou
can see, the chain cannot come loose, and is in fact, circled twice around your finger.

"You would have made some money had you bet on that loop. As you will see, you always have a
fifty/fifty chance of winning. To that extent the game is fair. At any time, if you have a question
about the chain, we will open it up so that you can see exactly how it is laid out.

"Before we play for money, let me warn you that I have had a great deal of experience in
predicting which loop a person will go for, and sometimes I will use psychological tricks to make
you choose the wrong loop. I don't want to take unfair advantage of your inexperience.

"So I am going to stake you to the game."(At this point, six silver dollars are shown, and three are
given to one spectator, three to another.)

"You two have nothing to risk, since you are playing with my money, and just to make it
interesting—the first time I lose I will put the chain away and you two may keep whatever silver
you have left in your hands. That's the kind of proposition that fills most gamblers with
confidence. You see, I have a lot of confidence in my ability to make you go for the wrong loop.
This is a confidence game."

"Let's try it once just for fun (the chain is laid out right-handed, Fast/Loose) ."Who wants to try?"

If the spectator goes for the left-hand loop, he wins. Let him pull the chain. If the spectator goes for the
right-hand loop, offer him a `hint'—open the chain and show him it can't stick, replace it carefully into
theHour Glasspattern, and deliberately move his finger into the left-hand loop. Have himpull the chain
from any point.

"You see how easy it is? You win!

"Now, let's play for keeps.(the chain is laid out right-handed, Loose/Loose)Now it's your turn,
(turning to the second spectator)but you will have to put a dollar down to play."

Whichever loop he goes for, click your tongue sympathetically, spread theFigure Eightinto anHour
Glass,and open the chain from around his finger.
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"The other loop would have been inside the chain, and would have held Fast. I knew you
wouldn't/would go for the same loop he went for...I'll just move this dollar out of theway" (pocket
the silver dollar).

"Let's go back to our winner, here (the chain is laid out left-handed Loose/Loose)Now you can put
down a dollar."

When this spectator makes his choice, offer him a chance to change his mind. Goad him a little. If he
does change his mind, open the chain from around his finger as above, smile and say`You should never
have trusted me.' If he doesn't change his mind, open the chain acting hurt, say, `...Andyou didn't
trust me!' Pick up his dollar, toss it in the air and pocket it.

"I'll give you both a chance to play" (lay out the chain right-handed Loose/Loose)."Each of you
put a finger in the loop nearest you. Watch the chain as I pull it tight around your fingers. Who
thinks they have it?" (Usually, both stay in.)"It will cost someone two dollars to stay in. Who feels
reckless?" (If no one wants to bet, say`Who just wants to go home?')

When the chain is taut and one player backs out, smoothly tighten on the chain and draw it away slowly.
Turn to the player who backed out and say,`Nothing ventured, nothing gained.' Pick up the two
dollars, turn to the loser,`Now you can relax and watch me clean him out.'

"I'll try to make this as clean and painless as possible."(Lay out the chain left-handed—
Loose/Loose)"Put a dollar down here (point to table)and a finger in either loop. Now pull the
chain yourself, from anywhere." (As you say this, before he can move, ostentatiously pocket the
dollar.)

"I'm a sporting fellow, so I want to give you a chance to walk away with a little bus money.(Lay
out the chain right-handed—Loose/Loose).So far, you've always had a fifty/fifty chance. To show
you just how fair I can be, I'll let you put your finger in either loop, and you can call it either
way—Fast or Loose. If you call it correctly, you win.(Put two coins up against his one.)Theodds
stay the same, but you double your number of chances of winning. So this one is going to be a
Double or Nothing bet." (As Billy McComb has often told me, `Some lines you just do for yourself.'
This one always makes me smile—Whit.)

If he calls it Fast, smile broadly, pocket the money and say,"Pull the chain." If he calls it Loose, Do
the Tying the Knotmove and say,"I bet you were just a little worried for me that time..."

"It's a good thing I didn't lose any of these silver dollars—I need them for my next trick" (I
usually follow this routine withFlying Eagles)."That is, of course, unless someone wants to play
Fast and Loosewith their own money...?"

End.
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Chef Anton Routine

Set Up:

Right jacket pocket contains one black velvet bag containing 6 silver dollars, a roll of twenty dollar bills
(1 2/3" in diameter), and the gold chain. Left jacket pocket contains a duplicate black velvet bag with jar
of Aspirin the same size as the roll of bills.

Chef Anton's bags are made of black velvet and measure 41/2 " wide by 5 '/2" tall. These bags must be
identical.

Performance:

"I'm going to show you a fascinating game calledFast andLoose—rarely seen these days. This is
not a magic trick, this is a legitimate con game. In fact, it is more than just a swindle and a flim-
flam, it is the champion grift of all times! I used to hustle with this in the carnivals of Minnesota
when I was justnine years old.

"For this game, I will need two observant volunteers. Two people devoid of any perspicacity. You
both seem like the perfect candidates(Anton prefers one man and one woman volunteer).Have you
ever playedFast and Loosebefore? No? Perfect."

Reach into the right jacket pocket and take out the black velvet bag which contains the chain, the coins,
and the roll of bills.

"The term Fast and Looseoriginates from this simple game played during the Renaissance. Today
it is a pool term. Popularized in the 1955 classic The Hustler, it means to play recklessly and
without thought. True to its meaning, anyone playingFast and Looseagainst me is playing
recklessly and without thought."

Turn towards one of the spectators and place your hand on his back as if you were consoling him.

"Every time I touch this chain I wax poetically and my assistants wane financially."

Take chain out of bag slowly.

"The game is calledFast and Loose,it's a simple game indeed,
It makes use of this endless chain—the only prop we need.

"If I lay the chain right handed, (Lay chain down Fast/Loose)two loops magically appear,
We will only use these two loops, the others disappear."

Push in the top and bottom triangles to form theFigure Eight.

"If you place your finger here, (Point towards the left loop)the words `You Win!' will linger,
Because the chain will hold quite Fast, and wrap twice around your finger."

Pull chain to show it holds Fast.
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"But if you choose the wrong loop,(lay chain down Fast/Loose)a shame then it would be,
Now, when I give the chain a pull, it's Loose and comes to me."

Pull chain to show it comes Loose.

"If I lay the chain left handed, (Lay chain Loose/Fast),be forewarned of a ruse,
Now the opposite will happen, this is Fast and this is Loose."(Point to each loop accordingly.)

"You may not believe me, but in a moment you will see,
When I open up the chain, this entire loop is free."

Do Opening the Chainand then replace carefully into theHour Glass.

"But if you choose the Fast loop, will you place your finger here,(Point toward the right loop)
You can pull the chain from anywhere, you'll see it will adhere."(Have the spectator pull the chain.)

"So there it is—an easy game, you have a 50/50 chance to win,(Lay chain down Fast/Loose)
Because once I lay this chain down, I cannot change it once again."(Place finger in left and show it
holds Fast.)

"There's just one catch to this game, for it is me that you must beat,(Lay chain down Loose/Fast)
And I will try to trick you and deceive you, but I will never cheat." (Place finger in right and show it
holds Fast)

"After years of practice, I can predict which loop you'll choose,(Lay chain Fast/Loose)
Then I will use psychology to ensure that you will lose."(Place finger in right and show it comes
Loose.)

"So wipe the chalk mark off your back, prepare your best excuse,(Lay chain Loose/Fast)
For now you're ready to play a game, named by the agesFast and Loose."(Point to right loop and
then place finger in left loop and show it comes Loose.)

Turn towards spectator on your left—the gentleman.

"Do you understand how the game works? Let's try it once for fun."

Lay the chain Fast/Fast.

"Watch which direction the chain is being laid. Put your finger in whichever loop will hold fast.
(Move his finger to the other loop and pull the chain.)That's perfect."

"Now that you understand how the game works, we'll play for money."

Take the roll of money out of the bag and toss is in the air.

"Not this money (indicate roll of bills)—thismoney." (Dump the coins onto the table and place the roll
of money back into the bag.)
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"Take three coins each."

As they are reaching for the money, perform a bag switch. Take the bag in left hand and reach into your
left jacket pocket. Switch the bags. On your way out of the pocket, pretend like your hand missed the
pocket and you are still trying to get the bag to go in. Try again and miss again. Finally, sort of give up
and just place the bag with the jar of aspirin onto the table. You want the audience to think you were
trying to put the bag into your pocket and it would not go in so you simply placed in on the table instead.
Do not make this a big production. The more casual you are, the less likely the audience will remember
you even went near your pocket.

"Since I staked you in the game you have nothing to lose and everything to gain. Sound fun? (wait

for response)Trust me, it will be."

Wink at audience. Lay chain Loose/Loose.

"Alright, it's your turn. Put one dollar up. Which one will hold Fast?" Regardless of which loop the
spectator chooses say,"I would recommend going to the other loop. Uh-huhh, just as I predicted!"

If they change loops
"See once we start playing for money, you shouldn't listen to me. I'll just
move this out of your way."

If they do not change loops
"I'll show you why you're gonna' lose. (Do Opening the Chainand replace with
Lee Earle's Move)When I open up the chain, you can see your finger is never
in the loop of the chain. But, had you put your finger in the other loop like I
recommended, you would have won.(Have spectator place his finger in
opposite loop and then pull to show it will hold fast)It's not that you can't
trust me, it's that you have to know when to trust me. That lesson will cost
you one dollar."

Slide the person's coin next to you. Turn to spectator on your right—the lady. Lay chain Fast/Fast.

"Your turn. OK, one dollar goes up. Which one will hold fast?" Regardless of which loop the
spectator chooses say,"I would recommend going to the other side."

If they change
"Oh, you fooled me—I didn't think you would change. (Pull chain to show it
will hold fast) That is the side which will win."

If they do not change
"That's very good. I was trying to fool you. (Pull chain to show it will hold
Fast)That is the side which will win. You just won one dollar."

Slide the coin which is in front of you to the person on the right. Turn to spectator on your left.

"Let's go back to you."
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Lay the chain Loose/Loose.

"This time I'll make it easier. Put one finger in each side.(Pull chain so it wraps around each of his
fingers) You can now feel which one will win and which one will lose. All that you have to do is pull
out the wrong finger. (Pull chain to show it comes loose)Well, that was the wrong finger alright.
You just missed it by inches."

Slide the person's coin next to you. Turn to spectator on your right—the lady.

"Now back to our winner over here."

Lay the chainFast/Fast.

"Put one finger in each side. You should be able to feel the difference. Which one will hold fast?
(Pull chain to show it will hold fast)What? Lucky guess!"

Slide the coin which is in front of you to the person on the right. Turn to spectator on your left.

"Let's go back to you."

Lay the chain Loose/Loose.

"I'll make this as fair as I can. You put your finger in either side and you pull the chain yourself.
(As he is pulling the chain, you reach for the money and place it in your pocket)Yeah, that was a good
try. Your thinking was straight, but the game is crooked."

Slide the his coin next to you. Turn to lady on right.

"Wow! You have been doing so good at predicting which will hold fast, this time tell me which will
come loose."

Lay the chain Loose/Loose.

"Don't let me influence your decision.(Place her coin on the left side of theHour Glass)It might he
this one(Point to the loop on the right)or it might be this one over here.(Take a second coin and
place it on top of the coin next to the left loop)Which one will come Loose?"(Keep gesturing towards
the one on the left.)

If they go where you put the coin
`After all we have been through, you still trust me...'

If they don't go where you put the coin
`After all we have been through, you still don't trust me...'

"It's a good thing because that is the side which will come Loose! Pull the chain. (have her pull
chain to show it comes loose)You won again. I am starting to wonder who really has the chalk
mark on his back. (Slide the coin which is in front of you to the person on the right)You wiped me
out. Now, I'm a sporting fellow, so I'll tell you what I'm gonna' do..."



40

Slam the bag on the table in front of them. Make this a big deal because they think the bag is filled with
cash. Rake their winnings next to the bag.

"Now that I can better predict your next move, I am willing to risk everything you have versus
everything that I have."

Lay the chain Loose/Loose.

"Put your finger in either loop."

Regardless of her answer say:

"I knew you would say that. You call it Fast or Loose? Will the chain hold Fast on your finger or
will it come Loose? Call it correctly and you win everything.(Wait for their response)Are you sure?
Oh, that was a good try...(If she calls Loose, doTying the Knot;if she calls Fast, let her pull the
chain.)Had you saidFast/Loose(say the opposite of what she says)you would have won. Wow!
That was close! Just the thought of losing this gives me a headache..."

Pull jar of aspirin out of bag and display.

End.

Afterthoughts

From the start, the point of this long exercise has been to help magicians begin to think creatively
in the manner of a serious swindler. Much can be learned by studying what is available of the history
and methods of the flim-flam artist. In the case ofFast and Loose,unfortunately, a lot of this has already
been lost. We can still grow in our understanding of this hoary cheat by developing for ourselves the
ruses and scenarios thatcould work given the swindler's objectives and obstacles.

Some of what we have presented here could be truly useful to a grifter, some things may only
work in entertainment situations. The important thing is to grasp the point of view of the scam operator,
and understand the way he approaches his craft. The conman knows what he is attempting to
accomplish he wants to separate the players from their money—and thisfocushelps him analyze his
approach, his methods, and the psychology of his victims. Magicians can benefit from developing a
similar focus. Knowing what we want from the audience, and where we want to take them, can give us a
better handle on how we should approach our own work.

Further, unlike the card cheat, a street-con operator must attract and hold attention. The way he
sucks people into the game usinghooksandcome-ons,the way he uses humor to hide his true purposes,
in short, the way heperforms is instructive to any other performer.

There is much that we couldn't cover in the scope of this treatise. The actual methods for the use
of shills, other ways to lay out the chain, etc. We hope that we have offered enough ideas here to excite
the interest of other magicians in this study. We would love to hear from our readers with ideas and
arguments regarding our work, and especially from those who have contributions to make to our
ongoing research. We do not claim to be any kind of experts in this field. Only fellow students.
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The School for Scoundrels

Chef Anton Whit Haydn

The Magic Castle has offered a course to its magician members once a year for the past three years. This unique four-week
course teaches the history, theory, technique, and application to magic of the ancient street swindles theShell Game, Three Card Monte,
and Fast and Loose.

Whit Haydn and Chef Anton are the creators and teachers of this course, and it is known as theSchool for Scoundrels.

Whit Haydn works on some of the world's largest and most prestigious cruise ships, including the QE2, theNorway,and the
Westerdam.He has performed as an opening act for Jerry Seinfeld, Loretta Lynn and many others. Whit works for top of the line
companies in trade shows, hospitality suites, and corporate banquets. The MagicCastle has named Whit Haydn bothStage Magician of
the Y earandParlor Magician ofthe Year.For eleven years the members of TheMagic Castlehave named Whit Haydn among their top
five favorite close-up performers. He was the chief magical consultant for the movieBogus starring Whoopie Goldberg and Haley Joel
Osment. He has worked as a consultant for the film,Houdini• They Came to See Him Die,and for a 30 part documentary forCanadian
DiscoveryChannel€Grand Illusions.He has worked forCaesarsPalace,andCaesars Tahoe.

Defeating former world champions at theCommerce Casino'sLegends of 9-Ball Tournament,Chef Anton became the first two-
time United States Trick Shot Champion of Pool.Chef Anton is also a unique close-up and stage magician. Due to his unusual blend of
pool, magic, and comedy,The Magic Castle featured Chef Anton as its first ever billiard trick shot artist in a special evening performance.
He has appeared on television inCrook & Chase, Prime Time Country,andTalk Soup.His latest appearance on ABC'sMonday Night Live
was one of the highest rated programs of the season. He works as a technical consultant on billiards and magic for ABC,NBC, CBS, and
FOX. Chef Anton performs regularly for trade shows with his combination of magic, hustling, and trick shots.



Jules Lenier

For many years, Jules Lenier has been a close-up favorite at Hollywood's famedMagic Castle. In addition, he has served on the
Board of Directors of theAcademy of Magical Arts (Magic Castle),and has served as contributing editor of bothGenii andThe Talisman
magic magazines.

Lenier has been namedClose-Up Magician of the Y earby theInternational Brotherhood of Magicians, theSociety of
American Magicians,and theAcademy of Magical Arts (Magic Castle).

He has created over two hundred magical effects (both close-up and mentalism), and has written several books, with another one
currently in the works.

He has written comedy material for a number of top performers, including Dick Shawn, Allen and Rossi, Henny Youngman, Red
Buttons, Jan Murray, Alan King, and Phyllis Diller.



The School for Scoundrels Notes onFast and Looseis a part of a larger project a

forthcoming book onFast and Loose, Three Card Monte,and theShell GamecalledUnfair
Advantage.

We want all our attributions to be as correct as possible. We welcome any and all
contributions of ideas, moves, or routines on any of these three scams, as well as corrections,
suggestions, or questions.

You can contact us at:

whithaydn@hotmail.com
chefantons@aol.com

or write to:

Whit Haydn
3837 Toland Way

Los Angeles, CA 90065

Chef Anton
6213 Sacramento Ave.
Alta Loma, CA 91701
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