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ENCORE

How to Perform Oliver’s 
Card Trick

Have you ever wanted to stage a robbery—or even
just a card trick? Here’s how to perform the trick 
called THE FOUR BURGLARS (also known as 
THE FOUR JACKS). The trick sounds a bit 
complicated, I admit, but with a little practice it 
becomes quite simple.



177176

NEEDS:
—One deck of playing cards

—Two hands

—A table or similar surface

—An audience (For example, 
a younger sibling or support-
ive parent. Older siblings and 
unsupportive parents not rec-
ommended.)

NOTE:
To perform the trick with four jokers, as Oliver 

does, you’ll need to take two jokers from a spare 
deck of cards and add them to your deck. (Most 
decks include only two jokers.) Otherwise, go the 
traditional route and use four jacks or four kings. 
Or if you prefer female burglars, four queens. In 

fact, you can use four of any card you like. If you 
consider the number seven to be a thievish sort of 

BURGLAR 
7

number, then by all means make 
your four burglars out of four 
sevens.

BEFORE YOU PERFORM:
Hide backstage. Backstage is anywhere your au-

dience can’t see you. Like inside a closet, under a 
table, or behind the curtains. Remember, you are 
not hiding because you are nervous; you are hiding 
because you have to prepare your deck of cards.

PAY NO ATTENTION  
TO THE KID BEHIND 

THE CURTAIN.
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To prepare your deck, first remove the four jacks, 
or four sevens, or four of whatever card you like 
(SEE ABOVE). These four cards are your BUR-
GLARS. Then remove the top three cards from the 
deck. These cards are your DUMMIES. Place the 
three dummies above the four burglars, all cards 
facedown.

Hold these seven cards 
in your left hand. Be careful 
to hold them square so that 
nobody can see how many 
cards you have.

Grasping the rest of the deck with your right 
hand, bravely go out on stage and place the deck 
facedown on a table.

THE PERFORMANCE:
Still holding the remaining seven cards, begin 

telling your captive audience the Tale of the Four 
Burglars: “Once upon a time, there were four 
jacks [or sevens, etc.] who fell on hard times, so 
they decided to rob a  .  .  .” In this book, the four 
burglars rob a birthday party. Usually, magicians 
have their burglars rob a bank. You could have 
yours rob a candy store, a house, or an arcade—
but never a bookstore or magic shop! Make the 
robbery your own.

As you introduce 
them, briefly show 
the four burglar 
cards to the audi-
ence. But do not 
reveal the three 
dummy cards 
hidden behind the 
burglars! The dum-
mies are your secret.

Four Jacks Three 
Dummy 
Cards
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Then place all seven cards (which your audience 
believes to be only four) facedown on top of the 
rest of the deck. Tell the audience that the deck is 
your bank or candy store or whatever building it is 
you want to rob.

Now it’s time for the robbery.

BURGLAR #1
Explain that the job of the 

first burglar is to go down to 
the basement of the building 
and disable the security cam-
eras. Without letting anyone 
see the face of the card, pick up 
the top card from the deck and 
insert it near the bottom of the deck. 
In reality, you are moving one of the 
secret dummy cards, not a burglar card, but 
as far as the audience knows it is a genuine burglar.

BURGLAR #2
The job of the second burglar 

is to create a disturbance in the 
lobby. (This is a good time for a fake 
fart noise, if you have it in you.) As you 
tell the audience about the second burglar, 
pick up the next card from the top of the deck 
and place it somewhere near the middle of the 
deck. Again, be careful not to show the face of the 
card because it’s just a dummy.

BURGLAR #3
The third burglar is sup-

posed to open the vault but in-
stead heads upstairs to go to the 
bathroom. (“When you’ve gotta go, 
you’ve gotta go.”) Or for some other 
reason you invent. To demonstrate, place 
the third card near the top of the deck. Do you 
let the audience see the card as you move it? No, 
of course not. You’re not the dummy; the card is.
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BURGLAR #4
The final burglar is the lookout. He or she stays 

on the roof to watch for police or superheroes or 
angry parents or whoever the burglars are afraid 
of—be creative. As you pick up this final card, do 
you show it to your audience? Sorry, trick ques-
tion. The answer is yes, you do. Because it’s one 
of the real burglar cards. (The three dummy cards 
have all been moved.) After everyone has seen the 
last burglar, put the card back on top of the deck.

Now comes the fun part. Trouble is on the way. 
Police sirens. Caped crusaders. Whatever and 
whoever you like.

Uh-oh. The lookout sounds the alarm: Tap three 
times on the top of the deck of cards and make a 
loud wolf whistle. If you can’t whistle, just shout 
“ABRACADABRA!” or another magic word. This is 
the signal for all the burglars to come up to the roof.

Time for the big reveal. One by one, flip over the 
four cards on the top of the deck.

BEEE-DOOO-BEE-DOOO-BEEE-DOOO
oo

o

Since the three dummy cards 
are gone, all four burglars are now 
on top. To the audience, it looks 
as though they’ve magically risen 
through the deck.
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To end your story, tell your audience that the 
burglars escape in a helicopter. Or maybe they 
hang-glide off the roof. In any case, let the cards 
flip in the air.

You’ve outsmarted your audience. And the bank.

At this point, you’ll need to pause for applause.

APPLAUSE 
PLEASE


