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Always read the directions

for vour trick all the way
through before practicing!

THE TRICK

You, the Magician, secretly hide a coffin
inside one of nine graves. A spectator
then picks one of the graves to place the
Guardian on and moves him from grave
to grave searching for his coffin. Your
spectator decides where to move him!
Regardless of where he started or where
he is randomly moved by the spectator,
the Guardian will always end up on the
grave with the coffin. Impossible!

Or is it...magic?

THE PROPS

Your trick includes the electronic
Guardian unit, a cardboard sheet with the
nine graves, the coffin and a “clue” card.
See Figure 1. Carefully punch the card-
board parts out of the sheet and discard
any waste. Fold each grave as shown in
Figure 2. Tuck the tab of the grave into
its slot to keep it closed.

Insert batteries: Using a Phillips head
screwdriver, remove the screw from the
battery door an the base of the Guardian,
as shown in Figure 3. Insert 4 *AAA"
size alkaline batteries. Be sure to match
up the “+" and “-" signs inside the
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battery compartment. Then replace the
battery door and the screw.

Caution: Batteries may leak if improperly
installed. Remove during extended stor-
age. Do not mix old and new batteries.

Test batteries: Press the diamond-
shaped button on the front of the
Guardian. You should hear a whooshing
wind sound and see the Guardian's eyves

Hash. If you don't, batteries may be weak
or improperly installed.

THE SECRET

Inside the Guardian is a tiny computer.
You secretly tell the computer where
you've hidden the coffin! You also tell the
computer whether the grave your specta-
tor has placed the Guardian on is odd or
ever-numbered. With these two pieces of
information, the computer can create a
mathematical sequence which will cause
the spectator o remove every emply
grave and leave the Guardian on the one
grave containing the coffin!

Important: You can hide the coffin
only in these three graves: 3, Sor 7.
The Guardian can st on any of the
nine graves.

Practice first! It's best to try out this trick
on yourself to see how it works. First,

| arrange the graves in numerical order in

rows of three, as shown here in Figure 4.
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Audlence view

You must always arrange the graves just
like this or the trick won't work. Now
slide the cotfin card into the grave
numbered “3." Flace the Guardian on
grave number “1."
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Press and release the diamored-
<> shaped button on the front of the
plamend  Guardian. You will hear two
Bt sonnds of rushing wind, accom-
panied by the Guardian's eves
O flashing. Mow press and release
Round  the round button. The Guard-
ian's eves will flash as you press
the button. This is how vou tell the
Guardian that you're hiding the coffin in
grave number 3. Wait a few seconds until
vou see his eyes flash on and off by
themselves, then press and release the
round button once more. This is how you
tell the Guardian he'll be starting on an
add-numbered grave. Youw'll hear the
Guardian laugh and say, "Welcome!™

The Guardian is ready to go! Press the
diamond button and listen to the
Guardian's instructions. He'll tell you the
number of the grave he's nof on and for
you to take it away! Open this grave (o
see what's inside, then remove it from the
arrangement and place it aside. Keep the
other graves in place. Now push the dia-
mond button again, The Guardian will tell
you to move him five spaces (graves).
See Figures 54 and 5B,
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These maves are NOT allowed.
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You may move him wherever you
like, but:

* You must always move him the full
count of spaces.

= You can return to a space during a move.
* You may not jump over spaces, includ-
ing any where graves have been
removed.

= You may not move diagonally,
Continue pressing the diamond button
and following the Guardian's instruc-
tions, removing graves whenever he com-
mands you. Finally, there will be only one
grave left—the one numbered 3. Open the
arave to see the coffin card. The Guardian
will call out, “I'm on three,..I'm alive!”

He always finds the coffin and he always
announces his correct grave position.

Programming the Guardian
Flace the clue card in front of you and
read the hints about programming the
Guardian.

FFIN PUSH ROUND
ATION BUTTON
3 ; ONCE
3 ceneee TWHGE

7 THREE TIMES

STARTING PUSH ROUND
GRA BUTTON
oDo:1,3,5,7,9 QONCE
EVEN: 2,468 TWiCE

Clue card

When you press and release the

digmond button, yvouw’'ll hear a rush
of wind and see the Guardian's eves glow
along with the sound. This diamond but-
ton “wakes up” the Guardian. 1t’s also the
button vour spectator will press to hear
the Guardian’s commands.

O Program the coffin location: The

round button is used for program-
ming the Guardian. Press it once to tell
the Guardian the coffin is in grave num-
ber 3, press it twice for grave number 5
or press it three times for grave number
7. Don't pause oo long between presses!
Matice that each time yvou press the round
button, the Guardian's eves glow.

Program odd or even: After vou've pro-
grammed which grave you've hidden the
coffin in, wait at least a few seconds until
wvou see the Guardian's eves blink on and
off continuously. Now use the roand but-
ton again to program whether the grave
the Guardian starts on will be odd or
even. If the Guardian is starting on grave
1, 3,5, 7or9, press the round button
onice. If the Guardian is starting on grave
2,4, 6 or & press the round button fwice.
Don't pause too long between presses! As
scon as yvou begin to press the button, the
Guardian will laugh and say “Welcome!"
You meest finish pressing for odd or even
before he finishes laughing and speaking,
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During a real performance, you would
hide the action of programming the
Guardian from your audience. Instead,
you would only say that when you pro-
gram the coffin location vou are “waking
him up.” You would hold the Guardian
with his back toward your spectator so
the number of times you press the round
button would be unseen. Then, after vour
spectator had decided which grave to start
the Guardian on, you would program odd
or even, telling vour spectator you are
“activating” the Guardian and telling him
vou want (e play. From that moment on,
vour spectator will be pressing the
diamond butten on the Guardian and
following his commands, You won't touch
the Guardian again! Your spectator will be
in control, which makes this trick even
more magical!

If you make a mistake during program-
ming {or any other time during the trick)
you can reset the Guardian. Press and
hold down the round button. While still
pressing the round button, press the
diamend button. You should hear the
rush of wind you hear when you first
“wake” the Guardian. If you don't, repeat
these steps again.
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THE SECRET
PREPARATION

Since this trick has many options, you
should practice it often, hiding the coffin
card in the three different graves (3, 5
and 7) and starting the Guardian on both
odd and even-numbered graves. See if
wou can trick the Guardian. Bet you can't!
As with any trick, vou should completely
familiarize vourself with it until the pro-
gramming becomes second nature and
you look very nonchalant when yvou do it!

We've included a little “clue” card to help
you memorize the programming. You can
also sneak a peek at it if vou forget during
a performance, but don't let your audi-
ence see it! The other side of the clue

card shows you which button performs
which function.

@ commanp
To RESET, prass
and hald @, then
@ REPEAT oross .
Clue card

To prepare the trick, have all the graves in
your hand in numerical order so you can
locate the 3, 5 or 7 grave quickly and
without causing suspicion. The coffin card
should be out on your table, along with
the Guardian. You are ready to begin.
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THE PERFORMANCE
AND “PATTER”

Say the following to your spectator
as you perform the trick. The script
or “patter” will help you enhance the
effect of the trick:

This is the Guardian of the Grave, a sin-
ister fellow who protects the spirits of the
dead fy night. However, jf he is not sgfe-
v back inside his coffin before the fght of
day shines on im, fe will perish, never
fo live again. And so he always finds fils
coffin, no matter where it is. You can
even pick his starting grave and move
him arpywhere you wish. He'll saill find
s coffind Would you like to see just how
clever the Guardian is? (Show spectator
the coffin card.) This is iz coffin. (Now
show the graves.) /i my hand I have
these graves, numbered from one fo nine.
' going fo take the coffin and hide it in
one of these graves, but I'm not going to
show you or the Guardian where I'hide
it. (Secretly slide the coffin card into
grave number 3.) Mow I'm going o
recreale the Guardian's graveyard,
{Arrange the graveyard as described
earlier so it is facing your spectator.)
Now it's ttme to wake up the Guardian.
(Pick up the Guardian and hold him so
his back is facing your audience. Press
the diamond button so the rush of
wind is heard, then press the round

button once to program grave number
3 as the coffin location. Set the
Guardian down on the table.) Now,
YOU decide which grave to put the
Guardian on. (Your spectator places the
Guardian on grave number 5.) Okgy,
| let's tell him it's time to play. (Casually
. press the round button once to pro-
gram “odd.™} Are you ready? Fress that
digmond-shaped button. (Your specta-
tor presses the diamond button, The
Guardian says, “I'm not on six! Take it
away!™ See? He knows exactly where he
is. Take grave number six away, You can
look inside if vou want, to make sure the
coffin isn't inside. (Your spectator
opens the grave, revealing the picture
inside.) ft's a braid of garlic! Garlic (s
very dangerous to the Guardian. In fact,
| everything inside these graves is lethal to
him, excepi for his coffin. (Have your
spectator press the diamond button
again. The Guardian says, “Move five
spaces!™) Now fre wants you to move
Sve spaces. When you move, you can
ordy go in a strajght line, not diggonally.
But you can move anywhere you want.
Fverytfing is in your control. (Have
your friend continue pressing the dia-
mond button and following the
Guardian's commands. You must pay
close attention so he or she moves the
Guardian the correct amount of spaces,
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doesn't move diagonally or to an
empty spot, etc. Finally, the Guardian
is left on grave number 3, the only
grave left.) Ler's open that last grave.
(The Guardian says, “I'm on three..I'm
alive!™) Look, he's found his coffin! No
matter where you moved film, he sl
fowend ie!
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Your magic power
is the secret. -
Never give it away! = I
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FCC STATEMENT
THhis equigimterst generates, wses, and can radiare radio
Sregueicy enengy and, (Cror fnstaled and tised in
accordance With the Instrctions, may caise ol
Interference o felevision or radio recepiion. ft fas
Beert tested and found o comply with the limits for a
Class B dfigiead denvice, prrsudnd o Part 15 of the FOC
Fules, These Nmits are designad to provide reasornable
protecrion qeainse haryfil interference in a residen-
fal installarion. However, there is no guarantees that
freerfErence will not occur in a particelar insealfation.
IF thiz garne does cause farmyfid intenference (o radio
ar television reception, which can be determivied by
furrning (e equipment off arnd an, the user i encowr-
aoed fo [Ty [0 corment (e InfepErance Y ong o move
af the following measires:
* Reoriesit or relfocare the receving antenng.
« fincrease the sepanaiion between He eguipment ard
the receiver.
» Cotect the equipmentt into an outlet or arcult
different from that ro which the receiver is connactad.
* Consult the dealer or an experienced radio/ TV
sechiican for felp.
Warning: Chargges or sodifoarions (o this wni ot
expressly approved by the party responsible for
campliance cowld void the wser's authority fo operate
e SFUTETIERL.



