PLAY TIME 

A demonstration of real time influence using Rock, Paper, Scissors by Marc Paul
First published in “2Minds” a limited release booklet produced by MindFx in 2015
There have been a few thinkers recently who have been exploring this elegantly simple game in an attempt to create an engaging piece of mentalism. Such highly acclaimed names as Bob Neale, Simon Aronson, Tom Baxter and most notably Patrick G Redford have all published ideas and I’m sure there are others that I haven’t read. I fully understand the appeal; Rock, Paper, Scissors (RPS) is a charming plot. A simple child’s game that almost all of us are familiar with and needs nothing more than our hands to play. Using Mr. Neale’s mathematical analysis of the game and building on Mr. Redford’s ideas I have created a stage effect that suits my own style.  It plays very big and starts out with maximum audience involvement, but what really sets this routine apart is that it attempts to create the impression of real time influence. In other words the predictions are openly displayed to the audience without the participant seeing. The participant plays the game against himself obviously making random choices yet at every stage the audience sees the predictions coming true.
The Effect:
Everyone stands up. The performer plays a game of RPS against the whole audience. Those that lose to the performer’s throws sit down. After a few rounds only a few people remain standing.  One of them is brought up on stage and it is explained that because they managed to beat the performer they must be thinking in a certain way and that thought process is predictable.

The performer shows a large pad of paper and explains that on the first three pages are “forecasts” of the most likely human response after winning three or four rounds of RPS. The performer also displays an envelope that he places in a prominent position and explains that this will become important after the next three rounds have been played.

For the forecasts to be accurate the onstage spectator must play against himself. His conscious mind verses his subconscious. He is invited to use BOTH his hands and play one against the other.  He throws out this first choice.

The performer whose back is to the spectator turns the cover of the pad and displays the first forecast…it accurately predicts the result describing which hand will win.
Still with his back to the spectator the performer displays the forecast for round two so that the audience can see what it says but the on stage volunteer can’t. Now the spectator is asked to think carefully about each hand and to create a new result. The forecast (which don’t forget was openly displayed in advance) is seen to be completely accurate and again describes which hand will win.

This is repeated for a third time and once again the forecast is displayed in advance, BEFORE the spectator on stage makes his decision. Once again it predicts exactly what the spectator does and predicts which hand wins.

Finally the spectator is asked to freeze. The performer turns around and points out that the exact configuration that the spectator is now displaying is the result of what appear to be random decisions. Yet as the performer has already shown these decisions are predictable when you deal with a certain type of person.  The envelope that has been on display from the beginning is now opened and inside is a picture that exactly matches the spectator’s final position.
Method:

As I’m sure you have picked up from reading the effect the very first prediction (I like to use the word “forecast” in a show for the public) is in fact NOT shown in advance of the choice. This is a minor point as it is followed by two predictions that ARE displayed in advance. The routine is designed to leave the audience with the overall impression that ALL predictions where shown BEFORE the actions are taken. Even this first prediction will be strengthened and re-framed by a subtlety that I will describe later, but I’m getting ahead of myself. Let’s start by looking at the nuts and bolts of the method and the best way to learn it is to do it on yourself…

At no point do I want you to create a draw i.e. both hands the same. One hand must always win. And remember the rules “Scissors cut Paper”, “Rock blunts Scissors” and “Paper covers Rock”.

Start by forming your left hand into a fist (Rock) and your right hand into a flat open palm (Paper). Currently your right hand is the winning hand as “Paper covers rock”. Now mentally select either hand and change it to something else. Have you done that? Great then I bet you changed it so that your LEFT hand is now the winner. I’m correct aren’t I. Okay don’t change anything stay with this new configuration and again mentally decide on one of your hands and change it again to something different. Have you done that? OK interesting… as this time I think you changed so that the RIGHT hand is now the winning hand.
You made two changes and yet I knew exactly what you would do! This is actually completely self working and is the result of Bob Neale’s analysis of the game. Let’s look at this closely…
The starting position was Left Hand (LH) Rock and Right Hand (RH) Paper. By telling you to change only one hand an outcome is forced in which the LH must now be the winner. For example you could have changed the LH to scissors which results in the LH winning as “Scissors cuts paper”. BUT if you had changed the RH to scissors then the LH STILL wins as “Rock blunts Scissors”. Take a moment to think about this and try the examples and you’ll see how this happens.
Basically from any given starting position the winning hand will alternate IF the spectator is only allowed to change one hand each round. Therefore there are only TWO sequences that the spectator can go through. They are…





Sequence ONE

Sequence TWO
	Round ONE
	Left Hand Wins
	Right Hand Wins

	Round TWO
	Right Hand Wins
	Left Hand Wins

	Round THREE
	Left Hand Wins
	Right Hand Wins


The pad of paper must therefore have BOTH sequences written on it. I achieve this by having a spiral bound pad that has the same cover design on both the front and the back. In other words on the first three pages under the FRONT cover is sequence one and on the first three pages under the BACK cover is sequence two.
The predictions are written like this:

Round 1

He will choose to make his LEFT HAND win

Round 2

He will change so that his RIGHT HAND wins

Round 3

He will change again so that his LEFT HAND wins

So all you need to do is find out the winning hand of Round 1, open the pad to the correct side and the rest of the predictions will automatically be correct as long as you only allow him to change one hand in each round. So how do you subtlety learn the result of that first round? Here’s what I do…
I position the spectator slightly behind me and to my left. I’m holding the pad in my right hand by my side. I ask him to throw out any configuration. I pause and then glance over my left shoulder and ask “Have you done that?” It’s during that simple glance that I learn which hand has won. I immediately bring the pad up with the correct cover facing the audience. I flip the cover over to reveal the prediction for Round 1. This over the shoulder glance, if done correctly and at exactly the same time as you ask the question will go un-noticed by most of the audience. This gives the impression that you reveal the result of Round 1 without knowing what it is. This lovely subtle was a favourite of Ted Annemann and was the creation of Paul Rosini.
So from now onwards the next two predictions are self working. So now let’s look at the climax.
After Round 3 I ask the spectator to freeze and I look at what configuration he has ended with. There are only six possibilities and they are:

Right Hand




Left Hand

	Rock
	Paper

	Paper
	Rock

	Scissors
	Rock

	Rock
	Scissors

	Paper
	Scissors

	Scissors
	Paper


If you look carefully at the table you’ll see that half of the possibilities are mirrored by the other half. We can use this to out advantage. If the prediction is a photo of two hands showing Rock and Paper the photo can be turned upside down to show the mirror image, Paper and Rock. The climax of the routine is therefore created by using just THREE photos in a Kismet envelope.
A Kismet envelope is a simple device that allows the performer to cleanly tip out any one of three possibilities whilst retaining the other two securely in the envelope. I’m sure most of you know what it is but if not you can find it described in Ted Lesley’s Paramiracles. 
That’s it! I hope that you enjoy performing Play Time.
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