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PREFACL.

True Present Edition of my Haxpy Book or Gaxes
vorR GENTLEMEN needs but little in the way of Preface.
Several years have clapsed sinece my Notes on Billiards,
Chess, Draughts, and Whist appeared in the columne
of the Ficld, the Sporting Guzette, and other, news-
papers of repute.  These Notes are now re-issued, with
such additions and alterations as the improved modes of
play have rendered necessary or advisable.  The chap-
ters on Bizique, Bachre, Drole, Napeleon, Polish Bank.
Cateh the Ten, and Solitaire now appear for the first
time. The sections devoted to Billiards, Chess, Dranght-,
and Ecarté have been nearly re-written, with the addi-
tion of new diagrams. problems, positions, and rules : and
seareely a page but has received the benefit of ecaveful

revision,  Inm many important respeets, therefore, the



v PREFACE.
present issuc of my Haxpy DBook oF Games FOR
GENTLEMEN may be aceepted as an original work.

With New Diagrams, New Games and New Notions,
this Tenth Iidition of my Book will, T trust, commend
itself still more favourably to my constant friends and
patrons. the Discerning Public : not ouly as a Guide to
Beginners. but as an authoritative Referee in cases of
doubt or disagreement, and a not particularly dull Com-
panion at any timec.

Undoubtedly pleasant ws it is {o know that to my
books mauy good players owe their first introduction to
Billiards, Chess, Draughts, and Whist, it will be still
more gratifving to believe that in this new volume new
readers will find not a litlle instruetion—and something.

at least, in the way of amusement.

RAWDON CRAWLEY.

Megatherium Club,

January, 1876.
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BILLIARDS:

ITS THEORY AND PRACTICE.

CHAPTER 1.
INTRODUCTORY,

Or all indoor amusements, commend us to Billiards,
¢ Let us to billiards, Charmian,’ ericd Cleopatra, in the
abscnce of her beloved Antony.  'We admire the taste of
the lady, though wo doubt whether the noble game was
among the regular recreations of the Egvptian court ;
indeed, we fancy that the precise period of its invention
is not certainly known. I have been told that the Chinese
lay claim to the possession of a gamo similar to Bil-
liards ; but, never having been in China, I cannot vouch
for the truth of the story. Its introduction into British
India and the Australian islands is certainly due to
British enterprise.  All the knowledge we possess of its
introduction is, that it was probably invented by the
Dutch, from whom the French, the Germans, and the
Ttalians soon learned it, and that it presently afterwards
found its way into our own tight little island. A recent
writer states that it was invented by Henrique Devigne,
a French artist, who lived in the time of Charles the
Ninth, but addueccs no evidenee for this or other of his
assertions ; and, therefore, we may conclude that of the
actual origin of Billiards nothing is known,

The time of its first appearance in England is doubt-
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ful ; Lut, as it is mentioned by Shakespeare, it must at
least have been known as a fashionable amuscment in
the middle of the sixtcenth century. This, however, by
the way. What we have to do is, not to trace the Lis-
tory of Billiards, but to teach its practice scientifically.

To return : Billiards is, as I said, the first of indoor
games. Chess is a capital game, but it is a sedentary
one, and affords rather an cvercise than an amusement
to the mind. Cards lead to gambling; and as to
draughts, dominoes, backgammon, &ec., they are of too
slight a character to engage the attention of a thorough
billiard player. Billiards is a science, the practice of
which not only improves and strengthens the mind, but
gives tonc and vigour to the body. A good, active
player walks about two miles an hour round and about
the table. The act of striking the ball provides cxercise
for the arms, opens the chest, and compels a certain
degree of motion in all parts of the body: in fact, I
know of only two instruments the use of which brings all
the muscles into play, and thcy are the spade and the
blliard cue. This phrase, which I first used in the
Ficld newspaper twenty years ago, has been since adopted
by every penny-a-lincr who has written on Billiards.

In my youthful days I was in the habit of visiting the
country house of a wealthy baronet. He was a man who
enjoyed life to the full: hunting, fishing, racing,
cricketing, cach in its proper season, shared his
patronage. I used really to envy him, though ho was
romo twenty years my senior, he was such a splendid
fellow. But in his cup of sweet there was a drop of bitter-
ness @ there always is, I suppose, just to keep down our
pride, and to remind us that we are poor weak creatures.
My friend had an only daughter, who, from the cffect of
a fall in her infancy—those precious nurres! always
looking after red coats instead of their baby charges !—
had contracted a high shou!der, which, as the young
lady approached womanhood, proved a real deformity.,
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Her father had taken advice, of course; but the omly
specific his medical friends could recommend was exer-
cise!  Well, the young lady rode, and danced, and
walked, and ran, and played with the skipping-rope, and
used the dumb-bells, till she grew rosy-faced and plump ;
but the high shoulder did not show any symptoms of
abating, and looked, indeed, all the more conspicuous by
contrast with her pretty face and otherwise handsome
person. One autumn I went down, as usual, and took
with me a fine young fellow who was studying medicine.
As soon as he saw the young lady, he instantly did her
the honour of falling in love with her; which com-
pliment she repaid in a most gracious mauner—rather
to my annoyance. Well, one day we were talking in
the library—the baronct, my friend, und I—when the
subject of the young lady’s unfortunate deformity (for so
her father would insist on calling it) came upon the fapds.
¢ Now, look here, Sir Harry,” said wmy friend ; “ you
have tried all sorts of remedies, but none of them touches
the part affected. Riding and walking are excellent
kinds of excreise, but they don't bring the right muscles
into action. The dumb-bells do, I confess; but, then,
they tirc the young lady without interesting her. 'What
we want is to combine exercise with amusement. Let
me recommend Billiards.” The baronct was a wise
man, and was not above taking extra-official advice, even
from his daughter’s admirer; so he quietly set about
crecting a billiard-room. In about three months an old
stable was converted into a handsome apartment, cle-
gantly fitted up with a regular first-rate table, cues,
balls, and marking-board, all complete. My friend
taught the young lady to play, and, of course, under
such o tutor, she soon beeame proficient. In less than
a year the deformity was so far reduced as to be scarcely
pereeptible, and very soon after she became so good a
billiard player as to actually beat her master, whom she
cventually rewarded by murying off hiand, to the great
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disgust of all the red coats, to say nothing of the black
coats, in the field and ncighbourhood.

I have introduced this anccdote—which is strictly
truc—simply as an cvidence of the healthfulness of the
game of Billiards. Now, however, we will proceed to
our proper business. Of course, all my readers are
acquainted with the form of  billiard table. In England
the tables used in the clubs and public rooms are always
twelve feet long by six wide, <uside the cushions; bub
smaller tables, from six feet and upwards in length, aro
occasionally made to suit private players and small
apartments. The established table is made of stout oak,
nmahogany, or other wood ; has a slate bed, covered with
fine green cloth, and rests on eight legs; with an clastic
cushion all round, intorsected by six pockets—one at
each corner and one in the centre of each side cushion.
The cushions arc now almost universally made of native
India-rubber, though many of the old players say that
the stroke is more certamm from the old stuffed list
cushions. Three spots will be found on all good tables
—one in the direet centre, between the two middle
pockets ; another, the winning spot, occupying a position
at the upper end of the table, two feet six inches from
the cushion; and the third, a distance of thirteen inches
from the cushion. This is called the spot, as it is used
in the more common of the English games, the winning
and losing game, on which to place the ved ball at
starting.  The dawll line is drawn at the lower end of
the table, and is, or ought to be, exactly two feet six
inches from the cushion. From the centre of the baulk
line is struck a scmicircle of ten inches radius, in the
centre, and at the two cnds of which are usually placed
smaller spots.  From any part of this scmicirele (which
is somctimes absurdly called the D) tho player com-
mences, in all English games ; Lut in the American and
Russian games he is allowed to placo his ball anywhere
within the baulk line. All first-class tables are about
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threo feet high, with pocket openings of from threo
inches and an eighth to three inches and a half in width.
The pockets should be deep enough to contain at least
five balls, and the table should be perfectly level. A
ground-floor is the best for a billiard room, as the floors
of modern houses are apt to vibrate. In Paris, and
other Continental cities, they play the Canon game upon
smaller tables without -pockets ; but the real scientific.
game is only played in Great Britain and the colonies,
though many foreigners are very excellent handlers of
the cue—as you will probably find, to your cost, if you
play for money in Paxis, Berlin, or the German watering-
places.

What i3 called the Championship table was intro-
duced in 1870, when the contest for the Championship of
Billiards was founded. It is a mutilated table with nar-
row pockets, and with the spot placed nearer to the top
cushion, and was evidently intended to shut out some
young spot-stroke players from all chance of contending
for the championship, which has ever since boen a mere
duel between Cook and the younger Roberts, who have
alternately held the coveted position among professional
playcrs.

Having said thus much for the benefit of my amateur
readers—I shall get scientific enough by-and-by—let
me say a word or two about the balls and cues. The
regular size of the ivory balls used for match games in
England is two and a sixtcenth inches in diameter, and
weigh about four and a half ounces; but smaller or
larger balls arc in common uso for the Canon game,
Pyramids, and somo other games I shall have to mention.
The ball should be perfectly round, without the slightest
tendency to roll one or other way by reason of imper-
fect gravity. A badly-weighted ball is soon discovered
on a good table. If the ball be struck fairly in the centre,
from the middle of the baulk, it will return from the
top cushion to the spot from which it was delivered ;
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but, of coarse, if it be not struck directly in the centre,
it will have o tendency, on its retura, to diverge cither
to the right or the I..i. A little practicc will soon
cnuble the player to discover a true from an imperfect
ball. All the balls used in the game should be of
precisely the same weight and size. Great atiention
15 paid to this matter by the makers of modern billiard
Dballs.

With regard to the cue, it should be of moderate
weight, well balanced, so that the portion behind the
hand is about the same weight as that in front, and of
cuch a height as that it may sfuad wpright beneatin
the chin of the pluyes.  This last rule, now universally
adopted Dy professionals, will be found of great advan-
tage to a young player, as the use of too long or too
short o cue is apt to cramp the free exercise of the arm
in making the stroke. The leather ¢/p of the cue should
be flat for the ordinary winning and losing game, and
not more than three-cighths of an inch in diamoter ;
though, of course, much depends on the taste of the
player. A somewhat round-tipped cue, well and evenly
chalked, is nccessary in making the side stroke—of
which more hereafter. Some players, however, prefer a
flat tip; but much depends on custom and familiarity with
a particular style of cue. I have scen cues claborately
ornamented with inlaid coloured woods, and so on, but
that is only folly and cxpense. The bost cues are made
plain, of well-scasoned ash, gently tapering from the
butt to the tip ; the broad end should have onc sidz
slightly flattened, so as to lic well and evenly on tha
table when required to be used as a butt. The mace, by
the way, iy never used by the present generation of
billiard players. The weight of the cue is entirely a
matter of taste. It varies from eleven to sixtcen
ounces ; but the cue which would be light for one player
would be heavy for another.

Before the tyro commences playing, Lz Lould have
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learned to make a good firm bridye, with the fingers well
sct together, and the thumb not too wide from the fore-
finger, keeping the fingers straight and the knuckles
well up. The hand should rest evenly and firmly on
the wrist and tips of the finzers, and care should be
taken that too great a distance is not kept between the
bridge and the cuz hand. Many an amateur fails in
becoming a player from inattention to these little matters
at starting.  From six to nine inches is a good striking
distance. In making a canon or losing hazard, the cuc
should be held lightly between the thumb and fingers of
the right hand; but, for the straicht winning hazard,
the cuc should be grasped firmly in the hand, and the
Dall struck full in the centre.  Of course, much of the
amateur's success will depend on how far he under-
stands and conquers the theory of the game before he
begins to play.

Having made a good Lr'dge, the next point to be
attained 1s, how, to strike the opposing ball in a fair,
full, and even manner—the side and oblique strokes
will come after. The best way to accomplish this is to
play, at first, with two balls, striking one against the
other fairly, and with such strength as to bring the ball
struck back into the baulk. Good practice also may be
had with o single ball, by which the angles of the table
will be acquired, recollecting that the aiigle of veflection
¢ always equal fo the angle of incidence. That is to
say, that if a ball be struck from one corner of the baunlk
against the top cushion, midway between its length from
tide to side, 1t will return to the spot at the other side
of the semicircle, and, with the baulk line, complete a
triangle, the two legs of which equal each other in
length and direction; and so on, throughout all the
angles of the table. Of course, this law varies with the
sharpness of the stroke, the height at which the ball is
struck, the variation from the centre of the ball struck,
and so on.
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I chall conclude this chapter with a fow general
observations, which it will be uscful for all players to
remember.

Never hesitate about your stroke, nor see-saw up and
down with your cue while making it. Get your sight,
and make your stroke at once.

Deliver your cuc by onc free, dircct, and certain
impulse, without hesitation, doubt, or fear. There are
strokes, however, which require to be made from undcr
the cushion ; in which cascs, shorten your cuc and strike
firmly.

Learn to deliver your ball with a moderate degree of
strength: a very hard stroke defcats its own purpose,
and breaks through the regular angles of the table;
while a too slow stroke frequently leaves your own ball
in danger. Strike your ball, but do not push it.

Tvery stroke requires its own special strength; but
{his can only be acquired by practice, and cannot be
taught in books.

Stand firmly upon your feet, with (for a right-handed
player) the left foot a little advanced, and bend your body
rather than your knees. An ungraceful position begets
ungraceful and variable play.

Do not attempt difficult strokes without having pre-
viously practised them, as such play is very likely to
leave you in danger.

Discover the strength of the table Dbefore playing.
This- you may do by an cxperimental stroke or two.
Good clastic cushions will earry the ball at least thrice
up and down the table; a very fast table, however, is not
the best for good play.

" Do not disturb yourself about the state of the ccore;
that is the marker’s business.

It is not considored the gentlemanly game to pocket
Tae aehite except the red De in baulk, or when it is
imnportant to keep the baulk ; or when a two-stroke will
<ad the game.  But beyond all thix, pocketing the white
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is weak and disadvantagcous, as it leaves you culy ono
ball to play at, and renders a canon impossible.

Recollect that from the marker’s decision theire (s no
appeal.

Never voluntcer remarks about another man's game,
nor interfere, unless your opinion is requested. Idle
talking begcts bad play.

Listen for the stroke before entering o room in which
a game is being played.

Lastly, and most important of all—xzee vour
TEMPER,
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CHAPTER IL

THZ ANGLE: OF THE TABLE—TERMS UsLD IN THE
GAME.

Avways remembering that tie angle of weflection
equals the anyle of incidence, the very first and best
practice for the beginner is to conquer what is called
the Angles of the Table. Of course it must be under-
rtood, once for all, that I am not writing for profes-
rional, or cven for good amateur players. The purpose
of this little book is simply to provide advice and
assistance for the novice ; as we proceed we shall find
it necessary to go somewhat more decply into the subject,
and to illustrate our remarks by mcans of diagrams.
The maxim as to the cquality of angle of incidence and
refleetion, though practically true, caunot be demon-
strated with cxaciness, owing to the variaticns in the
manner of striking the ball; but it is a maxim worth
remembering, as it contains the scerct of the Nafwral
Augle, of which more presently.  As soon as you have
acquired facility in using the cue, striking the ball
smoothly and fairly from the shoulder, then it will be
well to practise with single ball.  Commencing from the
baulk, the ball should be struck against the opposito
cushion in various places, with such a moderate degrec
of strength as to bring it well back again. Observe
now that the angles made by the returning ball will bo
in every place the near counterpart or reverse of tho
direction assumecd by the original stroke ; and this, too,
through as many reflections of the original angle as the
ball can be made to travel up and down or across the
table. I am assuming that your ball be struck full and
fair in the centre. A Dball struck out of the centre,
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niore or less on the right or left side, will, on reaching
the cushion, take a sharper or more or less acute angle.
This is, in fact, the whole sceret of the side stroke.
Many good players practisc the side stroke daily, but
are altogether ignorant of the scientific causes of its
cffects. The blow struck on the side of the ball does
not take full effect in giving it particular direction till it
reaches the cushion, or comes into contact with another
ball. The great mistaxe of young players is to put side
on a ball when there is little or no ocecasion for it.
There is no greater accomplishment for a billiard player
than a perfeet knowledge of the side stroke ; but inno
part of Billiards is there so much empirical practice and
want of real knowledge. But of this more by-and-by;
let us keep, for the present, to our angles.

Anything that is wcrth learning at all is worth
learning thoroughly : for a man to call himself a bil-
linrd player merely beeavsy he ean make hazards and
canons, I+ as absurd as for another to call himself a
scholar merely beeause he has learned a few dictionary
quotations in foreign languages. To understand the
moves at chess is not to be a chess player; so neither
does the knack of knocking about the balls constitute a
billiard player.

A littlo practice with a singlo ball will soon bring
tho student into aoquaintance with all the principal
angles. A very good plan to proceed upon is to make
a small chalk spot on the top or ride cushion, and strike
at it repeatedly with various degrees of strength, first
from one and then from the other side of the angle.
In this way the truth of vour stroke will be proved,
and you will discover how the different strengths and
sides given to your ball affect the angles produced. In
all modern tables, the cushions are of India-rubber;
but as the strengths of the cushions vary, so it will be
found that the angles produced on different tables also
glightly vary, but not sufficiently so to materially in-
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{lucnes the truth of the stroke or game. You will coon
discover, also, that very hard hitting rather defeats than
forwards your object ; a smooth, well-delivered ball being,
in the majority of cascs, the most advantageous. Two
or three hours’ practice with a single ball, if puisued in
the spirit of a true student, will have sufficiently ac-
quainted you with the action of the ball and the courso
of the angles, so as to render your next step of com-
paratively casy accomplishment.

Now take two other ballg, the white and red, and,
placing them in the line of the angles observed, endea-
vour to producc the various canons that lie within those
angles.  As soon as you have acquired a little intimacy
with the more eonumon canons (carambole is the corrcet
term, but it is seldom used in England nowadayx),
you can increase or decrcase the distance between th:
balls, and so vary your practice ad wnfinitum. Of
courze I need seareely say that the number of angles ou
the table are countless ; but having once conquered tha
principle, and acquired the knowledze that the rcturn
ball is, more or less, the counterpart of the original
stroke, you will have crossed that pons asinoruwm which
many amateurs at Billiards never attempt.

You may next try simple hazards, still bearing in
mind the grand axiom—which differs in no way from tho
practice with the single ball except so far as the ball i3
struck higher or lower, stronger or more slowly, on ono
side or the other.

Before going farther, it will, Perhaps, bo as well to
describe the master-stroke in Billiards—

THE NATURAL ANGLE,

This is the key-stroke of the gamo : the Natural Angle
of forty-five degrecs, as shown in the accompanying
diagrams. Place a ball in either of the positions in-
dicated, and play from the baulk with moderate strength,
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and you will soon see that the teadency of the playing
ball is to fly into a pocket after contact with the object-
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Fra.1.—~NATURAL ANGLE FoRr LosiNa Hazairps.

Lall. The balls diverge in an angle of forty-five degrees,
only the harder you strike the plaving Lall the wider
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the divergence between the balls after contact. Play,
therelore, with strength just sufticient to carry your ball
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F16. 2.—NATURAL ANGLE FOR CANON.

into the pocket, and you cannot fail to make the hazard,
So also with the winning hazards and canons, This
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has not been shown very clearly in other treatiscs on
Billiards; and, in order to further explain it, we will

i =1

a2 .

¥16. 3.--NA1URAL ANGLE ¥or LosiNG HazaEDS AND CARCOXE.

take threc balls, and place them as in the third figure,
and try first the canons and then the losing hazards.
o
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Play the strokes over and over again, till you have acquired
sufficient dexterity to makc them with certainty. For
the losing hiazards, strike your own ball in the centre %0 as
tomect the object-ball on the outside, nearest the cushion;
and for the canon, reverse the order by striking the
object-ball on the in-side. Vary the plan, and practise
till you are perfect.

TECHNICAL TERMS IN BILLIARDS.

The Hazard is, in fact, any stroke made with the
point of the cuc; but the term 1s now only applied to a
stroke in which a ball is played into a pocket. Tho
Winning Hazard is onc in which the object-ball is
slruck with your own ball and sent into a pocket ; tho
Losing Hazard is a stroke in which the striker’s ball is
pocketed from off, or after contact with, another.

The Canon is produced by a very simple mcans
apparently, though a little practice will soon convince a
learner that there is a great deal to learn in the science
of canons. To make a canon you must strike with your
own ball the other two balls suceessively. The stroke
may be made direct from onc ball to another, or after
coulact with the enshion.  Some players have acquired
great fame by canons made by striking several cushions
—all round the table, as it is called. The latc M.
Kentfield (the celebrated Jonathan, of Brighton) had a
very execllent canon of his own, which he made when
both the balls were within the baulk line, and at opposite
cides of the table. Mr. Roberts, of Manchester, once
the champion of Billiards, was and is also famous for
his canons; and Cook, the prince of players, reckons tho
great strength of his game mainly by the certainty and
complication of his wonderful canons. The great secret
of success in making canons from the cushion lies in a
perfect knowledge of the angles of the table,
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The iyl Strole is produced by striking the ball
above its centre. It has the effect of making the ball
travel much faster than the cemtre stroke. By it is
produced

Tho Following Stroke, very useful in the English and
canon games. It is made by striking your ball high,
and allowing your arm to flow, as it were, after the cue
—a sort of rapid pushing stroke.

The Full Centre Stroke has the cffect of forcing the
object-ball in the same line as the striking ball, and is
used in making winning hazards, especially when it is
important to pocket both balls.

The Slow Stroke is useful in keeping the balls
together, so as to leave another hazard or canon after
the first score has been effected. It is generally much
more cffective in the hands of a good playcr than a
swiftly-delivered ball.

A Miss is given when you fail to hit your own or
the object-ball, or when you place your own ball in a
position of safety, if there be no immediate or certain
stroke on the table. When the Afliss is purposely given,
it should always be made with the point of the cue, with
the thick cnd of your own cuc, or with the butt; never
with the hand alone or the side of the cue. Many
players make the Mics from beyond and into the baulk
with the sido of the cue; but tho opponent may always
insist upon the stroke being made with the point. It is
not considered fair to stop a ball in giving a Miss.

A Coup is made either when you run your own ball
accidentally, or purposely, into a pocket, without it first
coming into contact with another ball. When you force
your ball off the table without striking another ball, the
stroke is called the Coup.

The Low Stroke has the effect of retarding or alto-
gether stopping the progress of the ball struck when it
reaches the object-ball or the cushion. Itis produccd
by striking the ball below its centre. By it we get



20 BILLIARDS.

The Serew or Tusist, which has the effect of bringing
the ball back again after contact with the object-ball.
It is made by striking your ball very low, with a sort of
jerk, only to be acquired by practice.

The Object-Bull is the ball struck at the Striker's
Ball is the ball played with.

A Foul Stroke is one not in accordance with the rules
of the game.

The Side Stroke, as I have already cxpluined, is pro-
duced by striking your own ball more or less on tho
right or left side, according as you wish it to take a
right or left angle after contact with the cushion or
another ball. It is an axiom with players that the ball
must be struck on the side 1t is intended to go,; but, as I
shall have occasion to show by-and-by, this is not an
infallible law—many causes arising where it is advisable
to use the severse side in order to produce the cffect
otherwise producible by the ordinary or regular Side
Stroke.

The Jenny is one of the most artistic strokes, It is
made by a losing hazard into the middle pocket, from a
ball lying near to the cushion, and from six to twelve
inches from the pocket. I have known some players
make five, six, and cven eight of these Jemny strokes
consceutively oft the red ball. On a very fast table,
however, it is nearly impossible to make a scecond Jenny,
as the rebound from the cushion carries the object-ball
too far towards the centre of the table, however fine tho
stroke be played ; but then there is generally a losing
hazard left by the ordinary angle 7uside the object-bull.
The Long Jenny is the same stroke made in one of the
end pockets—a much more difficult operation.

_ The Pair of Breeches occurs where the object-ball lies
in or near the centre of the upper end of the table, abovo
the middle pockets from baulk, or wice versd. A half
ball well played will lodge a ball in cach of the top
pockets, as will be casily understood by examining
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the diagram illustrative of the natural angle. The
Breeches is a good stroke to play for practice. It is not
always found advantageous, however, to play this stroke
when a canon would be left were the losing hazard simply
made. The power of making the stroke when it pre-
sents itself is, notwithstanding, frequently of great ad-
vantage to the player.

The Doublet (or Double) is produced by striking
your own or the object-ball against one of the cushions,
so as to make it rebound to an oppo=ite pocket or ball.
Striking two cushions by a double reflection is usually
called a Double Double. It is a very useful stroke to
know, especially in the winning hazard games, and cvery
player should be able to make it when it presents itself.
Of course, I do not mean to say that such a degree of
dexterity is ever attainable as to make every stroke a
certainty ; all I want to impress upon the tyro is, that,
in Billiards, cortain principles onee known cannot fail to
ho useful to him.  In this stroke the ball may be made
to reflect its original line of impotus with more or less
acuteness, according to the strength with which it is
struck, the place where the objeet-ball is divided, the
degree of side given to it, &e.

The Rest or Jigacr is nsed in making a bridge, when
the ball is too far from the player to allow him to reach
it with his hand.

Cromp Guanes are those which are played out of the
usnal course, as when a player gives five pockets to one,
stakes his hazards against his adversary’s canons and
hazards, and so on. They are usually employed by a
player against an amatcur, when a smaller number of
points are scored.

Enough for this chapter. If you attend to my instrue-
tions you will not be likely to play Billiards @ fort ef &
travers—which, boing translated into clegant Euglisk,
means making o mull of it
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CHAPTER IIL

DIVISION OF THE BALLS— WINNING AND LOSING
HAZARDS.

I samp in my first chapter that the game of Billiards was
one the practice of which “mprov.d the mind. Now,
let me prove my words. Anyone may knock the balls
about on the table; but it is not everyone who arrives
at the why and wherefore of his strokes; and, without
the true principles of the game be thoroughly under-
stood, no man can become a really good player. Some
men I know who can play tolerably good games, making
the usual winning and losing hazards with some degrec
of success, and cven winning money sometimes.  But
as soon as such men get opposed to really scientific
players, they lose all confidence, get nervous, and com-
plain that they are ¢ out of play to-night.” The reason
is, that they have never got over the alphabet of the
game. They play empirically, and, thercfore, science
beats them, as a matter of course. It is my desire to
ro instruct my readers that they shall be able to avoid
the crrors into which beginners almost invariably fall,
I have won and lost hundreds at the game, and the
result of my experience may be summed up in a single
sentence :—Practice, without scientific knowledge, may
succced ; but practice, united o scicnce, must win.

I presume that by this time you have acquired a
tolerably good command over your ball ; that you have
bocome so far acquainted with the angles of the table as
to know about where your ball wonld be likely to stop,
and that you.-have learned to make the ordinary direct
canons and hazards. But you have yet much to learn
before you are master of your game. Taking this to bo
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your ball, and the line beneath it to be the table, you are

cnabled to strike any portion of its surface cxeept that

immediately in contact with the table, your eye being on
AN

A

Tra. 4.

a level with the cushion. This and the other figures
introdueced I have purposely drawn without shading, so
that nothing may interfere with the rules I shall attempt
to lay down. Now draw an imaginary line across the

\
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- _/

Fra.
centre of the ball, and strike at the dot at the side. This
will give a free, full impulse to the ball's direction. If
you strike above this line, your ball will travel swiftly,
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In making the high stroke, you must let your am follow
the cuc; not by a push, but by a single deeided impulse,
striking from the shoulder rather than from the clbow, if
the striking ball be sufficiently distant from the cushion.
If you strike below the centre, the stroke will have a
tendeney to retard the ball; lower still, the ball will
stop; and at the lowest, the ball will return to the cue's
point. The next diagram will more. fully explain my
meaning.

Struck at 1, the ball will travel at its fastest, consis-
tently with the foree applied, following straight from the
point struck; at 2, the ram> cffoct with moderate swift-
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Fra. 6.

noss; at 3, your ball will still travel dirveet to its object,
but less swiftly than before; struck in the eentre, you
immow the effeet. Now take the lower figures : struck,
with the same degree of strength as hefore, at 4, its
progress will be retarded ; at 5, it will stop at the object-
ball struck ; and at 6, it will return to the player with
more or less swiftness, according to the force and pre-
cision of the stroke. The two latter strokes must be
accompanied by a sudden drawing back of the hand, with
a very slight turn of the wrist—an action not altogethor
explainable on paper, but which is casily ncquirod. When



WINNING AND LOSING HAZARDS. 25

performed by a good player, it scems casy and natural
enough. Any player or marker will show you the stroke.
All these effects may be produced with the same or nearly
the same degree of strength. A ball struck at the same
heights as indicated in Fig. G, a little to the right or left,
will produce a corresponding inclination to the right or
left on reaching the cushion or another ball: but to the
principle of the side strole I must devote an entire
chapter. Tor the present, therefore, we will pursue the
plain game, and strike our ball in the centre of its dia-
meter, higher or lower, according to the eftect desired.

It will now be necessarv to explain how certain effects
arc produced by dividing, not your own, but the object-
ball.

In taking aim at an objeet-ball, it is nsual, and indeed
necessary, in order to give particular effect to the stroke,
that particular portions of it should be struck. Par
eremple, you wish to make either of the Losing Hozards

(.

F1e. 7.—Tue Frin Bann

shown in Tig. 9; now, not onc of the strokes there
shown could be made by striking your own ball full upon
the centre of the objeet-ball; the rame also with the
Winning }azerds in Fig. 10, What we do, therefore,
is to divide the object-ball into imaginary parts, If o
full ball is requisite, vou strike yonr own ball so that its
centre mecets the centre of the object-ball, or nearly. Of
course the impetus given to tho object-ball will be the
sam2 as that originally applied to the striker’s; this is
what is called a Straight Stroke. If vou wish to make
the other hazards, you must strike the object in such a
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way 88 to make the angle from it more or less acute. A
Half Ball, & Three-quarter Ball, an Iightl or.Fmr
Bail, and so on, must be struck so that the point of
deflection earries your ball in the direction intended. By

F1a. 8.-~-THREE-QUARTER BALL.

studying the dingrams and practising them upon the table,
however, much more will be learned than can ever be
explained on paper. You will do well to get a few hours’
instruetion from an intelligent nrrker. Most markers

(O

F1a, 0.—HALF BALL,

are fairly good players, and are happy 1o give instruetion
in the day-time. Their charge, 1 think, ix half a erown
aa hour, which includes the tables.

In all these cases, your vrn Lall muet be s trnek full

N
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Tra. 10 QuarTeERr Bavng,
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Pl

Fig. 11.—FINE BALL.

F16. 7, tho Full Ball, where the striker’s Lall meets or coversthe object-
hall directly full—um ene shonld be grasped tightly in the hand,
not held loosely between the fingers, as for the losing hazard,
I'16. 8, 8 Three-qumle: Ball, where the one bail touches or covers
about three-fourths of the othcr F16. 9, o Hualf Ball, in which the
strikiug ball covers about half the object-bull; ¥ic.' 10, a Quarter
Ball, in which the contact is slight ; Fig. 11, & Fine Ball, in which
the striker's ball comes in contact with the other just sufficient'yv
to touch 1t in passimgr. Thelearner should practise all these strokes
with a marker, 1t possible.

in the centre.  The motion of the striking ball, after

contact with the object-ball, will, it must be remembered,

always be modified by the strength of the stroke, the
height at which you strike, and the distance on cither
side from the direct centre of your own or the object-ball.

In proportion as the contact of the balls is more or less

full, so will the divergence of the two balls be more or

less in the direction of the original line of progression.

Kentficld, in his book, published many years ago, divided

the striker's ball into seventeen points; but I doubs

whether anyone could ever acquire such extreme dex-
terity as to strike cach of the oints indicated.

What I have now shown is the ordinary manner of
striking at the object-ball ; and this ¢ ordinary manner
must be acquired before you attempt the side stroke. In
my next chapter I give some other diagrams of strokes
1o be made with the ordinary full ball, and the rules for
playing the English (or winning and losing hazard and
canon) game. Lct me conclude with an ancedote.

I was onc evening playing a match game with a fine
player in onc of the rooms of the Army and Navy Club.
The gamc was a thousand np. My score stood at 76V,
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T1a. 12.~-LosiNag HazArps.
I, a quarter hall; 2, a half hall: 3, a three-quarter ball; 4, a
quarter ball; 5, n fine ball,

and my opponent’s at about 40. I felt confident of
winning, and backed myself to a large amount. I seemed
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e

Fia. 13.—WinNING HAzARDS.

1, a full ball for the corner pocket, or the object-ball, if struck on the
extreme right s‘de, would double into the middle; 2, a three-quarter

ball; 3, & half ball ; 4, a nearly full ball for the double in the left-
hand corner; 5, nearly full for the other corncr.
to be able to make cvery hazard and canon I played for,
and felt no small gratification as I listened to the mur-
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murs of admiration that every now and then rose from
the lookers on. Presently my opponent missed his
stroke, leaving the red ball just over ono of the middle
pockets. The game was before me. There was a certain
ceore of at least a dozen off the red; but, to show my
skill, and prompted by vanity, I attempted a difficult
canon off the whito—and mnissed <¢. My opponent then
playced at the red, and scored, and went on scoring ; and,
in short, very soon won the game. I lost my moncy;
but I gained a picce of wisdom as compensation. Here
it is—take it to heart : Never neglect a present good fur
« future benefit ; for an opportunity once lost can never
be recovered.

In a game played at the Crystal Palace, in 1874,
between Cook and the younger Roberts, a similur inci-
dent occurred.  Cook tried a difficult canon, when an
casy losing hazard lay beforc him. He missed the
canon, and then his opponent, who was many points
behind, went in, got up to the top of the table, began
playing the spot-stroke, and ncver ccased to scorc
till Ingarficld, the marker, called ¢ Game !
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CHAPTER IV.

HAZARDS AND CANOXNS--—RULES OF THE ENGLISH GAML.

My friend and biographer, the late Michael Angelo
Titmarsh, Esq., of the Middle Temple, Barrister-at-law,
first acquainted the world with my skill at Billiards. I
have now much pleasure in making publie the fact that
he was himsclf almost as dexterous with the cue as with
the pen. I taught him, in fact, all he knew about the
noble game; so that, in thus bearing testimony to his
talents, I am paying mysclf a sort of left-handed com-
pliment. Well, once when we were playing a little
match at the Megatherium ('lub (my old friend Pam was
keeping score—he was a sharp, active fellow then), a
position of the balls arose similar to that marked 1 in
the following diagram, Fig. 14. I made a losing hazard
into the middle pocket, brought the red back again from
the top cushion to about the same place, and from that
break scored scventy-fivo right away.

Now, Imay as well tell you, once for all, that the
success of any man's game does not depend so much
on the making of any peculiarly difficult strokes as on
the keeping of the balls well together, so that a succession
of hazards and canons may be made. In order to ac-
complish this, the player should accustom himself to
make the common hazards and canons shown in the
diagrams, with such strength as to keep the balls before
him and within a reasonable distance of each other after
the stroke is made. I am awaroe that only long practice
can familiarize the plaver with the strength of his own
play : sometimos he strikes too hard and sometimes too
lightly ; but attention to the pesition of the object-ball
sfter reverberation from n lo<ing hazard will soon show
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Fia. 14.—CoMmMOoN HAZARDS.

1, losing hazard, and (perhaps) pocket the red; 2, the Jenny; 3, 4,
Josing hazards; 9, losing hazard, and (perhaps) pocket the red in
the centre ; 6, keeping the baulk.

(In all these cases the white i8 the striker’s ball.)

him that & main element of his success must depend on
his placing it £o that he may scorc agnin, In the game
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I huve just mentioned as having played with wmy dear old
friend Titmarsh, my first stroke scored three, and the
red ball coming again to about the same place, so as to
leave another losing hazard, I was enabled to make a
great score from a very common opening. In those
days seventy-five was a great score; so great, as to be
talked about in the clubs for a week !

It should be borne in mind, too, that there is seldom
anything gained from pocketing the white, as only one
ball is then left on the table, and your adversary, when
it is his turn to play, has the advantage of the baulk.
Another great matter to consider is, so to place your
ball when in hand as to at once render the stroke as
casy as possible, and leave the object-ball in such a
position as to have another score off it from the baulk.
In the jenny (marked 2 in diagram 14) it is of im-
portance not only to make the stroke intended, but to
leave another losing hazard off the same ball. This is
accomplished by placing your own ball in the centre of
the baulk a little below the line, and playing a high
quarter ball upon the red: this will leave the object-
ball at such a distance from the middle pocket as to
leave an easy losing hazard after. Then, according to
the strength with which you play, you can either make
another hazard in the centre, as in case 1, or in the
right hand corner, as in cases 3 and 4. Again, a posi-
tion often occurs like that described in case 5, where
the red ball is either on the spot or mear it, and your
own ball lics near the cushion on one or other side of
the table. Now both the winning hazard and the
doublet are uncertain from such a position; but a
three-quarter ball, played with moderate strength, will
lodge your ball in the corner, and the red in or near
the middle pocket. It is not always the best play to
pocket both balls. In the case in point, a losing hazard
In the corner, leaving another in the centre, is decidedly
best, as it renders your own game more open. This is a

D
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F1a. 15.—CoMMoN CANONS.

1. A fine ball on the left of the object ball,

2. A fine stroke on the right of the object ball.

8. A low ball full on the object ball.

4. A low full ball, with slow screw.

&, A full ball to strike the two onshions, and make a canon on either

of the balls within the baulk; suppose two balls in baulk, the
same effect mll be perod. or g&ing o fall ball on to the
ouh.lon. This is a most mtul av\d safe stroke.
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capital stroke for practice, and onc that occurs in almost
cvery winning and losing game. In cases 1,2, 3, and 4,
tour own ball is to be struck in the centre.

In case 6, diagram 14, we have the first instance of
the side stroke. To Leep the baull; with this stroke,
you must strike your ball rather high on the inner side.
It is the easicst application of the side-stroke 1 knovw,
and will acquaint you with the nature of this kind of
play very readily.

With regard to the canons shown in diagram 1.5, I
have chosen ouly those which occur most commonly in
cvery game, and which may all be made with a full open
stroke on your own ball : numerous others will arise in
cvery game. To arrive at something like certainty, you
should accustom yourself to measure the angle with your
eye, and strike at that part of the object-ball that ap-
pears to render the canon most easy of accomplishment.
In my next chapter I shall endeavour to give some in-
structions on the scientific principle of the side-stroke,
concluding my present with the rules for that best of all
games on the billiard table, the Winning or Losing Canon,
or, as it is now more properly called, the English game.
These rules are those acknowledged in all the clubs
and principal rooms in town and country. Rules are
hung on the walls of most billiard rooms; but they arc
generally very verbosc, and not always very clear. 1
shall cndeavour to avoid both faults, and still say all
that is necessary.

RULES FOR THE ENGLISH GAME.

1. The winning and losing carambole game is played
with three balls, white, spot-white, and red. On com-
mencing the game, the red is placed on the spot, and
the players string from the baulk circle. The ball that
stops nearcst to the cushion wins the lead, and gives the
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choice of balls, When points are given, the player re-
ceiving them breaks the balls, cither striking the red or
giving a miss in baulk.

2. The usual game is fifty up ; but it may be played
at any greater or lesser number of points.

3. A miss must in all cases be played with the point
of the cue.

4. In veckoning the poiuts, n whitc winning or losing
hazard scores two; a red winning or losing hazard,
three ; a miss forfeits one; a coup forfeits three (which
are scored against you, not taken off your score).
Pocketing the two white balls counts four; pocketing a
white and red ball, five ; a white hazard and canon, four;
a red hazard and canon, five; pocketing your own and
the red ball, six; your own, the white, and a canon,
when the white is first struck, six; vour own, oft the
red, o canon, and the white, scven; the red, your own,
and a canon, eight ; all the balls, when the white is first
struck, seven ; all the balls, when the red is first struck,
cight ; all the balls and a canon, when the white is first
struck, nine ; and when the red is first struck, ten.

5. No ball must be struck till it has done rolling.

6. All strokes are fair with the point of the cue. In
pushing strokes, if your cue leave the ball and touch it
again, 1t is a foul stroke.

7. When your own ball touches the object ball, you
cannot score. [You therefore run into a pocket, or canon,
when the red is again placed on the spot, and the next
player goes on from baulk, your ball being in hand.]
The object ball and the rcd touching are playable.

8. Ioul strokes arc made in the following ways :(—
Touching a ball when rolling ; moving a ball when in
the act of striking ; playing with the wrong ball or when
the red is off the table, or playing with both fect oft the
ground; touching both balls with the cuc; wilfully
knocking a ball off the table ; when in hand, playing at a
ball in baulk; blowing upon a ball ; shaking the table or
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floor; touching any other ball than your own with hand
or cue, or wilfully altering the course of either.

Eceptions.—Accidentally touching a ball in taking
aim ; knocking a ball off the table by aceident or through
fault of the table; playing with a wrong ball when told
it is your own by the marker or your adversary; if im-
peded in your stroke by the player, marker, or bystander.
In the latter case no penalty can b claimed for foul ;
but the balls must be replaced as nearly as possible, and
the stroke made over again.

9. Penaltics for foul strokes are taken by the striker
losing his stroke; by the non-striker calling a foul
stroke, and breaking the balls; or the non-striker may
let the balls remain, or compel the striker to re-make the
stroke. In the ease of a changed Lall, the non-striker
may either have the balls changed again, so that each
player hus lis own ball, or he may insist on the game
going on as the balls then stand, the striker losing any
score he has made with the last stroke ; or he may elaim
for foul, and insist on the striker breaking the balls. If,
however, the change of balls be not discovered before
a second stroke has been made, the game must go on
as the balls then stand, and any score made must be
counted,

10. A line ball cannot be played at.

11. Knocking the object-ball off the table does not
score ; forcing your own ball off the table, after having
struck another, involves no penalty; knocking your own
Dball off the table without striking another is a coup, and
scores three against you.

12. The player who throws up his cue, or refuses to
play, loscs the game.

13. All bets go with the game.

14. All disputes to be decided by the marker ; and, in
case he is unable to decide, by the majority of the com-
pany.  [Markers should not be allowed to make bets.
Few gentlemen bet with professional markers. In all
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games for stakes an umpire or referee should be
appointed. ]

15. If a ball be accidentally moved, it must be replaced
as nearly as possible.

16. No bystander has any right to interfere, in any
way, with a game, unless appealed to by the players.

In these sixteen rules you have all that it is necessary
to know of the ninety or a hundred rules usually given.
I must be allowed, however, to add a few remarks, just
by way of advice and caution :—Be attentive to your
game, and lose no fair opportunity of scoring. Do not
stand over the pocket or ball your adversary is playing
at—it is an ungentlemanly habit. Do not bet if you are
1 rvous, or if the loss of the wager is likely to cost you
any uneasiness. Never dispute the score with the
marker ; if you have fair reason to believe he scores im-
properly, or has any interest in making you lose, do not
play again in that room. Do nothing to annoy your
adversary. Boasting, loud talking, putting your hand
near a pocket a ball is likely to run into, pretending to
guide a ball with your finger or cue, standing over the
pocket your opponent is playing for, making wry faces
while taking aim, &e., are all vulgar habits, more
¢ honoured in the breach than the observance.” Do not
canon from a white ball, unless the stroke be ncarly
certain, as your own is likely to be left in danger. Do
not pocket your adversary, unless the red be in baulk, or
a two-stroke cuds the game; as, besides loaving only one
ball to play at, it is not considercd the high game.
When the white is safe under the cushion, it is not good
policy to disturb it. In playing bricole from the cushion,
always remember the grand maxim as to the equality of
angles. Ncver strike the balls at random, but always
have fome direct object in view: many points are lost
from inconsiderate play; while, on the contrary, many an
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inferior player wins a game by sheer force of careful play.
If there be rcally no score on the balls, then play for
safety, by leaving your own and the red as far apart as
possible, or giving a miss. When your adversary’s ball
18 off the table, play for baulk rather than risk a doubtful
stroke ; when near the end of the game, do not disturb
the red, if it be safe, unless therc is a good chance of a
score off it. Do not vary your strength, or play high or
low, if there be no obvious necessity for so doing. Never
play carelessly ; the chances of the game are so many,
that you can never be certain of winning till the whole
number of points arc scored. When under a cushion,
and your adversary and the red are safe, it is better to
give a miss than to risk an unlikely stroke. Never play
the losing hazard at the white in baulk when the red is
also in baulk, without you are certain of bringing the
white out; nothing tends to the success of a game so
much as a careful consideration of the ultimate position
of the balls after the stroke. Never allow the red to
remain near a pocket, unless there is a certain hazard off
the white. In playing the red winning hazard, use suffi-
cient strength to bring your ball away from the cushion,
80 as to leave another stroke off the red when spotted.
On the contrary, it is generally best so to play the white
winning hazard as to leave your ball under the cushion
after your stroke. Do not attempt canons round the
table without careful consideration as to the strength of
your stroke and the angles of the table. And, lastly,
never forget that common strokes, with careful play,
stand a better chance than the most brilliant hazards
without .
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CHAPTER V.
THE SIDE STROKE.

My friend Captain , of the Army and Navy Club,
boasts that he never plays on a public table, and ‘that he
will give any man & hundred pounds who catches him
doing so. Now, although the gallant captain is con-
fessedly one of the finest amateur players in the kingdom
—he was a pupil of mine, and now he can beat his
master—I must tell him that, as a general rule, there is
better play on public tables