Tony Buzan, author of the best-selling
Use Your Head and inventor of the

revolutionary Mind-Mapping technique,
has acquired fame by improving the
memory and learning capability of
thousands of people. In this book, based
on the latest research into the workings
of the human brain, he presents an
ingenious system for training the
memory to achieve extraordinary feats.
The book provides surprising, yet
simple, techniques for remembering
names, dates, phone numbers and
appointments. Special programmes are
given for card players and there is a
useful section for students on how to
attain optimum examination results.
Buzan reveals his methods with
engaging enthusiasm, drawing upon
extraordinary, surreal images to illustrate
how the mnemonic system works. Some
of these images are illustrated in full
colour. For anyone who has difficulty in
remembering facts and figures, people
and places, Use Your Memory will be
invaluable.

GUILD PUBLISHING LONDON

Other books by Tony Buzan:
Speed Memory
Speed Reading
Spore One (poetry)
Advanced Learning and Reading - Manual (with Bernard Chibnall)
The Evolving Brain (with Terry Dixon)
Make the Most of Your Mind
Use Your Head
The Brain User's Guide
Videotapes:
Business Brain
Use Your Head
Becoming an Everyday Genius - Business
Becoming an Everyday Genius - Family
Audiotapes:
The Brain/Memory
Illustrations by Mikki Rain
Diagrams by Tony Spaul

This edition published 1986 by
Book Club Associates
by arrangement with
The British Broadcasting Corporation
First published in Great Britain 1986
© Tony Buzan 1984,1986

Typeset by Phoenix Photosetting, Chatham
Printed in Great Britain by Mackays of Chatham Ltd

To Zeus and Mnemosyne's Ideal Muse-Child:
my dear, dear friend Lorraine Gill, the Artist

Contents

Introduction

9

1 Is Your Memory Perfect?

11

2 Testing Your Current Memory Capabilities

17

3 The History of Memory

31

4 The Secret Principles Underlying a Superpower
Memory

39

5 The Link System

43

6 The Number-Shape System

47

7 The Number-Rhyme System

55

8 The Roman Room System

62

9 The Alphabet System

66

10 How to Increase by 100 Per Cent Everything
You Have Learned So Far
11 The Major System

73
75

12 Card Memory System

104

13 Long Number Memory System

108

14 Telephone Number Memory System

112

15 Memory System for Schedules and Appointments

116

CONTENTS

16 Memory System for Dates in Our Century

119

17 Memory System for Important Historical Dates

123

18 Remembering Birthdays, Anniversaries, and
Days and Months of Historical Dates

125

19 Memory Systems for Vocabulary and Language

127

20 Remembering Names and Faces

132

21 Memory System for Speeches, Jokes, Dramatic
Parts, Poems, Articles and Books

150

22 Remembering for Examinations

156

23 Notes for Remembering-Mind Maps
24 Re-Remembering - Remembering What You Have
Forgotten

159
161

25 Your Memory's Rhythms

164

26 Catching Your Dreams

172

Bibliography

175

Index

177

Introduction

Like so many children, as a youth I was mystified by this wonderful and exasperating thing called memory. In casual and relaxed
situations it worked so smoothly that I hardly ever noticed it; in
examinations it only occasionally performed well, to my surprise,
but was more often associated with 'bad memory', the fearful area
of forgetting. Since I spent much of my childhood in the country
with animals, I began to realise that the misnamed 'dumb' creatures seemed to have extraordinary memories, often superior to
my own. Why, then, was human memory apparently so faulty?
I began to study in earnest, eagerly devouring information about
how the early Greeks had devised specific memory systems for
various tasks; and how, later, the Romans applied these techniques to
enable themselves to remember whole books of mythology and to
impress their audiences during senatorial speeches and debates. My
interest became more focused while I was in college, when the
realisation slowly dawned on me that such basic systems need not be
used only for 'rote' or parrotlike memory, but could be used as
gigantic filing systems for the mind, enabling extraordinarily fast and
efficient access, and enormously enhancing general understanding. I
applied the techniques in taking examinations, in playing games with
my imagination in order to improve my memory, and in helping other
students, who were supposedly on the road to academic failure,
achieve first-class successes.
The explosion of brain research during the last decade has
confirmed what the memory theorists, gamesters, mnemonic
technicians and magicians have always known: that the holding
capacity of our brains and the ability to recall what is stored there
are far and deliciously beyond normal expectations.
Use Your Memory, a major new development from the memory
sections of Use Your Head, is an initial tour through what should
have been included as first among the seven wonders of the world:
the 'hanging gardens' of limitless memory and imagination.
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1 Is Your Memory Perfect?

Your memory is phenomenal. This statement is made despite the
following counterarguments:
1
2
3
4
5
6
7

Most people remember fewer than 10 per cent of the names of
those whom they meet.
Most people forget more than 99 per cent of the phone
numbers given to them.
Memory is supposed to decline rapidly with age.
Many people drink, and alcohol is reputed to destroy 1000
brain cells per drink.
Internationally, across races, cultures, ages and education
levels, there is a common experience, and fear of, having an
inadequate or bad memory.
Our failures in general, and especially in remembering, are
attributed to the fact that we are 'only human', a statement that
implies that our skills are inherently inadequate.
You will probably fail most of the memory tests in the following chapter.

Points 1, 2 and 7 will be dealt with through the remainder of the
book. You will see that it is possible, with appropriate knowledge,
to pass all the tests, and that names and phone numbers are easy to
remember - if you know how.
Your memory does decline with age, but only if it is not used.
Conversely, if it is used, it will continue to improve throughout
your lifetime.
There is no evidence to suggest that moderate drinking
destroys brain cells. This misapprehension arose because it was
found that excessive drinking, and only excessive drinking, did
indeed damage the brain.
Across cultural and international boundaries 'negative experience'
with memory can be traced not to our being 'only human' or in anyway
innately inadequate but to two simple, easily changeable factors: (1)
negative mental set and (2) lack of knowledge.
II
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Negative Mental Set
There is a growing and informal international organisation, which
I choose to name the 'I've Got an Increasingly Bad Memory
Club'. How often do you hear people in animated and enthusiastic
conversation saying things like, 'You know, my memory's not
nearly as good as it used to be when I was younger; I'm constantly
forgetting things.' To which there is an equally enthusiastic reply:
'Yes, I know exactly what you mean; the same thing's happening to
me.. . .' And off they dodder, arms draped around each other's
shoulders, down the hill to mental oblivion. And such conversations often take place between thirty-year-olds!
This negative, dangerous, incorrect mental set is based on lack of
proper training, and this book is designed to correct it.
Consider the younger supermemoriser to whom most people
romantically refer. If you want to check for yourself, go back to any
school at the end of a day, walk into a classroom of a group of five to seven-year-old children after they have gone home and ask the
teacher what has been left in the classroom (i.e., forgotten). You
will find the following items: watches, pencils, pens, sweets,
money, jackets, physical education equipment, books, coats,
glasses, erasers, toys, etc.
The only real difference between the middle-aged executive
who has forgotten to phone someone he was supposed to phone
and who has left his briefcase at the office, and the seven-year-old
child who realises on returning home that he's left at school his
watch, his pocket-money and his homework is that the sevenyear-old does not collapse into depression, clutching his head and
exclaiming, 'Oh, Christ, I'm seven years old and my memory's
going!'
Ask yourself, 'What is the number of things I actually remember each day?' Most people estimate somewhere between 100 and
10,000. The answer is in fact in the multiple billions. The human
memory is so excellent and runs so smoothly that most people
don't even realise that every word they speak and every word they
listen to are instantaneously produced for consideration, recalled,
recognised precisely and placed in their appropriate context. Nor
do they realise that every moment, every perception, every
thought, everything that they do throughout the entire day and
throughout their lives is a function of their memories. In fact, its
ongoing accuracy is almost perfect. The few odd things that we do
forget are like odd specks on a gigantic ocean. Ironically, the
reason why we notice so dramatically the errors that we make is
that they are so rare.
12
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There is now increasing evidence that our memories may not
only be far better than we ever thought but may in fact be perfect.
Consider the following arguments for this case:
1 Dreams
Many people have vivid dreams of acquaintances, friends, family
and lovers of whom they have not thought for as many as twenty to
forty years. In their dreams, however, the images are perfectly clear,
all colours and details being exactly as they were in real life. This
confirms that somewhere in the brain there is a vast store of
perfect images and associations that does not change with time
and that, with the right trigger, can be recalled. In chapter 26 you
will learn about Catching Your Dreams.
2 Surprise Random Recall
Practically everyone has had the experience of turning a corner
and suddenly recalling people or events from previous times in his
life. This often happens when people revisit their first school. A
single smell, touch, sight or sound can bring back a flood of
experiences thought to be forgotten. This ability of any given
sense to reproduce perfect memory images indicates that if there
were more correct 'trigger situations' much more would and could
be recollected. We know from such experiences that the brain has
retained the information.
3 The Russian 'S'
In the early part of this century a young Russian journalist (in The
Mind of a Mnemonist, by A. R. Luria, he is referred to as 'S')
attended an editorial meeting, and it was noted to the consternation of others that he was not taking notes. When pressed to
explain, he became confused; to everyone's amazement, it became
apparent that he really did not understand why anyone should ever
take notes. The explanation that he gave for not taking notes
himself was that he could remember what the editor was saying, so
what was the point? Upon being challenged, 'S' reproduced the
entire speech, word for word, sentence for sentence, and inflection for inflection.
For the next thirty years he was to be tested and examined by
Alexander Luria, Russia's leading psychologist and expert on
memory. Luria confirmed that 'S' was in no way abnormal but that
his memory was indeed perfect. Luria also stated that at a very
young age 'S' had 'stumbled upon' the basic mnemonic principles
(see pages 39ff.) and that they had become part of his natural
functioning.
'S' was not unique. The history of education, medicine and
i3
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psychology is dotted with similar cases of perfect memorisers. In
every instance, their brains were found to be normal, and in every
instance they had, as young children, 'discovered' the basic principles of their memory's function.
4 Professor Rosensweig's Experiments
Professor Mark Rosensweig, a Californian psychologist and
neurophysiologist, spent years studying the individual brain cell
and its capacity for storage. As early as 1974 he stated that if we
fed in ten new items of information every second for an entire
lifetime to any normal human brain that brain would be considerably less than half full. He emphasised that memory problems have nothing to do with the capacity of the brain but rather
with the self-management of that apparently limitless capacity.
5 Professor Penfield 's Experiments
Professor Wilder Penfield of Canada came across his discovery of
the capacity of human memory by mistake. He was stimulating
individual brain cells with tiny electrodes for the purpose of
locating areas of the brain that were the cause of patients' epilepsy.
To his amazement he found that when he stimulated certain
individual brain cells, his patients were suddenly recalling experiences from their past. The patients emphasised that it was not
simple memory, but that they actually were reliving the entire
experience, including smells, noises, colours, movement, tastes.
These experiences ranged from a few hours before the experimental session to as much as forty years earlier.
Penfield suggested that hidden within each brain cell or cluster
of brain cells lies a perfect store of every event of our past and that
if we could find the right stimulus we could replay the entire film.
6 The Potential Pattern-Making Ability of Your Brain
Professor Pyotr Anokhin, the famous Pavlov's brightest student,
spent his last years investigating the potential pattern-making
capabilities of the human brain. His findings were important for
memory researchers. It seems that memory is recorded in separate little patterns, or electromagnetic circuits, that are formed by
the brain's interconnecting cells.
Anokhin already knew that the brain contained a million million
(1,000,000,000,000) brain cells but that even this gigantic
number was going to be small in comparison with the number of
patterns that those brain cells could make among themselves.
Working with advanced electron microscopes and computers, he
came up with a staggering number. Anokhin calculated that the
14
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number of patterns, or 'degrees of freedom', throughout the brain
is, to use his own words, 'so great that writing it would take a line of
figures, in normal manuscript characters, more than ten and a half
million kilometres in length. With such a number of possibilities,
the brain is a keyboard on which hundreds of millions of different
melodies can be played.'
Your memory is the music.
7 Near-Death - Type Experiences
Many people have looked up at the surface ripples of a swimming
pool from the bottom, knowing that they were going to drown
within the next two minutes; or seen the rapidly disappearing
ledge of the mountain from which they have just fallen; or felt the
oncoming grid of the 10-ton lorry bearing down on them at 60
miles per hour. A common theme runs through the accounts that
survivors of such traumas tell. In such moments of 'final consideration' the brain slows all things down to a standstill,
expanding a fraction of a second into a lifetime, and reviews the
total experience of the individual.
When pressed to admit that what they had really experienced
were a few highlights, the individuals concerned insisted that what
they had experienced was their entire life, including all things they
had completely forgotten until that instant of time. 'My whole life
flashed before me' has almost become a cliche that goes with the
near-death experience. Such a commonality of experience again
argues for a storage capacity of the brain that we have only just
begun to tap.
8 Photographic Memory
Photographic, or eidetic, memory is a specific phenomenon in
which people can remember, usually for a very short time, perfectly and exactly anything they have seen. This memory usually
fades, but it can be so accurate as to enable somebody, after seeing
a picture of 1000 randomly sprayed dots on a white sheet, to
reproduce them perfectly. This suggests that in addition to the
deep, long-term storage capacity, we also have a shorter-term and
immediate photographic ability. It is argued that children often
have this ability as a natural part of their mental functioning and
that we train it away by forcing them to concentrate too much on
logic and language and too little on imagination and their other
range of mental skills.
9 The 1000 Photographs
In recent experiments people were shown 1000 photographs, one
after the other, at a pace of about one photograph per second. The
15
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psychologists then mixed 100 photographs with the original 1000,
and asked the people to select those they had not seen the first
time through. Everyone, regardless of how he described his
normal memory, was able to identify almost every photograph he
had seen - as well as each one that he had not seen previously.
They were not necessarily able to remember the order in which
the photographs had been presented, but they could definitely
remember the image - an example that confirms the common
human experience of being better able to remember a face than
the name attached to it. This particular problem is easily dealt
with by applying the Memory Techniques.
10

The Memory Techniques

The Memory Techniques, or mnemonics, were a system of
'memory codes' that enabled people to remember perfectly whatever it was they wished to remember. Experiments with these
techniques have shown that if a person scores 9 out of 10 when
using such a technique, that same person will score 900 out of
1000, 9000 out of 10,000, 900,000 out of 1,000,000 and so on.
Similarly, one who scores perfectly out of 10 will score perfectly
out of 1,000,000. These techniques help us to delve into that
phenomenal storage capacity we have and to pull out whatever it is
that we need. The Basic Memory Principles are outlined in chapter
4, and the bulk of this book is devoted to explaining and outlining
the most important and useful of these systems, showing how
easily they can be learned, and how they can be applied in personal, family, business and community life.
At this early stage, however, it should be helpful for you to test
your memory in its current state. The following chapter provides a
series of memory tests that will form a foundation from which you
can check your progress. If you are interested in the truth about
yourself and your performance now, as compared with what it will
be when you have completed the book, perform these tests
thoroughly. Most people do rather poorly at the beginning and
almost perfectly at the end.

16

2 Testing Your Current
Memory Capabilities

Few people ever put their memories to the immediate test, and it is
for this reason that most are unaware of the false limits, the habits
and potential of their minds. Because of the way we are trained (or
not trained) in school, the simple tasks you will soon attempt will
in some cases prove very difficult and in others almost impossible.
Yet these tasks are perfectly within the capacity of the average
human brain. Do not worry about poor performance, however,
since it is the purpose of this book to make memorisation, such as
is required in the following tests, an easy and enjoyable exercise.

Link Test
Read the following list of twenty items through once only, trying
to memorise both the items and the order in which they are
listed. Then turn to page 23 to test yourself and for scoring
instructions.
Wallpaper
Mountain
Skirt
String
Ice cream
Scissors
Nail
Watch
Nurse
Perfume

Elephant

Jail

Mirror
Suitcase
Plant
Power
Safe
Melon
Mongrel
Engraving
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Peg Test
Give yourself sixty seconds to memorise this second list of twenty
items. The aim in this test is to remember the items in random
order, connecting them to their appropriate number. When your
minute has passed, turn to page 24 and fill in the answers.
1
2
3
4
5
6
7
8
9
10

Atom
Tree
Stethoscope
Sofa
Alley
Tile
Windscreen
Honey
Brush
Toothpaste

11
12
13
14
15
16
17
18
19
20

Glitter
Heater
Railway
Lighter
Wart
Star
Peace
Button
Pram
Pump

Number Test
Look at the four 15-digit numbers printed below, giving not more
than a half-minute to each. At the end of each half-minute section
turn to page 24 and write down the number as best you can.

1 798465328185423
2 493875941254945

3 784319884385628
4 825496581198762

Telephone Number Test
The following is a list often people and their telephone numbers.
Study the list for not more than two minutes and attempt to
remember all the phone numbers, then turn to page 25 and
answer the appropriate questions.
Your health-food shop
Your tennis partner
Your local weather bureau
Your local newsagent
Your local florist
Your local garage
Your local theatre
Your local discotheque
Your local community centre
Your favourite restaurant
18

787-5953
640-7336
691-0262
242-9111
725-8397
781-3702
869-9521
644-1616
457-8910
354-6350
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Card Test
This test is designed to exercise your present capacity in remembering cards and their sequence. The list below contains all
fifty-two cards of the regular pack in numbered order. Your task is
to spend not more than three minutes looking at this list, and then
to recall it in reverse order. Turn to page 26 to fill in your answers.
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26

Ten of diamonds
Ace of spades
Three of hearts
Jack of clubs
Five of clubs
Five of hearts
Six of hearts
Eight of clubs
Ace of clubs
Queen of clubs
King of spades
Ten of hearts
Six of clubs
Three of diamonds
Four of spades
Four of clubs
Queen of hearts
Five of spades
Jack of diamonds
Seven of hearts
Nine of clubs
King of diamonds
Seven of clubs
Two of spades
Jack of hearts
King of clubs

27 Four of hearts
28 Two of diamonds
29 Jack of spades
30 Six of spades
31 Two of hearts
32 Four of diamonds
33 Three of spades
34 Eight of diamonds
35 Ace of hearts
36 Queen of spades
37 Queen of diamonds
38 Six of diamonds
39 Nine of spades
40 Ten of clubs
41 King of hearts
42 Nine of hearts
43 Eight of spades
44 Seven of spades
45 Three of clubs
46 Ace of diamonds
47 Ten of spades
48 Eight of hearts
49 Seven of diamonds
50 Nine of diamonds
51 Two of clubs
52 Five of diamonds

19

Face Test
Look at the ten faces on the following two pages for not more than
two minutes, then turn to pages 27 and 28 where the same faces
are presented without their names. Try to match the right name to
the right face. Scoring instructions are on page 28.

1 Mrs Whitehead

2

Mr Hawkins

3 Mr Fisher

4
20

Mr Ramm

5 Mrs Hemming
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7 Mr Chester

6 Mrs Briar

8 Mr Masters

9 Mrs Swanson

10 Miss Temple
21
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Dates Test
This is your last test: listed below are ten fairly important historical dates. Give yourself two minutes to remember them all perfectly, then turn to page 29.
1
2
3
4
5
6
7
8
9
10

22

1666 Great Fire of London
1770 Beethoven's birthday
1215 Signing of Magna Carta
1917 Russian Revolution
1454 First printing press
1815 Battle of Waterloo
1608 Invention of the telescope
1905 Einstein's theory of relativity
1789 French Revolution
1776 American Declaration of Independence
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Link Test Response (See p. 17)
Note in the space provided all the items you can remember, in
correct order.

Score yourself in two ways: first enter below the number of items
you remembered out of twenty, and then record the number of
items you listed in the correct order. (If you reversed two items,
they are both wrong with regard to order.) Score one point for
each remembered; one point for each correct placing (total possible: 40).
Number remembered:
Number in correct order:

Number incorrect:
Number in incorrect order:
23
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Peg Test Response (See p. 18)
In the order indicated, place the item you were given next to its
appropriate number.

20

1

18

3

16

5

14

7

12

9

10

11

8

13

6

15

4

17

2

19

Number correct:

Number Test Response (See p. 18)
In the space below write down each of the four 15-digit numbers.
1
2

:

3
4
Score one point for every digit that you record in its proper sequence.
Total score:
60
24
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Telephone Number Test Response (See p. 18)
Write down, in the space provided, the phone numbers of the ten
people.
Name

Number

1

Your health-food shop

2

Your tennis partner

3

Your local weather bureau

4

Your local newsagent

5 Your local florist
6

Your local garage

7

Your local theatre

8

Your local discotheque

9

Your local community centre

10

Your favourite restaurant

Scoring: give yourself one mark for each correct number (even if
you make only one mistake in the number you must consider this
totally wrong, for if you had dialled it you would not have been put
in contact with the person with whom you wished to speak). The
highest possible score is 10.
Score:
10
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Card T e s t Response

(See p. 19)

Recall the list in reverse order (52-1) as indicated.

52
51
50
49
48
47
46
45
44
43
42
41
40
39
38
37
36
35
34
33
32
31
30
29
28
27

26
25
24
23
22
21
20
19
18
17
16
15
14
13
12
11
10
9
8
7
6
5
4
3
2
1

Score one point for each correct answer. A score of 52 is perfect.
26
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F a c e T e s t R e s p o n s e (See pp. 20 and 21)
Fit the names to the faces:

7

8

6

1
27
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4
Score one point for each correct answer.
28

10
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Dates Test Response

(See p. 22)

9

French Revolution

6

Battle of Waterloo

1

Great Fire of London

10

American Declaration of Independence

2

Beethoven's birthday

5

First printing press

4

Russian Revolution

3

Signing of Magna Carta

8

Einstein's theory of relativity

7

Invention of the telescope

Scoring: give yourself one point for an accurate answer and half a
point if you come within five years. Ten points is a perfect score.
Now calculate your total score - perfect is 202.

Test Result Summary
Test

Your Score

Possible Total

Link Test

40

Peg Test

20

Number Test

60

Telephone Number Test

10

Card Test

52

Face Test

10

Dates Test

10
202

Summary Per Cent Score:

29
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This completes your initial testing (there will be other tests for you
to experiment with throughout the text). Normal scores on each of
these tests range from 20 to 60 per cent. Even a score of 60 per
cent, which in the average group will be considered excellent, is
well below what you can expect of yourself when you have absorbed the information in this book. The average trained memoriser
would have scored between 95 and 100 per cent on every one of
the foregoing tests.
The next chapter outlines the history of memory, giving you a
context in which to learn the memory techniques and systems, and
shows how recently it is that we have begun to understand your
amazing innate abilities.

30

3 The History of Memory

From the time when man first began to depend on his mind for
coping with his environment, the possession of an excellent
memory has been a step to positions of command and respect.
Throughout human history there have been recorded remarkable
- sometimes legendary - feats of memory.
The Greeks
It is difficult to say exactly when and where the first integrated
ideas on memory arose. The first sophisticated concepts,
however, can be attributed to the Greeks, some 600 years before
the birth of Christ. As we look back on them now, these 'sophisticated' ideas were surprisingly naive, especially since some of the
men proposing them are numbered among the greatest thinkers
the world has ever known.
In the sixth century BC, Parmenides thought of memory as
being a mixture of light and dark or heat and cold. He believed
that as long as any given mixture remained unstirred, the memory
would be perfect. As soon as the mixture was altered, forgetting
occurred. Diogenes of Apollonia advanced a different theory, in
the fifth century BC. He suggested that memory was a process that
consisted of events producing an equal distribution of air in the
body. Like Parmenides, he thought that when this equilibrium
was disturbed, forgetting would occur.
Not surprisingly, the first person to introduce a really major
idea in the field of memory was Plato, in the fourth century BC. His
theory is known as the Wax Tablet Hypothesis and is still accepted
by some people today, although there is growing disagreement.
To Plato, the mind accepted impressions in the same way that wax
becomes marked when a pointed object is applied to its surface.
Plato assumed that once the impression had been made it
remained until it wore away with time, leaving a smooth surface
once again. This smooth surface was, of course, what Plato considered to be equivalent to complete forgetting - the opposite
31
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aspect of the same process. As will become clear later, many
people now feel that memory and forgetting are two quite
different processes. Shortly after Plato, Zeno the Stoic slightly
modified Plato's ideas, suggesting that sensations actually 'wrote'
impressions on the wax tablet. Like the Greeks before him, when
Zeno referred to the mind and its memory, he did not place it in
any particular organ or section of the body. To him as to the
Greeks, 'mind' was a very unclear concept.
The first man to introduce a more scientific terminology was
Aristotle, in the late fourth century BC. He maintained that the
language previously used was not adequate to explain the physical
aspects of memory. In applying his new language Aristotle
attributed to the heart most of the functions that we now attribute
to the brain. Part of the heart's function, he realised, was concerned with the blood, and he felt that memory was based on the
blood's movements. He thought that forgetting was the result of a
gradual slowing down of these movements. Aristotle made
another important contribution to the subject of memory when he
introduced his laws of association of ideas. The concept of
association of ideas and images is now known to be of major
importance to memory. Throughout this book this concept will be
discussed and applied.
In the third century BC, Herophilus introduced 'vital' and
'animal' spirits to the discussion. He thought that the vital, or
'higher order', spirits produced the 'lower order' animal spirits,
which included the memory, the brain and the nervous system. All
of these he thought to be secondary in importance to the heart. It is
interesting to note that one reason advanced by Herophilus for
man's superiority over animals was the large number of creases in
his brain. (These creases are now known as the convolutions of
the cortex.) Herophilus, however, offered no reason for his conclusion. It was not until the nineteenth century, more than 2000
years later, that the real importance of the cortex was discovered.
The Greeks, then, were the first to seek a physical as opposed to
a spiritual basis for memory; they developed scientific concepts
and a language structure that helped the development of these
concepts; and they contributed the Wax Tablet Hypothesis, which
suggested that memory and forgetting were opposite aspects of
the same process.

The Romans
The theoretical contributions by the Romans to our knowledge of
memory were surprisingly minimal. The major thinkers of their
32
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time, including Cicero in the first century BC and Quintilian in the
first century AD, accepted without question the Wax Tablet
Hypothesis of memory and did little further work on the subject.
Their major and extremely important contributions were in the
development of memory systems. They were the first to introduce
the idea of a Link System and a Room System, both of which will
be described in later chapters.

The Influence of the Christian Church
The next major contributor to memory theory was the great
physician Galen in the second century AD. He located and
delineated various anatomical and physiological structures and
made further investigations into the function and structure of the
nervous system. Like the later Greeks, he assumed that memory
and mental processes were part of the lower order of animal
spirits. He thought that these spirits were manufactured in the
sides of the brain and that, consequently, memory was seated
there. Galen thought that air was sucked into the brain and mixed
with the vital spirits. This mixture produced animal spirits that
were pushed down through the nervous system, enabling humans
to experience sensation.
Galen's ideas on memory were rapidly accepted and condoned
by the church, which at this time was beginning to exert a great
influence. His ideas became doctrine, and as a result little progress was made in the field for 1500 years. These intellectual
strictures stifled some of the greatest minds that philosophy and
science have produced. In the fourth century AD St Augustine
accepted the church's idea that memory was a function of the soul
and that the soul was located in the brain. He never expanded on
the anatomical aspects of these ideas.
From the time of St Augustine until the seventeenth century
there were almost no significant developments, and even in the
seventeenth century new ideas were restricted by doctrine. Even
so great a thinker as Descartes accepted Galen's basic ideas,
although he thought that animal spirits were sent from the pineal
gland on special courses through the brain until they came to the
part where memory could be triggered. The more clear-cut these
courses, the more readily, he thought, would they open when
animal spirits travelled through them. It was in this way that he
explained the improvement of memory and the development of
what are known as memory traces. A memory trace is a physical
change in the nervous system that was not present before learning.
The trace enables us to recall.
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Another great philosopher, who went along with the tide, was
Thomas Hobbes, who discussed and considered the idea of
memory but contributed little to what had already been said. He
agreed with Aristotle's ideas, rejecting nonphysical explanations of
memory. He did not, however, specify the real nature of memory,
nor did he make any significant attempts to locate it accurately.
It is evident from the theories of the seventeenth-century intellectuals that the inhibiting influence of Galen and the church had
been profound. Practically all these great thinkers accepted without question primitive ideas on memory.
Transitional Period - the Eighteenth Century
One of the first thinkers to be influenced by the Renaissance and
by the ideas of Newton was David Hartley, who developed the
vibratory theory of memory. Applying Newton's ideas on vibrating
particles, Hartley suggested that there were memory vibrations in
the brain that began before birth. New sensations modified existing vibrations in degree, kind, place and direction. After being
influenced by a new sensation, vibrations quickly returned to their
natural state. But if the same sensation appeared again, the vibrations took a little longer to return. This progression would finally
result in the vibrations remaining in their 'new' state, and a
memory trace was thus established.
Other major thinkers of this period included Zanotti, who was
the first to link electrical forces with brain functions, and Bonnet,
who developed the ideas of Hartley in relation to the flexibility of
nerve fibres. He felt that the more often nerves were used, the
more easily they vibrated, and the better memory would be. The
theories of these men were more sophisticated than previous ones
because they had been largely influenced by developments in
related scientific fields. This interaction of ideas laid the
groundwork for some of the modern theories of memory.
The Nineteenth Century
With the development of science in Germany in the nineteenth
century, some important advances occurred. Many of the ideas
initiated by the Greeks were overthrown, and work on memory
expanded to include the biological sciences.
Georg Prochaska, a Czech physiologist, finally and irrevocably
rejected the age-old idea of animal spirits on the grounds that it
had no scientific basis and that there was no evidence to support it.
He felt that limited existing knowledge made speculation on the
location of memory in the brain a waste of time. 'Spatial localisation may be possible,' he said, 'but we just do not know enough
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at the moment to make it a useful idea.' It was not for some fifty
years that localising the area of memory function became a useful
pursuit.
Another major theory presented in this century was that of Pierre
Flourens, a French physiologist, who 'located' the memory in every
part of the brain. He said that the brain acted as a whole and could
not be considered as the interaction of elementary parts.

Modern Theories
Developments in memory research have been aided to an enormous degree by advances in technology and methodology. Almost
without exception psychologists and other thinkers in this field
agree that memory is located in the cerebrum, which is the large
area of the brain covering the surface of the cortex. Even today,
however, the exact localisation of memory areas is proving a
difficult task, as is the accurate understanding of the function of
memory itself. Current thought has progressed from Hermann
Ebbinghaus's work, at the turn of the century, with regard to basic
learning and forgetting curves (see chapter 25), to advanced and
complex theories. Research and theory can be roughly divided
into three main areas: work on establishing a biochemical basis for
memory; theories suggesting that memory can no longer be considered as a single process but must be broken down into divisions; and the clinical surgeon Wilder Penfield's work on brain
stimulation.
Research into the biochemical basis for memory was initiated in
the late 1950s. This theory suggests that RNA (ribonucleic acid),
a complex molecule, serves as a chemical mediator for memory.
RNA is produced by the substance DNA (deoxyribonucleic acid),
which is responsible for our genetic inheritance. For example,
DNA determines eye colour. A number of experiments have been
performed with RNA that lend support to the idea that RNA does
indeed have a lot to do with the way in which we remember things.
In one instance, when animals were given certain types of training,
the RNA found in specific cells was changed. And further, if the
production of RNA in an animal's body was stopped or modified,
this animal was unable to learn or remember. An even more
exciting experiment showed that when RNA was taken from one
rat and injected into another, the second rat 'remembered' things
that he had never been taught but that the first rat had.
While research into this aspect of memory is progressing, other
theorists are saying that we should stop emphasising 'memory'
and concentrate more on the study of 'forgetting'. Their position
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is that we do not so much remember as gradually forget. Encompassing this idea is the duplex theory of remembering and forgetting, which states that there are two different kinds of information
retention: long-term and short-term. For example, you have
probably experienced a different 'feeling' in the way that you recall
a telephone number that has just been given to you and the way
that you recall your own telephone number. The short-term
situation is one in which the idea is 'in' the brain but has not yet
been properly coded and is therefore more readily forgotten. In
the long-term situation the idea has been completely coded, filed
and stored, and it will probably remain there for years, if not for
life.
Research into direct brain stimulation was initiated by Dr
Wilder Penfield. In more detail: when performing craniotomies
(removal of a small section of the brain) in order to reduce
epileptic attacks, Penfield had first to remove a portion of the skull
lying over the side of the brain. Before operating, Penfield conducted a systematic electrical stimulation of the open brain, and
the patient, who remained conscious, reported his experience
after each stimulation. In an early case Penfield stimulated the
temporal lobe of the brain, and the patient reported a re-created
memory of a childhood experience.
Penfield found that stimulating various areas of the cortex
produces a range of responses but that only stimulation of the
temporal lobes leads to reports of meaningful and integrated
experiences. These experiences are often complete in that when
re-created they include the colour, sound, movement and
emotional content of the original experiences.
Of particular interest in these studies is the fact that some of the
memories stimulated electrically by Penfield had been unavailable
in normal recall. In addition, the stimulated experiences seemed
to be far more specific and accurate than normal conscious recall,
which tends to be a generalisation. It was Penfield's belief that the
brain records every item to which it pays conscious attention and
that this record is basically permanent, although it may be 'forgotten' in day-to-day living.
More recently, theorists have returned to a position similar to
that of Flourens, in which they are suggesting that every part of the
brain may include all memories. This model is based on holographic photography. In simple terms, a holographic photographic
plate is simply a piece of glass, which, when two laser beams are
passed through it at the right angle, reproduces a ghostly, threedimensional photograph. One of the amazing things about this
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photographic plate is that if you smash it into 100 pieces and take
any one of those 100 pieces, you can shine the two laser beams
through it and still get the same (although slightly more blurred)
picture. Thus every part of the holographic photographic plate
contains a minirecord of the overall picture.
British scientist David Bohm and others are suggesting that the
brain is similar. In other words, every one of our multimillion
brain cells may, in fact, act as a minibrain, recording in some
fantastically complex way, as yet indiscernible to our clumsy
measuring instruments, our entire experience. Fantastic as this
theory may sound, it goes a long way toward explaining the perfect
memories we have in dreams, the surprise random recall, the
memories of the perfect memorisers, the statistics from Rosensweig's experiments, the results of Penfield's experiments, the
mathematical grandeur of Anokhin's results, and much of the
near-death-type experiences.
Even now we are still on the threshold of a wondrous new world
of knowledge, similar to that of the first people who began to
explore our planet immediately after having discovered that they
could make boats.
How Many Brains?
Supplementing this modern research has been the new discovery
that we have not one brain but two. Professor Roger Sperry
recently received the Nobel Prize for his breakthrough work in
this area. Sperry discovered that each one of us has a brain that is
divided into two physiological sections, each dealing with different
mental functions.
Sperry has shown that, in most of us, the left side of the brain
deals with the following areas:
logic

language
number
sequencing and linearity
analysis
Similarly, in most of us, the right side of the brain deals with the
following mental functions:
rhythm and music
imagination
daydreaming
colour
dimension
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This is your superstreamlined brain, depicted as if viewed with X-ray
eyes from a vantage point to the left of the left shoulder. Thus, you are
looking at the left hemisphere, which deals with the mental functions of
logic, language, number, sequencing and linearity, and analysis. The
right side of the brain, the back tip of which you can just see, deals with
rhythm and music, imagination, daydreaming, colour and dimension.
These two ranges of abilities combine to give you a superpowered memory.

No matter what you have been taught, somewhere latent within
each of you lies each one of these capabilities simply waiting to be
freed. Sperry and others also found that the more people use both
sides of their brains together, the more the use of each side
benefits the other. For example, it was found that the study of
music helped the study of mathematics, and the study of mathematics helped the study of music; that the study of rhythm helped
the study of languages and that the study of languages helped the
learning of bodily rhythms; that the study of dimension helped the
study of mathematics and that the study of mathematics helped
the brain conceptualise dimension; and so on. It was similarly
found that if a person used more of these areas, the more generally capable was his entire memory.
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4 The Secret Principles
Underlying a Superpower
Memory

The Greeks so worshipped memory that they made a goddess out
of her - Mnemosyne. It was her name from which was derived the
current word mnemonics, used to describe memory techniques
such as those you are about to learn. In Greek and Roman times,
senators would learn these techniques in order to impress other
politicians and the public with their phenomenal powers of learning and memory. Using these simple but sophisticated methods,
the Romans were able to remember, without fault, thousands of
items, including statistics relating to their empire, and became the
rulers of their time.
Long before we had discovered the physiological breakdown of
the functions in the left and right hemispheres of our brains, the
Greeks had intuitively realised that there are two underlying
principles that ensure perfect memory:
imagination
association
Whereas, in current times, most of us are actively discouraged
from using our imaginative abilities, and consequently learn very
little about the nature of mental association, the Greeks emphasised these two foundation stones of mental functioning and
opened the way for us to develop the techniques even further.
Quite simply, if you want to remember anything, all you have to
do is to associate (link) it with some known or fixed item (the memory
systems in this book will give you those easily remembered fixed
items), calling upon your imagination throughout.

The Rules
The rules for perfect memory laid down by the Greeks fit in exactly
with the information recently discovered about the left and right
brains. Without a scientific basis, the Greeks realised that in order
to remember well, you have to use every aspect of your mind. In
the following pages of this chapter these rules will be outlined.
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In order to remember well, you must include in your associated
and linked mental landscape the following:
1 Colour. The more colours you use, and the more vivid they are,
the better. Using colour alone can improve your memory by as
much as 50 per cent.
2 Imagination. Your imagination is the powerhouse of your
memory. The more vividly you can imagine, the more easily you
will remember. Sub-areas within imagination include the
following:
a Expansion: the more gigantic and enormous you can make
your mental images, the better.
b Contraction: if you can clearly imagine your picture as
extremely tiny, you will remember it well,
c Absurdity: the more ridiculous, zany and absurd your mental
images are, the more they will be outstanding and thus the
more they will be remembered.
3 Rhythm. The more rhythm and variation of rhythm in your
mental picture, the more that picture will weave itself into your
memory.
4 Movement. As often as possible, try to make your mental
images move. Moving objects are usually remembered better than
still ones.
5 The Senses:
tasting
touching
smelling
seeing
hearing
The more you can involve all your senses in your memory image,
the more you will remember it. For example, if you have to
remember that you have to buy bananas, you stand a far better
chance of not forgetting your task if you can actually imagine
smelling a banana as you touch it with your hands, bite into it with
your mouth and taste it, see it as it is approaching your face, and
hear yourself munching it.
6 Sex. Sex is one of our strongest drives, and if you apply this
aspect of yourself to your magnificent daydreaming ability, your
memory will improve.
7 Sequencing and Ordering. Imagination alone is not enough for
memory. In order to function well, your mind needs order and
sequence. This helps it to categorise and structure things in such a
way as to make them more easily accessible, much in the same way
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as an ordered filing system allows easier retrieval of information
than if that same information were simply dumped randomly on
the floor.
8 Number. To make ordering and sequencing easier, it is often
advisable to use numbers. Many of the memory systems
throughout this book will teach you simple and advanced methods
for memorising using number aids in different ways.
9 Dimension. Use your right-brain ability to see your memory
images in 3-D.
Key Memory Image Words
In each memory system there is a Key Word. This word is the
'Key Memory Word' in that it is the constant peg on which the
reader will hang other items he or she wishes to remember. This
Key Memory Word is specifically designed to be an 'Image Word'
in that it must produce a picture or image in the mind of the person
using the memory system. Thus the phrase 'Key Memory Image
Word'.
As you progress through the increasingly sophisticated mnemonic systems outlined in the following chapters, you will realise
the importance of being sure that the pictures you build in your
mind contain only the items you want to remember, and those
items must be associated with or connected to Key Memory
Images. The connections between your basic Memory System
Images and the things you wish to remember should be as fundamental and uncomplicated as possible:
1
2
3
4
5
6
7

Crashing things together
Sticking things together
Placing things on top of each other
Placing things underneath each other
Placing things inside each other
Substituting things for each other
Placing things in new situations

By now it will be clear to you that the systems worked out by the
Greeks, and for nearly 2000 years discarded as mere tricks, were
in fact based on the way in which the human brain actually
functions. The ancients realised the importance of words, order,
sequence and number, now known to be functions of the left side
of the brain; and of imagination, colour, rhythm, dimension and
daydreaming, now known to be right-brain functions.
Mnemosyne was to the Greeks the most beautiful of all the
goddesses, proved by the fact that Zeus spent more time in her
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bed than in that of any other goddess or mortal. He slept with her
for nine days and nights, and the result of that coupling was the
birth of the nine Muses, the goddesses who preside over love
poetry, epic poetry, hymns, dance, comedy, tragedy, music,
history and astronomy. For the Greeks, then, the infusion of
energy (Zeus) into memory (Mnemosyne) produced both creativity and knowledge.
They were correct. If you apply the mnemonic principles and
techniques appropriately, not only will your memory improve in
the various areas outlined in this book but your creativity will soar,
and with the twin improvements in memory and creativity, your
overall mental functioning and assimilation of knowledge will
accelerate at the same fantastic pace. In the process you will be
developing a new and dynamic synthesis between the left and right
side of your brain.
The following chapters take you step by step through first the
very simple systems and then the more advanced systems, concluding with the Major System, the Star of the Memorisers' Solar
System, which will enable you to remember as many thousands of
items as you wish. In order that you can maintain the extraordinary
results that you are going to achieve, a final chapter shows you how
to adjust and maintain your memory over a long period of future
time.
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The Link System

In this chapter you will see for yourself that your memory can
improve, and that by improving it, your imaginative powers and
your creativity will also be released. The Link System is the most
basic of all the memory systems and will give you a foundation with
which to make learning the most advanced systems extremely
easy. This basic system is used for memorising short lists of items,
such as shopping lists, in which each item is linked to or associated
with the next. While using this system, you will be using all of
these Basic Memory Principles:
imagination
association
exaggeration
contraction - making mental images smaller
absurdity - using your sense of the surrealistically ridiculous
humour
colour
rhythm
movement
taste
touch
smell
sight
hearing
sensuality - involving as many of your basic senses as possible
sexuality
order and sequence
number
substitution - replacing one image with another - for
example, the number 2 with a swan
In using these principles you will be exercising the dynamic
relationship between your left and right brain and thereby
increasing the overall power of your brain. Imagine, for example,
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that you have been asked to shop for the following items:
a silver serving spoon
six drinking glasses
bananas
pure soap
eggs
biological washing powder
dental floss
wholewheat bread
tomatoes
roses
Instead of scrambling around for little bits of paper (everyone has
either done it himself or seen others desperately fumbling through
their pockets for the missing slip) or trying to remember all the
items by simple repetition and consequently forgetting at least two
or three, you would simply apply the Basic Memory Principles in
the following way.
Imagine yourself walking out of your front door perfecting the
most amazing balancing trick: in your mouth is the most enormous silver-coloured serving spoon, the handle-end of which you
are holding between your teeth, as you taste and feel the metal in
your mouth.
Carefully balanced in the ladle-end of the spoon are six exaggeratedly beautiful crystal glasses, through which the sunlight reflects
brilliantly into your bedazzled eyes. As you look with delighted
amazement at the glasses, you can also hear them delicately tinkling on the silver spoon. Going outside into the street, you step on
the most gigantic yellow and brown coloured banana, which skids with

a swish from under you. Being a fantastic balancer, you barely
manage not to fall and confidently place your other foot
groundward only to find that you have stepped on a shimmering
white bar of pure soap. This being too much for even a master, you
fall backward and land seat down on a mound of eggs. As you sink
into them, you can hear the cracking of the shells, see the yellow of
the yoke and the white of the albumen, and feel the dampness
soaking into your clothes. (See illustration, page 81.)
Using your imaginative ability to exaggerate anything, you speed
up time and imagine that, in a couple of seconds, you have gone
back inside, undressed, washed your soiled clothes in a super
biological washing powder, which allows pure, shimmering water
to leave the washing machine, and then visualise yourself once
again on your way out of the front door. This time, because you are
44

THE LINK SYSTEM

slightly tired by the previous accident, you are pulling yourself
along towards the shops on a gigantic rope made of millions of
threads of dental floss, the rope connecting your front door to the
chemist's shop.
Just as all this exertion begins to make you feel hungry, wafting
on the warm wind comes an incredibly strong aroma of freshly baked
wholewheat bread. Imagine yourself being dragged by the nose as
you salivate extraordinarily thinking of the taste of the freshly baked
bread. As you enter the baker's shop, you notice to your amazement that every loaf on the baker's shelves is filled with brilliantly
pulsating red tomatoes, the baker's latest idea for a new food fad.
As you walk out of the baker's shop, noisily munching on your
tomato and wholewheat loaf, you see walking down the road with
the most amazing rhythm the sexiest person you have ever seen
(really let your imagination go on this one). Your immediate
instinct is to buy the person roses, so you dive into the nearest
flower shop, which sells nothing but red roses, and buy the lot,
bedazzled by the greenness of the leaves, the redness of the flowers,
the feel of the flowers as you carry them, the feel of the thorns, and
the fragrance from the roses themselves.
When you have finished reading this fantasy, close your eyes and
run back through the image-story you have just completed. If you
think you can already remember all ten items in the shopping list,
turn now to the next page and fill in the answers. If not, read
through this chapter again, carefully visualising on your mind's
inner screen, in sequence, the events of the story. Turn to the next
page when you are ready.
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Memory Test
Note here the ten items you had to buy.

If you scored 7 or more, you are already in the top 1 per cent of
scores for the memorisation of such a list. And you have now used
the basic keys for unlocking much of the limitless potential of your
brain.
Practise the Link System on a couple of lists of your own
devising, making sure that you use the Basic Memory Principles
throughout, remembering that the more imaginative, absurd and
sensual you can be, the better. When you have had a little practice
with the Link System, move on to the next chapter.
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6 The Number-Shape System

In chapter 5 you learned the right-brained Link System, in which
you applied all the Basic Memory Principles with the exception of
number and order. We now move on to the first of the Peg
Memory Systems. A Peg Memory System differs from the Link
System in that it uses a special list of Key Memory Images that
never change and to which everything that you wish to remember
can be linked and associated. A Peg System can be thought of
much like a wardrobe containing a certain definite number of
hangers on which you hang your clothes. The hangers themselves
never change, but the clothes that are hung on them vary infinitely.
In the Number-Shape System, which is the first of the Peg
Systems covered, the number and shape represent the hangers,
and the things you wish to remember with the system represent
the clothes to be hung on the hangers. The system is an easy one
and uses only the numbers from 1 to 10.
The best system is one you will create yourself- rather than one
supplied for you. This is because minds are infinitely varied, and
the associations, links and images that you may have will generally
be different from mine and everyone else's. The associations and
images you generate from your own creative imagination will last
far longer and be much more effective than any that could be
'implanted'. I shall therefore explain exactly how you can construct a system and shall then give examples of its practical use.
In the Number-Shape System, all you have to do is think of
images for each of the numbers from 1 to 10, each image
reminding you of the number because both the image and the
number have the same shape. For example, and to make your task
a little easier, the Key Number-Shape Memory Word that most
people use for the number 2 is swan because the number 2 is
shaped like a swan, and similarly because a swan looks like a living,
elegant version of the number 2.
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In the Number-Shape System, images that 'look like' the number are used as
hangers, or hooks, on which to link items you wish to remember. For example,
a common Key Image for the number 2 is a swan.

Listed below are the numbers from 1 to 10, with a blank
beside each number for you to pencil in the various words that you
think best image the shape of the numbers. As you select the
words, try to make sure that they are exceptionally good visual
images, with lots of good colour and basic imagination-potential
within them. They should be images to which you will be able to
link the things you wish to remember with ease and enjoyment.
Here are several examples:
1 Pole, pencil, pen, penis, straw, candle
2 Swan, duck, goose
3 Breasts, double chin, behind, molehills
4 Yacht, table, chair
5 Cymbal and drum, hook, pregnant woman
6 Elephant's trunk, golf club, cherry, pipe
7 Cliff, fishing line, boomerang
8 Bun, snowman, hourglass, shapely woman
9 Tennis racquet, sperm, tadpole, flag, lorgnette
10 Bat and ball, Laurel and Hardy
Give yourself not more than ten minutes to complete the list from
1 to 10, and even if you find some numbers difficult, don't worry;
just read on.
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Now that you have generated several of your own number-images and
have seen other suggestions, you should select the Number-Shape
Key Memory Image for each number that is the best one for you.
When you have done this, draw in below and overleaf your
appropriate image for each number. (Don't feel inhibited if you
consider yourself not good at art; your right brain needs the
practice.) The more colours you can use in your images, the
better.
At the end of this paragraph you should close your eyes and test
yourself by mentally running through the numbers from 1 to 10 in
order. As you come to each number, mentally link it with the
Number-Shape Key Memory Image you have selected and
drawn, using the Basic Memory Principles throughout, especially
exaggeration, colour and movement. Make sure you actually see
the images on the videoscreen of your closed eyelids. When you
have done this exercise once, run through the numbers in reverse
order, again linking them with your chosen word and again
applying the Basic Memory Principles. Next, pick out numbers
randomly and as quickly as you can, making a game to see how
quickly the image comes to mind. And finally reverse the whole
process by flashing the images on your internal videoscreen, seeing how quickly you can connect the basic numbers to your
images. Do this exercise now.
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6

If you managed to do this successfully, you have already accomplished a memory feat that most people would find difficult if not
impossible. You have now forged into your memory and creative
imagination a system that you will be able to use throughout your
life and that combines the qualities of both the left and the right
hemispheres of your brain.
The use of the system is simple and enjoyable and involves the
other major memory device: linking/association. For example, if
you have a list often items that you wish to remember not simply
by linking, as in the previous chapter, but in numerical order,
reverse numerical order and random numerical order, the
Number-Shape System makes the whole process easy. Let us put
it to the test:
Assume you wish to remember the following list of items:
1 Symphony
2 Prayer
3 Watermelon
4 Volcano
5 Motorcycle
6 Sunshine
7 Apple pie
8 Blossoms
9 Spaceship
10 Field of wheat
To remember these items in any order, all that you have to do is to
link them with the appropriate Number-Shape Key Memory
Image. As with the Link System, and all memory systems, the
Basic Memory Principles should be applied throughout; the more
imaginative you can be, the better. Give yourself not more than
three minutes to complete your memorisation of these ten items,
using the Number-Shape System, and then fill in the answers on
page 51. If you feel confident, start this exercise now; if not, you
may find it helpful to read again the examples given on page 48
before testing yourself.
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Fill in both your Number-Shape Image Words and the items you
were asked to remember with each number.

9
10
Fill in the Link-Test Items in the first column and proceed as
indicated.
Link-Test Items
10
9
8
7
6
5
4
3
2
1
Cover your answers
and complete the
second test.

Number-Shape Key Image
9
7
5
3
1
2
4

6
10
8
Turn to the next page
and complete the final test.
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Item Test
Memoriser
1
2
3
4
5
6
7
8
9
10
Total score out of 30
As a guide for those who might have had a little difficulty with this
exercise, the following are examples of possible ways in which the
ten items to be memorised might have been linked to the
Number-Shape Key Memory Images:
1 For symphony you might have imagined a conductor conducting frantically with a gigantic pole or pencil, knocking over
most of the musicians as he did so, with ensuing pandemonium; or
you might have imagined all the violinists playing their instruments with straws; or again you might have imagined them all with
gigantic penises. Whatever your image, the Basic Memory Principles should be applied.
2 Prayer is an abstract word. It is often mistakenly assumed
that abstract words are hard to memorise. Using proper memory
techniques, you will find that this is not the case, as you may have
already discovered. All you have to do is to 'image' the abstract in
concrete form. You might have imagined your swan or duck or
goose with its wings upheld like hands in prayer; or filled an
imaginary church with imaginary swans, geese or ducks being led
in a prayer service by a minister who was also a bird.
3

Easy!

4 You might have imagined your gigantic volcano within the
ocean, seeing it erupting red and furiously beneath your yacht, the
steam and hissing created by the volcano actually heaving your
yacht right off the water; or you might have had your volcano
miniaturised and placed on a chair on which you were about to sit
(you would certainly feel it); or imagined a mountainous table actually blocking the power of the volcano.
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5 A giant hook might have come down from the sky and lifted
you and your motorcycle off the road along which you were
speeding; or you on your motorcycle might have crashed, incredibly noisily and disruptively, into a musical instrument shop,
knocking over cymbals and drums; or seated astride the motorcycle is an enormous pregnant woman.
6 Sunshine could be pouring out of your pipe; or you might
have flung the golf club rhythmically up into the air, and it got
entangled in a sunbeam and drawn toward the sun; or the
sunbeam could be zapping like a laser into a cherry, making it
grow gigantic before your very eyes, and you imagine the taste as
you bite into it, the juices dribbling down your chin.
7 Your gigantic cliff could actually be made entirely of apple
pie; or your fishing line could catch, instead of a fish, a bedraggled,
soggy but nevertheless still scrumptious apple pie; or your
boomerang could fly off into the distance and, with a thunk, end
up in an apple pie as big as a mountain, not returning to you but
sending only the delicious smells of the apple and the piecrust.
8 Your snowman could be decorated entirely with exquisitely
pink blossoms; or your hourglass could tell the time not by the
falling of sand but by the gentle falling of millions of tiny blossoms
within the hourglass; or your shapely woman could be walking
provocatively through endless fields of waist-high fallen blossoms.
9 You could miniaturise your spaceship and make it into one of
thousands of tadpoles; or miniaturise it even further and have it as
the leading sperm about to fertilise an egg; or imagine it leaving
Earth's atmosphere with a huge flag on its nose.
10 You feel the shock in your bat as it cracks against the ball, and
you see the ball sailing across endless fields of rhythmically
waving, beautifully golden wheat; or you image Laurel and Hardy
playing the ultimate fools and thrashing around, while trampling,
the same endless fields of wheat.
These are, of course, only examples, and are included to indicate
the kind of exaggeration, imagination, sensuality and creative
thinking that is necessary to establish the most effective memory
links. As with the Link System, it is essential that you practise this
system on your own. I recommend giving yourself at least one test
before you move to the next chapter.
One of the best ways to do this is to check yourself with
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members of your family or with friends. Ask them to make up a list
of any ten items and to read the list to you with about a five- to
ten-second pause between each item. The instant they have given
you the item to be memorised, make the most wild, colourful,
exaggerated associations possible, projecting images onto your
internal screen, and thus consolidating them as you progress. You
(and they) will be amazed at the ease with which you can remember the items, and it is most impressive when you are able to repeat
them in reverse and random order.
Don't worry about confusing previous lists of items with new
ones. As mentioned at the beginning of the chapter, this particular
Peg System can be compared to coat hangers - you simply remove
one coat (association) and replace it with another.
In the next chapter I shall introduce a second system based on
the numbers 1 to 10: the Number-Rhyme System. These two
systems can then be combined to enable you to remember twenty
items with as much facility as you have just remembered ten. In
subsequent chapters more sophisticated systems will be introduced to allow you to store lists of items stretching into the
thousands. These systems are recommended for long-term
memory, the things you wish to retain over a long period of time.
The Number-Shape System you have just learned and the
Number-Rhyme System you are about to learn are recommended
for your short-term memory purposes - those items you wish to
remember for only a few hours.
Give yourself about a day to become skilled in using the techniques you have learned so far before moving to the next chapter.
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7 The Number-Rhyme System

You will find the Number-Rhyme System especially easy to learn,
since it is identical in principle to the Number-Shape System.
Also, like the Number-Shape System, it can be used for remembering short lists of items that you need to store in your memory
for only a brief time. In this system, as before, you use the numbers
from 1 to 10, and instead of having Key Memory Images that
resemble the shape of the number, you devise Key Memory
Images represented by a word that rhymes with the sound of the
number. For example, the Key Rhyming Memory Image Word
that most people use for the number 5 is hive, the images that they
use ranging from one enormous hive from which emanates a
sky-covering swarm of monster bees to a microscopic hive with
only one tiny bee.
As with the Link System and the Number-Shape System, it is
essential to apply the Basic Memory Principles, making each
image as imaginative, colourful and sensual as you possibly can.
As in the previous chapter, you will find listed the numbers from 1
to 10, with a blank beside each for you to pencil in the Rhyming
Image Word that you think will produce the best image for each
number. Make sure that the images will be good memory hooks
for you.
By now your associative and creative thinking abilities will have
improved your mental capacity, so give yourself not ten minutes as
before but six minutes to fill in your initial Key Image Words.

Number

Number-Rhyme Image Word

1
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4

10
As before, I am going to offer a few alternative image ideas
commonly used. Consider these and your own Key Rhyming
Image Words, and select for each number, from 1 to 10, the one
you consider to be best for you:
1 Sun, bun, nun, Hun, gun
2 Shoe, pew, loo, crew, gnu
3 Tree, flea, sea, knee, me
4 Door, moor, whore, boar, paw
5 Hive, jive, drive, dive, chive
6 Sticks, pricks, bricks, wicks, licks
7 Heaven, Devon
8 Bait, gate, weight, date, fate
9 Vine, wine, twine, line, dine
10 Hen, pen, den, wren, men
Having chosen the most appropriate Key Rhyming Image Word,
draw your image, using as much imagination and colour as possible, in the space provided below.

Number

Number-Rhyme Key Image
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10
57

USE YOUR MEMORY

After you have finished reading this paragraph, test yourself with
your chosen Key Rhyming Image. Close your eyes, and run
through the numbers 1 to 10, projecting onto your inner screen a
clear and brilliant picture of the Key Rhyming Image you have for
each number. First, run through the system from 1 to 10 in the
normal order; next, run through the system in reverse order; next,
run through the system in random order; finally, pick the images
'out of the air', and connect the numbers to them. As you do each
exercise, repeat it, making each repetition faster than the previous
one, until you acquire such skill that your mind will
instantaneously produce the image as soon as you think of the
number. Spend at least five minutes on this exercise, starting now.
Now that you have mastered the Number-Rhyme System, you
will see that it can be used in exactly the same way as the NumberShape System.
Having learned both these systems, you have not only two separate
1 to 10 systems but also the makings of a system that allows you to
remember twenty objects in standard sequence, reverse sequence and
random sequence. All you have to do is to establish one of these two
systems as the numbers from 1 to 10, letting the other system
represent the numbers from 11 to 20. Decide which system you want
to be which, and immediately put it to the test!
You will remember that chapter 2 contained two tests in which
you were asked to memorise twenty items. The first of these tests
could have been completed adequately by using the Link System,
but the second was more difficult and required some form of basic
Peg Memory System.
Now apply your knowledge of the Number-Shape and
Number-Rhyme Systems to the more difficult of these two tests.
Give yourself approximately five minutes to memorise the list,
which is repeated at the end of this paragraph. When your time is
up, read the instructions on page 59 and then fill in the answers.
1
2
3
4
5
6
7
8
9
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Atom
Tree
Stethoscope
Sofa
Alley
Tile
Windscreen
Honey
Brush
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10
11
12
13
14
15
16
17
18
19
20

Toothpaste
Glitter
Heater
Railway
Lighter
Wart
Star
Peace
Button
Pram
Pump

Number-Shape and Number-Rhyme
Memory Test
On page 60 are three columns of twenty numbers: the first in
standard order; the second in reverse order; the third in random
order. Complete each list, filling in, next to the number, the
appropriate item from the list you have just memorised, covering
the lists with your hand or with paper as you complete them and
start on the next. When you have finished, calculate your score out
of a possible 60 points.
You will almost certainly have made an improvement over your
performance in the original test, but you might find that you are
still having difficulty with certain associations. Check any such
'weak' associations and examine the reasons for any failure. These
reasons usually include: not enough exaggeration and imagination; not enough colour; not enough movement; weak links; not
enough sensuality; and not enough humour. Take confidence
from the fact that the more you practise, the more such weak links
will become a matter of history. Today and tomorrow test yourself
whenever possible. Ask as many of your friends and acquaintances
as possible to try to catch you out on lists that they make up for you
to remember.
On the first few attempts, you will undoubtedly make some
errors, but even so you will be performing far beyond the average.
Consider any errors and mistakes you make to be good opportunities for examining- and subsequently strengthening- any areas of
weakness in your memory systems and the way you apply them. If
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you persevere, you will soon be able to fire back lists given to you
without any hesitation and without any fear of failure. You will
then be able to use the systems confidently - for pleasure, for
entertainment, for practical use, and for exercising your general
memory.
As you become more skilled, keep a continuing and growing list
of the areas in your life in which you will apply the systems you are
currently learning.
In the next chapter you will learn the basic system used and
developed by the first recorded masters of mnemonics, the
Romans.
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8 The Roman Room System

The Romans were great inventors and practitioners of mnemonic
techniques, one of their most popular being the Roman Room.
The Romans constructed such a system easily. They imagined the
entrance to their house and their room and then filled the room
with as many objects and items of furniture as they chose - each
object and piece of furniture serving as a link-image onto which
they attached the things they wished to remember. The Romans
were particularly careful not to make a mental rubbish dump of
their room; precision and order (attributes of the left side of your
brain) are essential in this system.
A Roman might, for example, have constructed his imaginary
entrance and room with two gigantic pillars at either side of the
front door, a carved lion's head as his doorknob, and an exquisite
Greek statue on the immediate left as he walked in. Next to the
statue might have been a flowering plant; next to the plant, a large
sofa covered with the fur of one of the animals the Roman had
hunted; and, in front of the sofa, a large marble table on which
were placed goblets, a wine container, bowls of fruit, and so forth.
Let's say that the Roman then wished to remember to buy a pair
of sandals, to get his sword sharpened, to buy a new servant, to
tend to his grapevine, to polish his helmet, to talk to his child, and
so on. He would simply imagine the first pillar at the entrance of
his imaginary room festooned with thousands of sandals, the
leather polished and glistening, and the smell delighting his nostrils; he would imagine sharpening his sword on the right-hand
pillar, hearing the scraping as he did so, and feeling the blade as it
became sharper and sharper; his servant he would imagine riding
a roaring lion, while grapes he might remember by imagining his
exquisite statue totally entwined with a grapevine on which were
luscious grapes that he could imagine seeing and tasting so well
that he would actually salivate; his helmet he could imagine by
substituting the container of his imaginary flowering plant with
the helmet itself; finally, he could imagine himself on his sofa, his
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arm around the child to whom he wished to speak. (See illustration, page 82.)
The Roman Room System is particularly amenable to the use of
the left and right brain, and to the Memory Principles, because it
requires very precise structuring and ordering, as well as a lot of
imagination and sensuality. The delight of this system is that the
room is entirely imaginary, so you can have in it every wonderful
item that you wish: things that please all your senses, items of
furniture and objects of art you have always desired to possess in
real life, and similarly foods and decorations that especially appeal
to you. Another major advantage of using this system is that if you
begin to imagine yourself in possession of certain items that exist
in your imaginary room, both your memory and creative intelligence will begin to work subconsciously on ways in which you can
actually acquire such objects, increasing the probability that you
will eventually do so.
The Roman Room System eliminates all boundaries on your
imagination and allows you to remember as many items as you
wish. On page 64 there is space for you to jot down quickly your
first thoughts on the items you would like to have in your room, the
shape and design of your room, and so on. When you have
completed this, draw your ideal Memory Room on page 65, either
as an artist's drawing or as an architect's plan, both drawing and
printing in the names of items with which you are going to furnish
and decorate it. Many people find this to be their favourite
memory system, and they use enormous sheets of paper on which
they include hundreds of items in a gigantic room. If you wish to
do this, by all means do so.
When you have completed this task, take a number of 'mental
walks' around your room, memorising precisely the order, position and number of items in the room (left brain) and similarly
sensing with all your senses the colours, tastes, feels, smells and
sounds within your room.
As with the previous memory systems you have learned, practise memorising using the Roman Room System both alone and
with friends, until the system is a firmly established technique.
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Roman Room: Initial Thoughts
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Memory Room
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9 The Alphabet System

The Alphabet System is the final Peg System and is similar in
construction to the Number-Shape and Number-Rhyme
Systems, the only difference being that, instead of using numbers,
it uses the twenty-six letters of the alphabet. As with all the other
memory systems, the Basic Memory Principles apply. The rules
for constructing your Alphabet Memory System are simple; they
are as follows: you select a Key Memory Image Word that starts
with the sound of the letter and is easily memorised. If you think of
several possibilities for a letter, use the one that comes first in the
dictionary. For example, for the letter L it would be possible to use
elastic, elegy, elephant, elbow, elm, etc. If you were looking up
these words in the dictionary, the first one you would come to
would be elastic, and that is therefore the word you would select
for your Alphabet System. The reason for this rule is that if you
should ever forget your Alphabet Key Image Word, you can
mentally flick through the letters of the alphabet in order, rapidly
arriving at the correct word. In the example given, if you had
forgotten your Alphabet System image for the letter L, you would
try ela and would immediately be able to recall your Key Image
Word, elastic.
Another rule in the construction of your Alphabet System is
that if the letter itself makes a word (for example I makes the word
eye, and J makes the word jay, the bird), then that word should be
used. In some cases, it is possible to use meaningful initials instead
of complete words - for example, UN.
On page 67 are listed the letters of the alphabet. Paying close
attention to the now-familiar rules for constructing a system,
pencil in your own Alphabet System Image Words.
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Letter

Alphabet Image Word
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Now that you have completed your initial thoughts, recheck the
Alphabet Image Words, making sure you have started your words
with the sound of the letter or letter-word and not simply the letter
itself. For example, ant, bottle, case, dog and eddy would not be
correct Alphabet System Image Words because they do not start
with the sound of the letter as it is pronounced when you are
reciting the alphabet. Having rechecked your own words, now
compare them with the following list of suggestions, and when you
have done so, select your final list.
A

Ace

B

Bee (the letter makes a word; this is the word that should be
used in all cases)

C

Sea (the same rule applies)

D

Deed (legal, though the initials D D T may be preferred)

E

Easel

F

Effervesce

G

Jeep (or jeans)

H

H-bomb

I

Eye

J Jay
K

Cake

L

Elastic (or elbow, if you pronounce elastic with a long e)

M

MC (emcee)

N

Enamel (or entire, if you pronounce enamel with a long e)

O

Oboe

P

Pea

Q

Queue

R

Arch

S

Eskimo

T

Tea (or perhaps T-square)

U

Yew
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V

Vehicle (or the initials VD)

W

WC

X

X-ray

Y

Wife

Z

Z-bend

Now make your final choices and draw your images on the following pages.

Final Alphabet Image-Word Images
Letter

Alphabet Image-Word Image

A

B

C

D

E

F

G
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H

I

J

K

L

M

N

O

P

Q.
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R

S

T

U

V

W

X

Y

Z
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When you have completed your Alphabet Image-Word Images,
review them in exactly the same way as with the previous memory
systems, mentally visualising them in standard order, reverse
order and random order. Similarly, make sure you test the system
individually, and then with family or friends.
Now you have learned the introductory, basic Link and Peg
Memory Systems. From now on, apart from a brief summary of
these concepts in the next chapter, you will be learning more
advanced, expansive and sophisticated systems that will enable
you to remember dates, jokes, languages, information for examinations, names and faces, books, dreams, and lists of hundreds,
even thousands, of items.
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10 How to Increase by
100 Per Cent Everything You
Have Learned So Far

You have now completed the five individual Memory Systems:
Link, Number-Shape, Number-Rhyme, Roman Room and
Alphabet Systems. Each of these systems can be used either
independently or in conjunction with another system. Furthermore, one or two of the systems of your choice can be set aside, if
you wish, as 'constant memory banks' if you have certain lists or
orders of items that you will need to be able to recall over a period
of a year or more.
Before moving on to the broader systems, however, I want to
introduce you to a simple and intriguing method for instantly
doubling the capacity of any of the systems you have learned so far.
When you have reached the end of a system but wish to add
further associations, all you have to do is to go back to the
beginning of your system and imagine your association word
exactly as you usually imagine it, but as if it were contained in a
huge block of ice. This simple visualisation technique will drastically change the association pictures you have formed and will
double the effectiveness of your system by giving you the original
list plus that list in its new context.
For example, if your first key in the Number-Shape System was
telephone pole, you would imagine that same telephone pole either
buried in the heart of your giant block of ice or protruding from
the corners or sides. If your first word in the Number-Rhyme
System was sun, then you could imagine its fierce rays melting the
edges of the ice block in which it was contained. If your first word
in the Alphabet System was ace, then you could imagine a giant
playing card either frozen in the centre or forming one of the six
sides of the ice block. If, therefore, you were using your 'second'
Alphabet System (the alphabet in a huge block of ice), and the first
item you wanted to remember was parrot, you might imagine your
parrot crashing through the centre heart, spade, club or diamond
of your card, shattering, with lots of squawking, and cracking, the
block of ice.
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You now have the ability to remember randomly linked items,
two sets of ten items, a large number of ordered items (your
Roman Room), and twenty-six ordered items. And you can
instantly double that capacity by using the 'block of ice' method.
Having reached this stage and having by now enormously
increased the flexibility of your mind, your abilities to imagine,
associate, sense and create are ready to take on and easily master
the grandfather of all the systems: the Major System, a system that
can be used to create - should you so wish - limitless memory
systems!
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11 The Major System

The Major System is the ultimate Memory System. It has been
used and continually improved upon for more than 300 years,
since the middle of the seventeenth century, when it was introduced by Stanislaus Mink von Wennsshein. Von Wennsshein's
basic construction was modified in the early eighteenth century by
Dr Richard Grey, an Englishman. The Major System was devised
to enable the master memorisers of the time to break the bonds of
the previously excellent but more limited systems. These master
memorisers wanted a system that would enable them to memorise
a list of items not only longer than ten but as long as they wanted.
At the same time they wanted this system to enable them to
remember numbers and dates and to order and structure memory
in hundreds and thousands of detailed ways.
The basic concept of the system is that it makes use of a
different consonant or consonant sound for each number from 0
to 9 in a special code:

The Major System's Special Code
0 = s, z, soft c
1 = d, t, th
2=n
3 =m
4 = r
5 =l
6 = j, sh, soft ch, dg, soft g
1 = k, hard ch, hard c, hard g, ng, qu

S=f,v
9 = b,p
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The vowels a, e, i, o, u and the letters h, w and y do not have
numbers associated with them and are used simply as 'blanks' in
the Key Memory Image Words you will soon be creating.
To save you the trouble of remembering these by rote, there are
some simple remembering devices:
0 The letter 5, or z, is the first sound of the word zero; 0 is the last
letter.
1

The letters d and t have one downstroke.

2

The letter n has two downstrokes.

3

The letter m has three downstrokes.

4

The letter r is the last letter in the word four.

5

The letter l can be thought of as either the Roman numeral for
50 or a hand with five spread fingers, the index finger and
thumb forming an L shape.

6

The letter j is the mirror image of 6.

7

The letter k, when seen as a capital, contains two number 7s.

8

The letter f when handwritten, has two loops, similar to the
number 8.

9

The letters b and p are the mirror image of 9.

As with the Number-Rhyme and Number-Shape Systems, your
task is to create a Key Image Word that can be immediately and
permanently linked with the number it represents. Take, for
example, the number 1. You have to think of a Key Image Word
that is a good visual image and that contains only d, t or th and a
vowel sound. Examples include doe, tea, toe and the. When recalling the word chosen for number 1, let us say tea, you would know
that it could represent only the number 1 because the consonant
letter in the word represents no other number, and vowels do not
count as numbers in this system.
Try another example: the number 34. In this case the number 3
is represented by the letter m, and 4 is represented by the letter r.
Examples of possible words include mare, more, moor and mire. In
selecting the 'best' word for this number, you once again make use
of the alphabet order to assist both in choice of word and in recall:
in other words, the letters you have to choose are m and r, so you
simply mentally run through the vowels a-e-i-o-u using the first
vowel that enables you to make an adequate Memory Word. The
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case in question is easily solved, since a fits between m and r to
direct you toward the word mare.
The advantage of using this alphabet-order system is that,
should a word in the Major System ever be forgotten, it can
actually be 'worked out' from the basic information. All you have
to do is place the letters of the number in their correct order and
then 'slot in', in order, the vowels. As soon as you touch the correct
combination, your Key Memory Image Word will immediately
come to mind.
First, letting the letter d represent in each case the ' 1 ' of the
number, try to complete the words for numbers 10 to 19, using the
alphabet-order system for these numbers, in the Initial Major
System Exercise below.
Don't worry if this exercise proves a little difficult, because
immediately following is a complete list of Memory Words for the
numbers 1 to 100. Don't just accept them: check each one
carefully, changing any that you find difficult to visualise or for
which you have a better substitute.

Initial Major System Exercise
10
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You now possess the code and keys to a Peg Memory System for
the numbers from 1 to 100 - a system that contains the pattern for
its own memorisation. As you have seen, this system is basically
limitless. In other words, now that you have letters for the
numbers 0 to 9, it should be possible for you to devise Key Image
Words for the numbers not only from 1 to 100 but also from 100
to 1000. This system could of course go on forever.
On the pages that follow I have devised a list of Key Image
Words for the numbers 100 to 1000. After certain of the more
difficult words I have included: (1) a suggestion for a way in which
an image might be formed from the word; or (2) a dictionary
definition of the word, the definition including words or ideas that
should help you form your image; or (3) 'new' definitions for
words that place them in a humorous or unusual but certainly
more memorable form.
The remaining words are followed by blank spaces. In the space
provided you should write in your own Key Words for, or ideas
about, the image you will be using. In some cases, where the
combination of letters makes the use of single words impossible,
double words have been used, such as no cash for the number 276
(n, hard c, sh). In other cases it is necessary to include vowels
(which have no numerical meaning) at the beginning of the word.
For example, the number 394 (m, p, r) is represented by the word
empire. In still other cases, words have been used, the first three
letters only of which pertain to the number. For example, the
number 359 (m, l, b) is represented by the word mailbag. The final
g is ignored.
If you wish to expand your Major System beyond 100, your next
task is to check this Major System list carefully. It would obviously
be too much to ask you to do this at one sitting, so I suggest the
more modest goal of checking, making images for, and remembering, 100 items each day. As you go through the list, attempt to
make your images of the words as solid as you can. Remember that
as you memorise this entire list, you should try to use both sides of
your brain, making sure that you are reviewing and consolidating
the order, while at the same time increasing and expanding your
imagination, your creativity, and your awareness of your senses.
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1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36

Tea
Noah
Ma
Ray
Law
Jaw
Key
Foe
Pa
Daze
Dad
Dan
Dam
Dare
Dale
Dash
Deck
Dave
Dab
NASA
Net
Nan
Name
Nero
Nail
Nash
Nag
Navy
Nab
Mace
Mat
Man
Mama
Mare
Mail
Mash

37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
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Mac
Mafia
Map
Race
Rat
Rain
Ram
Rare
Rail
Rash
Rack
Rafia
Rape
Lace
Lad
Lane
Lamb
Lair
Lily
Lash
Lake
Laugh
Lab
Chase
Chat
Chain
Chime
Chair
Chill
Cha-cha
Check
Chaff
Chap
Case
Cat
Can
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76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
100

Camshaft
Car
Call
Cage
Cake
Cafe
Cab
Face
Fat
Fan
Fame
Far
Fall
Fish
Fake
Fife
Fab
Base
Bat
Ban
Bum
Bar
Ball
Bash
Back
Beef
Baby
Daisies

79

USE YOUR MEMORY

Even when words refer to ideas or concepts, bring them down to a
more concrete level. For example, the number 368, represented
by the Memory Words much force, should not be pictured as some
vague power or energy in space but should be visualised as an
image in which much force is used to accomplish or destroy - for
example, a weight-lifter at the Olympics. In other words, in each
case you will be attempting to make the Memory Word as pictorial
and as memorable as possible. Remember the rules in chapter 5:
exaggerate; move; substitute; be absurd; use colour.
In cases where words are similar in concept to previous words,
it is most important to make your images as different as possible.
The same caution applies to words that are pluralised because of
the addition of s. In these cases, imagine a great number of items
as opposed to one enormous item. You will find your consolidation of the words in the Major System useful not only because it
will enable you to remember the astounding number of 1000
items (in order or randomly) but also because it will exercise your
creative linking ability, which is so necessary for remembering
anything.
A number of the words used as mnemonics in this Major
System are interesting in their own right. As you check through
and memorise each list of 100, have a dictionary by your side, for
help if you run into difficulty selecting your Key Words. In these
instances, it will serve as a means of solidifying the images for you,
will enable you to select the best possible images or words, and will
be of value in the improvement of your general vocabulary. If you
have read my book Speed Reading, combine, where feasible, the
vocabulary exercises included in it with your exercises on the
Major System.
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Imagination, exaggeration, absurdity, association, colour. ..
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