Orville for Windows

Version 1.0

Copyright 1995,98, Jim Bumgardner

See the bottom of this file for new features, and for legal information.   Search for the word "**NEW**" to read about new features.

The latest version of Orville can be found at the following site:


http://www.jbum.com/jbum/software.html

Orville is a program that amateur magicians can use to do a few different mentalism-style tricks.  There are versions available for both Macintosh and Windows.  The  program is best presented as an advanced Artificial Intelligence / Computer Vision program, ala HAL 9000.   Orville is named after Orville Meyer, who's "Practical Card Code" inspired the program.  

Using various kinds of trickery, the program can perform the following effects, all of which are described in this document:


( It can carry on a psychiatrist-like dialog (like the well known "Eliza" program)


( It can reveal any card using a verbal dialog.


( It can correctly answer yes or no questions.


( It can guess exactly what you are thinking of, no matter how obscure,


( It can describe common objects which are held up to the monitor.

NOTE: This is the first version of the Windows version.  It does not contain any of the flashy graphic card reveals that the macintosh version has.

File Information

The text used by the Eliza portion of the program is stored in a file called "eliza.txt" which must accompany the program, or it won't work.  

Effect 1 – Psychiatrist

Orville uses the famous “Eliza” technique to simulate a Rogerian therapist.  To make it do this, just have a normal conversation with it, and be sure to include plenty of references to your mother and father.  The program provides various canned responses by looking for certain “trigger” words, such as “mother”, “father”, “fantasy” etc.  You can view the trigger words and responses by looking at the contents of the file “eliza.txt” which is used for this effect.  You can also edit this file, see below.

I've added some forces to the normal Eliza-type dialog that the program does.  You may have the spectator type "Hi, my name is Bob" (or whatever their name is).  Orville will detect the phrase "my name is" and respond with "Hello Bob, is that a four of spades?".

All the text used by the Orville part of the program is stored in a text file called "eliza.txt".  This file must be be present, or Orville won't work... There are a few additional force questions at the top of this file. You may add your own, as well as changing or modifying the normal Eliza behavior - adding new trigger words, etc.  Examine this file to see how it's done.  This will also give you a good idea of some good "leading" questions to ask Eliza that give entertaining replies.

Effect 2 - Revealing a card using a dialog

The Effect

The magician is sitting at his computer when an unsuspecting person (spectator) passes by his cubicle.  The magician calls the spectator over to check out his "neat" AI program (Eliza) that acts like a psychiatrist.  The magician engages in a dialog with the computer and the computer provides psychiatrist-like replies.

At this point the magician mentions an advanced feature of the program: "it has an advanced optical character recognition system that works by using the computer monitor as an input device.  However, the vocabularly is still fairly limited - it only works with playing cards."

The magician produces a pack of playing cards from the desk and asks the spectator to pick any card and hold it up to the monitor for a few seconds.

The magician asks the computer to name the card, whereupon the computer reveals first the color, then the suit, and finally the name of the card.

Explanation

The magician passes the necessary information to the computer using a textual code originated by the magician Orville Meyer (originally intended for use with a human assistant or "medium").  I got the idea for this trick from the book

"Practical Mental Magic" by Theodore Annemann.  In the Dover edition, the trick is listed on page 292 as "A Practical Card Code" by Orville Meyer.

Routine:

Until you are ready to do the card trick, you can use the program like an "Eliza" program (which it is).  Talk to it as if it were a psychiatrist.

The magician should know the card beforehand.  This can be done boldly by simply by fanning the cards face up on the table, or by observing the reflection in the monitor as the spectator holds the card up.  Note: if no cards are available, ask the user to suggest any card.

When you are ready for the computer to guess the card, ask the trigger question.  This is any sentence that contains the word 'card" and begins with either the word "tell" or "now".  This sentance will be used to determine the suit, and to

begin to narrow down the rank...

   If the question begins with…      The suit is…
   Tell me...                        

Hearts  (()

   Now, tell me...                

Spades (()

   Tell us...                        

Diamonds (()

   Now, tell us...     

Clubs (()

 If the next part is…               
The rank is…
...the card                       

King

  ...what... (or which...)          
Ace,2,3,4,5 or 6

  ...the name...                    

7,8,9,10,Jack or Queen

For example, "Now tell us what card" means Clubs, Ace thru 6.

If the card is a king, the computer will immediately reveal the card (This can be used for extra drama - see below)   Otherwise, the computer will narrow it down.  Two responses will be provided.

[PROMPT 1]  "I sense that the card is [red | black]"

    After you respond, this prompt is followed by

[PROMPT 2]  "Yes it's definitly a  [heart | spade | diamond | club]"

If the answer to PROMPT 1 is...
The card is…

"Yes"                    
            
A,2,3   or  7,8,9

(return )  
                          
4,5,6   or  10,J,Q

Explanation: In response to the first prompt, you can either type a word like "yes", or you can just hit return.  If any word at all is given in reply the card is the first three of the six possible, otherwise it is the second  three.  The computer has now narrowed it down to three cards (which we'll call A,B and C).

There are three possible responses to Prompt 2.

If the answer is...    

the card is…
"Yes"                  


Card A      (response is 1 word long)

"That's Right"         

Card B      (response is 2 or more words long)

(return)               


Card C      (response is 0 words long)

(Again, the choice of words is unimportant - the program simply does a word count.)

The computer will now reveal the card.  The trick can be repeated if desired, but don't do it too often or you will risk revealing the method.  I recommend following this trick with one of the others described below.

TIP:  After revealing a card in the normal manner, you can follow up by forcing one of the kings  - this provides a more dramatic immediate guess which makes the secret harder to detect.  I also recommend forcing Queens or Sixes.

The other cards are less convincing in varying degrees.  You might want to put the stronger cards (K,Q,6) in the center of the deck and fan these cards when the spectator picks.

TIP: I usually start with an ordered deck which allows me to guess a card without looking at it.

Effect 3 - Yes No Questions

If you ask a yes or no question (phrases beginning with "am" "are" "does" etc.), Orville will provide a yes or no answer.  The answer will always be "yes" unless you type a semicolon during the question, in which case the answer will be "no". 

Semicolons aren't displayed.  I hide this action by typing the semicolon (with my ring finger or pinky) at the same time as I hit the space bar (with my thumb) after the first word.

Among other uses, this gimmick can be used to identify any object by asking a series of yes/no questions about it.  

Here's an example:


Is;it an elephant?        No it isn't.


Is;it Elvis Presley?      No it isn't.


Is;it a kangaroo?         No it isn't.


Is it a Timex Watch?      Yes it is.

Note: You can also use the "Exact Answer" gimmick (see below) to do this type of trick.  In this case, the last question would be "Would you tell us what it is?" to which the program would respond "Fred's Timex Watch".

Effect 4 - Exact Answers

This feature, combined with the Yes/No feature described above, elicits the strongest reactions from the various people I have performed for.  It can generally be repeated (with variations) and the spectators will still not have a clue as to how it is accomplished.

The Effect

Ask the spectator to suggest any obscure thing in the world.  For this example, we'll assume the spectator chooses "Pink Cadillacs".  You type "Would you tell us what we're thinking of?" and the program answers "Pink Cadillacs".

Explanation:

To trigger this effect, start by typing a slash (/), then type the answer you want (e.g. "pink cadillacs"), followed by another slash (/).  As you type each letter of the answer, the  letters of a fake question ("Would you tell us exactly what it is that we are thinking of?") will appear on the screen, creating the illusion that you are actually typing this question.  

After you type the second slash, finish typing the rest of the question, the letters will echo normally, allowing you to modify the last few words of the question, if desired.  For example, you can change it to "Would you tell us what Martin is thinking of?".

When you hit return, the program will respond with the correct answer (“pink cadillacs”or whatever).  

Note: Make sure that the answer is shorter than the question.  The fake question is phrased to be fairly long, yet non-specific, to help with this.

Also, I recommend preceding this question with a number of yes/no questions, to help take away attention from the keyboard.  Here's a sample routine:

Magician: Would you help me test my computer?  I just got this new voice recognition 

          system.  Check it out.

          (He activates the program)

Computer: HELLO

Magician: OK, I want you to name any obscure thing or person in the world.  OK?

          Anything.  Anything at all.

Spectator: Ummm... how about a Shakespeare sonnet?     [insert obscure thing here]

Magician: OK... let's see... (he types and says) IS IT AN ELEPHANT?

Computer: NO, IT ISN'T

Magician: IS IT ELVIS PRESLEY?

Computer: NO

Magician: IS IT SOME TYPE OF POEM?

Computer: YES, IT IS

Magician: (says) Okay. (he types and says)



  WOULD YOU TELL US WHAT IT IS?

Computer: SEX

Magician: (says) Okay, that's a pretty common problem.  Let's get that out our 

          minds and think about Shakespeare.  Say "Shakespeare Sonnet" again, slowly. 

          OK? 

Spectator: Shakespeare Sonnet

Magician: Thanks (he types and says)

          WOULD YOU TELL US WHAT WE'RE THINKING OF?

Computer: A SHAKESPEARE SONNET

Magician: Alright!  It seems to be working now.  Thanks for helping me out.

Effect 5 - Object Recognition

The Effect

Magician: (to spectator) Hand me something from your pocket, please.



(the spectator hands the magician a 1991 quarter)

Magician: (types) I HAVE THIS OBJECT, CAN YOU TELL US WHAT IT IS?

Computer: I BELIEVE IT'S A COIN?

Magician: EXACTLY RIGHT!  WHAT KIND SPECIFICALLY?

Computer: IT LOOKS LIKE A QUARTER, BUT IT MAY BE COUNTERFEIT...

Magician: RIGHT! HOW RECENTLY WAS IT MINTED?

Computer: A FEW YEARS AGO

Magician: RIGHT, BUT WHAT YEAR?

Computer: I BELIEVE THE YEAR WAS 1991, IS THAT IT?

(etc.)

Explanation

In this trick, each question contains a trigger word, and an encoded number, from 0 to 7.  The trigger word is used to obtain a list of 8 answers, and the number is used to select which of the 8 answers is used.

For most of the questions in the above example, the numbers is encoded using  three "counter trigger" words: "YES" "EXACTLY" and "RIGHT".  YES has a value of 4, EXACTLY has a  value of 2 and RIGHT has a value of 1.  To input a number, you include the  appropriate words that add up to the correct value, like so:

            4    
+     
2       
+      
1

    0       (none)

    1                               


RIGHT

    2              
   EXACTLY

    3               
   EXACTLY         
RIGHT

    4       YES

    5       YES                     


RIGHT

    6       YES     
   EXACTLY

    7       YES     
   EXACTLY         
RIGHT

These words can appear anywhere in the sentence, so to encode the number 5, you could say "YES RIGHT" or "YES THAT'S RIGHT".

The first question is the exception.  If the sentence contains the word "object",  the counter triggers are  CAN=4,US=2 and KIND=1.  Here are some sample  questions/answers.

Trigger: OBJECT

Counter Triggers: CAN=4 US=2 KIND=1

0
What is it?


(WATCH)

1
What kind is it?


(RING)

2
Tell us what it is.


(BRACELET)

3
Tell us what kind it is.

(NECKLACE)

4
Can you tell me what it is?

(EARRING)

5
Can you tell me what kind it is?
(PAPER)

6
Can you tell us what it is?

(COIN)

7
Can you tell us what kind it is?
(WRITING IMPLEMENT)

The result of this sentence will be used to load in a list of 8-specific

objects of this type, which are used for the next question, which contains

the trigger word "specific", and uses the counter triggers YES=4,EXACTLY=2 and 

RIGHT=1.

Trigger: SPECIFIC (e.g. Can you be more specific?)

Counter Triggers: YES=4 EXACTLY=2 RIGHT=1

 WATCH=0       RING=1           BRACELET=2     NECKLACE=3

0. gold

gold

gold

gold

1. silver

silver

silver

silver

2. leather
diamond

diamond

diamond

3. black

gemstone
charm

locket

4. plastic
opal

id bracelet
cameo

5. digital

ruby

plastic

cross

6. mickey
class

heart

heart

7. watch

ring

bracelet

necklace

 EARRING=4      PAPER=5         COIN=6          
PEN=7

0. gold

yellow post-it
penny

pencil

1. silver

pink post-it
nickel

blue pen

2. diamond
business card
dime

black pen

3. hoop

memo slip
quarter

marker

4. cross

napkin

half dollar
yellow highlighter

5. ceramic
8/12 x 11
susan b

pink highlighter

6. unusual
one dollar bill
counterfeit
dry marker

7. earring
other bill
foreign

writing implement

Note: This list is hard to remember, so I keep a copy of it taped to the wall near my computer.

Trigger: COLOR  (used to tell the color of an object)

Counter Triggers: YES=4 EXACTLY=2 RIGHT=1

0=White 1=Black 2=Red 3=Green 

4=Blue 5=Aqua 6=Yellow 7=Purple

Trigger: SHADE (used to tell the shade of an object)

Counter Triggers: YES=4 EXACTLY=2 RIGHT=1

0=Black thru 7=WHITE (intermediate numberrs are shades of gray ranging 





from "very dark" to "almost white")

Trigger: RECENTLY (used to date an object or a coin)

Counter Triggers: YES=4 EXACTLY=2 RIGHT=1

0=Late 90s 

Base Year = 1990

1=Early 90s 

Base Year = 1990

2=Late 80s 

Base Year = 1980

3=Early 80s 

Base Year = 1980

4=Late 70s 

Base Year = 1970

5=Early 70s

Base Year = 1970

6=Sixties

Base year = 1960

7="old"


Base year = 1950

The base year is used to compute the year in the next question.  If you don't ask this question,the base year defaults to 1990.  If you encode #7, the answer will be "long before I can remember", but the base year will be set to 1950.

Trigger: YEAR (used to provide a specific year)

Counter Triggers: WOW=8 YES=4 EXACTLY=2 RIGHT=1

The answer will be a year, which is computed from Base Year + the Counter.  The Base Year is provided using the "RECENTLY" trigger.  It defaults to 1990.  

For example:


Magician: EXACTLY RIGHT! HOW RECENTLY WAS IT MINTED?


Computer: WHEN REAGAN WAS PRESIDENT?


Magician: RIGHT, BUT WHAT YEAR?


Computer: I BELIEVE THE YEAR WAS 1981, IS THAT IT?

Trigger: COIN

Counter Triggers: YES=4 EXACTLY=2 RIGHT=1

0=Penny,1=Nickel,2=Dime,3=Quarter,

4=Half Dollar,5=Susan B,6=Fake Coin,7=Foreign

Trigger: MONTH

Counter Triggers: WOW=8 YES=4 EXACTLY=2 RIGHT=1

0="this month"

1=January,2=February,...12=December

Tips

====

* These systems require a little practice to master.  Rehearse each trick until you feel comfortable with it before showing it to others. 

* The tricks can be made more believable (to the non-technically inclined) by not treating them as magic tricks, but rather as an example of advanced AI technology.   For example, "I modified the video drivers to sense the color interference in the phosphers of the monitor.  In essense, I'm using the monitor as an input device. The computer first detects the color of the card.  Then it isolates the position of the card relative to the monitor's screen and counts the spots on the card. To detect the suit, it uses the percentage of black pixels versus white pixels.  If the card is a face card, it detects the yellow in the jack's hair..." etc.  I have discovered that most people (including programmers & engineers!) have no problem believing this, although they don't believe in ESP or magic.

* To make the trick more convincing, allow yourself to make mistakes - chalk this up to "bugs that still need to be worked out in the OCR system."

* By using an ordered deck (such as Si Stebbins, Eight Kings, Nikola, etc) you can do a "controlled" card recognition in which you don't appear to know the card.

* Another fun variation is to use a Mirage deck.  Fan the cards and ask the spectator to point to any card.  Pull the card out halfway and square the remaining cards. Then turn the fan over, and remove the hidden force card and quickly place it face down against the monitor.  Ask the spectator to hold the card in place.  Then reveal the force card.  The spectator will assume the computer is wrong, then when the card is turned over, the computer turns out to be right. 

This trick can also be done using a sleight, rather than a Mirage deck.

* You may find it difficult to memorize the list of objects used in the object recognition trick.  I certainly do.  Fortunately, I have a somewhat messy office, so I simply printed the list of these objects (preceded by a decoy paragraph that  looks like a standard business memo) and taped it to the wall in my office.  No one has noticed.  It's especially difficult to remember the list of names for the "name reconigition" trick.  However, I already have a company directory of telephone extensions on my wall.  I added to this a list the two digit code next to each name required to recall it.

Revision History

3/23/98 Version 1.0 Windows (ported from Macintosh version)

(c) 1995,1998 Jim Bumgardner  (jbum@jbum.com)

This program is free, however it is copyrighted by the author.  Please do not use it, or any of the accompanying files in a commercial product, or any other product or service that somehow involves money changing hands (such as pay

bulletin boards or shareware collection) without securing the permission of the author.  I generally DON'T as a rule give permission for my software to be included in shareware collections that are sold for a profit, unless I think the profits are going to a worthy cause, such as user's group.

