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A TREATISE ON

BILLIARD S,

With Infiruftions and Rules for the following
Games ; viz.

‘The White Wigning Game, I Fortification Billiards, with'

‘The White Lofing Game, Rules and Regulations for

Red or Carambole Winning | every Method of playing
Game. the Game,

The Red Lofing Gante.

Co;n[rebmding the original Rules, repulated as

ey are now playedy and more fully explained
and enlarged; with Diretlions for the Condul
of the Players, and of the Betters, ¢, never
efore publifbed. To which are added, The
Common Odds, whick are laid ¢n the Hazards,
as well as on the Game at Billiards, from one
Point being given, to fix inclufrve. By Jonn
Dew, a Marker, well known to be expexienced
in the prattical as weil as theoretical Parts of
Billiards, upwards of thirty Years.

HE Game of Billiards is not lefs in
Efteem for its Varicty and Amufement,
than for the fine Exercife it occafions; at the
fame Time, the Powers neceflary for this
Game, are fo gentle, that it is equally adapted
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to the Entertainment of the Fair Sex; and
many Ladies now play this Game to a very
great Degree of Nicety and PerfeGtion.

In order to play this Game well, Attention
muft be given at firft to the Methqd of holding
the Muce; to the Pofition in which the Player
fhould ftand, and the Manner of deliverin
the Ball from the Mace; but thefe are mucﬁ
more eafily acquired by Obfervation, or by the
Dire&ion of a good Player, than by any pof-
fible written Rules.

A Perfon who plays with his Right Hand
muft ftand with his Left Foot foremoft ; and,
on the contrary, he who is Left-handed, muft
ftand with his Right Foot foremoft, by which
he will ftand more fteady and firm.

Immoderate Burfts of Paffion, and even
fretting at trifling Difappointments in she
Game, are ufually found very prejudicial te
the Player; his {\Yerves being affeted, it is
impoflible for him to make the Stroke with
that Steadinefs and Nicety the Game requires.

The Game ufually played is the White
Winning Game,

RULES and REGULATIONS fa be obferved at the
White Winning Game.

The Game is Twelve in Numbey.

I. HEN you begin, ftring for the Lead
VV aud the Choice o,f Balls, if you plea(b:
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II. When a Perfon ftrings for the Lead, he
muft ftand within the Limits of the Corner of
the Table, and likewife muft not place his
Ball beyond the ftringing Nails or Spots; and
the Perfon who brings his Ball ncareft the
Cufhion wins the Lead.

III. If after the firft Perfon has ftrung for
the Lead, and his Adverfary. who follows him
fhould make his Ball touch the other, he
Jofes the Lead.

1V. If the Player holes his own Ball, cither
in ftringing or leading, he lofes the Lead.

V. If the Leader follows his Ball with ci-
ther Mace or Cue paft the middle Hole, it is
no Lead ; and if his Adverfary chufes, he may
make him lead again.

VI. The Striker who plays at the Lead,
muft fand with both his Feet within the Li-
mits of the Corner of the Table, and '‘muit
not place his Ball beyond the ftringing Nails
or Spots; and his Adverfary (only) is bound
to fec that he ftands and plays fair, otherwife
the Striker wins all the Points he made by
that Stroke,

VII. When a Hazard has been loft in ci-
ther of the corner Holes, the Leader is obliged
i‘if his Adverfary requires it) to lead from the

‘ad of the Table where the Hazard was oit;

but if the Hazard was loit in either of the
middle Holes, it is at the Leadei’s Option to
lead from ejtber End of the Table he pleafes.

Vill. If the Siriker does not hit his Adver-
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fary’s Ball, he lofes one Point ; and if by the
faid Stroke his Ball fhould go into a Hole over
the Table, or on a Cufhion, he lofes three
Points, viz. one for miffing the Ball, and twa
for holing it, &%. and he lofes the Lead,

IX. If the Striker holes his Adverfary’s Ball,
or forces it over the Table, or on a Cufhion,
hé wins two Points,

X. If the Striker holes his own Ball, or
forces it over the Table, or on a Cufhion,
he lo‘es two Points.

XI1. If the Striker holes both Balls, or
forces them over the Table, or oa a Cufhion,
he lofes two Points.

XIH. No Perfon hath a Right to:take up his
Ball without Permiffion from his Adver(dy.

X11I. If the Striker, by Accident, fhould
touch or move his own Ball, not intending
to make a Stroke, it is deemed &s an Acci~
denty and his Adverfary, if he requires it,
may put the Ball back in the Place where it
ftood.

XIV. If the Striker forces his Adverfary’s
Ball over the Table, and his Adverfasy thould
chance to ftop it, fo as to make it come onh the
Table again, the Striker neverthelefs wins
two Points,

XV, If the Striker forces his own Ball over
the Table, and his Adverfary fhould chance to
flop it, fo as to make it come on the Table
again, the Striker lofes nothing by the Stroke,
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and he hath the Lead. Becaufe his Adver-
fary ought not to ftand in the Way, or near
the Table.

XVI, If the Striker miffes the Ball, and
forces it over the Table, and it fhould be
ftopped by his Adverfary, as before mentioned,
he lofes one Point, and has the Lead, if he
chufes.

XVII. If the Striker, in playing from a
Cuthion or otherwife, by touching the Ball,
makes his Mace or Cue go over or paft it, he
lofes one Point ; and if his Adverfary requires
it, he may put the Ball back, and may make
him pafs the Ball.

XVIil. If the Striker; in attempting to make
a Stroke,doth not touch his Ball, it is no Stroke;
and he muft try agdin to make a Stroke.

XIX. If when the Balls are near each other,
and the Striker by Accident fhould make his
Ball touch the other Ball, it is neverthelefs a
Stroke, though not intended as fuch.

XX. If the Striker who plays the Stroke,
fhould make his Adverfary’s Ball go fo near the
Brink of a Hole, as to be judged to ftand till,
and afterwards fhould fall into it, the Striker
wins nothing ; and the Bill muft be put on
the fame Brink where it ftood, for his Adver-
fary to play from the next Stroke. N. B,
There is no Occafion for challenging the Ball
if it ftops, as fome Perfons imagine.

XXI. If the Striker’s Ball fhould ftand on
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the Brink or Edge of a Hole, and if in
playing it off he fthould make the Ball go in,
he lofes three Points.

XXII. If a Ball fhould ftand on the Brink
or on the Edge of a Hole, and it fhould fall
into the Hole, before or when the Striker bas
delivered his Ball from his Mace or Cue, fo as
to have no Chance for his Strcke, in that
Cafe, the Striker and his Adverfary’s Balls
muft be placed in the fame Pofition, or as near
as poflible thereto, and the Striker muft play
again.

XXIII. The Striker is obliged to pafs his
Adverfary’s Ball, more efpecially if he mifles
the Ball on Purpofe; and his Adverfary may,
if he chufes, oblige him to place the Ball where
it flood, and play until be has pafled.

XXI1V. If the Striker plays both Balls from
his Mace or Cue, fo that they touch at the
fame T'ime, it is deemed a foul Stroke ; and if
it is difcovered by his Adverfary, and a Difpute
fhould arife thereen, he has an undoubted
Right to appeal to the difinterefted Company
then prefent; and the Marker, if required, after
demanding Silence, muft go round tbe Table
to each Perfon feparately, and be pasticularly
careful to afk, if he hath any Bet depending
thereon, if he undesftands the Game, and the
Nature of the Difpute then in Queftion ; and if
determined by the Majority of the difinterefted



RuULEs for the WHiTE WiNNinGg GAME. 251

Company, and the Marker, if needful, to bea
foul Stroke, then it is 4t his Adverfary’s Option
(if not holed) either to play at the Ball, or take
the Lead.

But if, by the above-mentioned Stroke, his
Adverfary doth not difcover it to be a foul
Stroke; then the Striker ‘may reckon all the
Points he made by the faid Stroke, and the
Marker is obliged to mark them.

XXV, No Perfon hath a Right to difcover
to the Player, whether the Stroke is fair or foul,,
wntil it is afked.

XXVI. If by a foul Stroke the Striker
ﬁlcould hole his Adverfary’s Ball, he lofes the

ad.

XXVII. Ifbya foul Stroke the Striker holes
his own or both Balls, ur forces his own or both
Balls over the Table, or on a Cufhion, he lofes
two Points.

XXVIIL If the Striker plays on a Ball when
it is running or moving, it is deemed as a foul
Stroke, . [Vide Article the 24th.]

XXIX. If the Striker plays with both Feet
off the Ground, without the Permiffion of his
Advesfary, it is deemed a foul Stroke. [Vide
Article 24th.]

XXX. If the Striker plays with a wrong
Ball, he lofes the Lead, if his Adverfary re-
quires it.

XXXI. If the Balls fhould be changed in
a Hazard, or on a Game, and it is notknowa
by which Party, the Hazard muft be played oue



252 The Game of BILLIARDS,
by each Party with their different Balls, and
then changed.

XXXII, If the Striker plays with his Ad~
verfary’s Ball, and holes, or forces the Ball he
played at over the Table, &c. it is deemed a
foul Stroke., [Vide Article 24th.]

XXXIII, If the Striker plays with his
Adverfary’s Ball, and holes or forces the
Ball he played with over the Table, &c. he
lofes two Points ; and if ke mifled the Ball,
three Points,

XXXIV, If the Striker. plays with his
Adverfary’s Ball, and miffes it, he lofes one
Point ; and if his Adverfary difcovers that he
hath played with the wrong Ball, he may part
the Balls, and take the Lead if he pleafes.

XXXV, In all the before-mentioned Cafes
of the Strikers playing with the wrong Ball
(if difcovered) his Adverfary muft play with
the Ball the Striker played at threughout
ihe Hazard, or part the Balls, and take the

ead. .

XXXVI., Whoever ftops a Ball when run-
ning, with Hand, Stick, or otherwife, lofes
the icad, if his Adverfary don’t like the Ball he
has to play at the next Stroke. [Vide Arti-
cle XX]IV.]

XXXVil. Whoever retains his Adverfary’s
Stick when playing, it is deemed foul. [Vide
Article XXIV.] :

XXXVIIL If the Striker fiops or puts hit
swn Ball out of its Courfe, when running to~
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wards cither of the Holes, and if adjudged by
the Marker, and the difinterefted Company
then prefent, to be going into a Pocket, if he
miffed the Ball, he lofes one Point, and if going
into a Hole by the fame Strokes, three Points.

XXXIX. If the Striker ftops or puts his
Adverfary’s Ball out of the Couife when run-
ning towards or into a Hole, or put his Adver-
fary’s Ball into a Hole, it is deemed a foul
Stroke. [Vide Article XXIV.]

N. B. If the Adverfary doth the fame as in
the foregoing Rules, he is fubjected to the fame
Penalties as the Striker., ,

XL. He who fhakes the Table when the
Ball is running, makes it a foul Stroke. [ Vide
Article XXIV.]

XLI. He who throws his Stick upon the
Table, fo as apparently to be of any Detriment
to his Adverfary, makes it a foul Stroke. [Vide
Article XXIV.]

XLII. He who blows on the Ball when
running, makes it foul. [Vide Article XXIV.]
and if his own Ball was running towards ot
near the Hole, he lofes two Points.

XLIII. He who leaves the Game before it
is finifhed, and will not play it out, lofes the
Game.

XLIV. Any Perfon may change his Mace
or Cue in playing, unlefs otherwife previoufly
agreed on.

XLV. When two-Perfons are at play, amd
»o particolar Terms of Agreement bave been
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made, neither Party has a Right to object to
either Mace or Cue being played with in the
faid Game.

XLVI. When the Parties agree to play
Mace againft Cue, the Mace Player hath uo
Right to ufe a Cue, nor has the Cue Player
any Right to ufe a Mace during the Game or
Match, without Permiflion from his Adverfary.

XLVIL. When a Perfon agrees to play
with the Cue, he muft play every Ball within
his Reach with the Point thereof, and if he a-
grees to play with the Butt of the Cue, he has
no Right to play with the Point thereof, with~
out Permiflion from his Adverfary.

XLVIll. When the Partics agree to play
Point and Point of the Cue, neither of them
have a Right to ufe a Butt during the Game or
Match, without Permiffion, &c. but they have
a Right to play with the Point of a long Cue
over a Mace, &c.

XLIX. When the Parties agree to play, all
Point with the fame Cue, they have no Right
to ufe any other during the Game or Match..

L. Whoever propoies to part the Balls, and
his Adverfary agrees to it, the Propofer thereof
lofes the Lead.

L1. Two Miflings do not make a Hazard,
unlefs it is previoufly agreed on to the contrary.

L. In all Cafes, the Betters are toabide by
the Players on the Determination of the Ha-
zatd, oron the Gage ; and the Betters have a
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Right to Demand theic Money when the Game
is over, to prevent Difputes.

LIII. Every Pecfon ouzht to be very atten-
tive, and liften for the Stroke, before he opens
the Door of a Billiard Reom.

L1V. The Striker has a Right to command
his Adverfary notto ftand facing him, nor near
him, fo as to annoy or moleft him ia the
Stroke.

LV. Each Party is to attend to his own
Game, and not to atk—1f his Adverfary’s Ball
be clofe!— If he touches his Ball?— If he
can go round the Ball?——nor any Queftion of
the Fike Tendency; nor is any Perfon to be
fet right, if going to play with the wrong Ball.

LVI. Thofe Perfons who do not play, muft
ftand from the Table, and give Room for the
Players to pafs round the Table, to make the
Stroke. »

LVIIL The Parties who play ought to be
particularly careful and attentive to the Hazard
or the Game, more efpecially when any Betts
are depending thereon.

LVII[. No Perfon in the Room has a
Right to lay more than the Odds on a H.zard or
on a Game. But if he offends for Want of
Knowledge of the Game, he fthould appeal to
the Marker ; or to the Table of the Odds,
which ought to be hung up in the Billiard
Room for Infpection.

LIX. Each Perfon who propofes a Bete,
fhould name the Sum he intends to lay, and
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fhould likewife be very careful not to offer a
Bett when the Striker has taken his Aim,. or is
going to firike, leaft it may difturb or interrupt
him in the Stroke.

LX. No Bett ought to be propofed on any
Stroke (at the Lofing Game efpecially) that
may be fuppofed to have any Tendency to lef-
fen or to influence the Judgment of the
Player.

LXI. If any Betts are laid on the Ha-
zard, and the game is eleven, and the Striker
lofes the Game by a Mifs, and fhould after~
wards go into a Hole, it cannot be a Hazard,
the Game being out by the Mifs.

LXIl. If A propoies a Bett, which is ac-
cepted by B, it muft be confirmed by A, other-
wife it is no Bett.

LXIII. When four Perfons play, the Game
is fiftcen in Number, and each Party has a
Right to confult with and dire& his Partoer
in any Thing refpecting the Game, &c. and
the Party who makes two Miflings before a
Hazard is made, is out, and it is his Partner’s
Turn to play; but if after the two Miffings
have been made by the Party, his Adverfary
fhould hole a Ball, fo as to make a Hazard,
sbe Stroke following the faid two Miffings have
been made, yet the Party who did not make
the two Miffings is to play, as he cannot be
fuppofed to be out,who has not made a Stroke.
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WHEN a Perfon is tolerably well acquainted
with the Winning Game, he l{lould then learn
the Lofing Game (the Reverfe of the Win-
ning) which is a Key to Billiards in general.
It depends entirely upon the Defence, and the
Krnowledge of the Degree of Strength with
whiich each Stroke thould be played, either to
defend, or to make a Hazard : for if a Per-
fon who has a competent Knowledge of the
Game, fhould not havg a Hazard to play at, he
muft endeavour to lay his own Ball in fucha Po-
fition, that hisAdverfary may not have oneto play
atthe next Stroke, ForaLofing Game Hazard is
muth more eafy to be made, when well under-
{looc}, than a Winning Game Hazard 1s 1n ge-
neral.

WHITE LOSING GAME,
Twelve in Number.

I ‘NIHEN ou begin, you muft firing for

the Lyead, End t}}'w Choice ofg the
Balls, the fame as in the Rules for leading at
the White Winning Game.

II. If the Striker mifles the Ball, he lofes
one; and if his Ball goesinto a Hole by the
fame Stroke, he lofes three Points.

IIL. If the Striker holes his Adverfary’s Ball,
he lofes two Paints.
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1V. Forcing either or both the Balls over
the Table, or on a Cuthion, reckons nothing,
and the Striker lofes the Lead.

V. If the Striker mifles his Adverfary’s
Ball, and forces his own Ball over the Table,
&c. he lofes one Point and the Lead. .

V1. Either of the Parties forcing over either
or both the Balls, reckons nothing, and the
Striker lofes the Lead.

VII. If the Striker holes his own Ball, he
wins two Points.

VIII. If the Striker holes both Balls, he
wins four Points.

1X. If the Striker holes either of the Balls,
and forces the other over the Table, &c. he
lafes the Lead only.

The reft of the Articles of Regulations, &c.
as in the Winning Game, are likcwife w0 be
obfesved.
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THE Red or Carambole Winning Game
is full of Variety; and there being fo many
Chances in it, which make it a Game of great
Uncertainty, the Odds of it are not calculated,
but are generally laid according to Fancy, or
to the Cuftom of the Tables where they are
ufually played at.

RED, or CARAMBOLE WINNING
GAME.

Sixteen in Number.

L ‘NIHEN ou begin, you muft ftring for
the Stroykc andgthe hoice of the Bgalls,
"the fame as in the Rules for leading, &c. in
the Winning Game.
- II. A Red Ball is to be placed on a Spot
made for that Purpofe, in the Centre between
the ftringing Nails or Spots, at one End of the
Table.

IIl. The White or the Striker’s Ball is to
be played from a Spot made for that Purpofe in
the Centre, between the ftringing Nails or Spots
at the other End of the Table.

IV. After the firft Striker hath played, his
Adverfary is to play next, and fo on aliernately
throughout the Game.

V. When the Red Ball has been holed or
forced over the Table, &c. it muft be placed
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on the fame Spot where it originally ftood at
the Beginning of the Game.

VI. When cither of the white Balls has
been holed, &c. it muft be placed and played
from the fame Spot where it ftood at the Be-
ginning of the Game, when it is the Striker’s
Thura to play.

VII. If the Striker mifles both the Balls,
he lofes one Point.

VIII. If the Striker miffes both the Balls,
and holes his Ball, he lofes three Points.

IX. If the Striker hits the Red and his Ad-
verfary’s Ball with his own Ball he played
with, he wins two Points ; which Stroke
is called a Carambole, or for Shortnefs, a
Carrom.

X. If the Striker holeth his Advérfary’s white
Ball, he wins two Points.

XI. If the Striker holes the red Ball, he
wins three Points.

XI1I. If the Striker holes the red and his
Adverfary’s white Ball, by the fame Stroke, he
wins five Points. N. B. Two for the white,
and three for the red Ball.

XIIL. If the Striker makes a Carambole,
and puts his Adverfary’s ot the white Ball into-
a Hole, he wins four Points. N. B Two for
the Carambole, and two for the white Ball.

XIV. If the Striker makes a Carambole,
and holes the red Ball, he wins five Points.
N. B, Two for tha Carambole, and three for
holing the Ball.
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XV. If the Striker makes a Carambole,
and holes his Adverfary’s or the white Ball,
and the red Ball, by the fame Stroke, he wins
{feven Points. N. B. Two for the Caram-
lﬁole, twd for the white, and three for the red

all,

XVI. Forcing either or all the Balls over
the Table, reckons nothing.

XVII. If the Striker forces his Adverfa-
ry’s, or the red Ball over the Table, and b
the fame Stroke fhould hole his own Ball, he
lofes nothing.

XVIIIL lgf the Striker makes a Carambole,
and forces either of the Balls over the Table
by the fame Stroke, he wins nothing.

XIX. If the Striker forces the Red Ball
over the Table, it muft be immediately placed
on its proper Spot.

XX. If the Striker forces either his own
or his Adverfary’s Ball over the Table, or one
of them into a Hole by the fame Stroke, it
reckons nothing of either Side; and the Ball
or Balls muft be placed on - the proper Spot to
play from, when it is each Striker's Turn to

play.

XXI. If the Striker, in playing a Stroke,
fhould make his Mace or Cue touch two Balls
at the fame Time, it is deemed a foul Stroke,
and, if difcovered by his Adverfary, he wins
nothing for any Points he made for the
Stroke; and his Adverfary, if he pleafes, may
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break the Balls; that is, by parting the Balls,
and playing from the proper Spot on the Red
Ball, as at the Beginning of the Game. But
if, by the foregoing Stroke, which is deemed
foul, his Adverfaty does not break the Balls,
and play from the proper Spot, &c. then the
Striker may reckon all the Points he made
by the Stroke, and the Marker is obliged to
reckon them.

XXII. No Perfon hath a Right to difcover
to the Player whether the Stroke be fair or foul,
until it is atked, unlefs they are playing a four
Match; and in that Cafe, none but the Player
and his Partner have a Right to afk ir.

XXIII. If the Striker holes his own Ball
by a foul Stroke, he either lofes two or three
Points (according to which Ball he ftruck fir(t)
by the Stroke. ) _

XXIV. If the Striker makes a Carambole,
and holes his own Ball, he wins nothing
for the Carambole, and lofes either two or
three Points by the faid Stroke, according to
which Ball he ftruck firft.

XXV. If the Striker maketh a Carambole,
and forces either of the Balls over the Table,
he wins nothing by the Carambole.

XXVI. If the Striker is going to play with
the wrong Ball, no Perfon in the Room hath
any Right to difcover it to him, except his
Partner, if they are playing a double Match.

XXVII. A?tcr a Red ﬁnll has been holed
or forced over the Table, the prefent Striker
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is bound to fee the Ball placed on the proper
Spot before he ftrikes, otherwife he can win
no Points while the Ball is out of its Place ;
and the Stroke he made is deemed foul. [See
Article XXI.1

XXVIIIL, If after a2 white Ball has been
holed or forced over the Table, the Striker is
obliged to place his Ball on the proper Spot he
is to play from, otherwife he can win no Points
he made by the Stroke, which is likewife
deemed foul. [See Art. XXI.]

XXIX, If after the Striker has made a
Carambole, or holed his Adverfary’s, or the Red
Ball, he fhould touch either of the Balls which
remain on the Table with Hand, Stick, or
otherwife, he can win no Points he made hy
the Stroke; and it is deemed a foul S:roke.
[See Art. XXI.]

XXX. If the Striker playeth with the wrong
Ball, it is deemed a foul Stroke. [See Ar-
ticle XXI.] '

XXX If the Striker plays with his Ad-
verfary’s or the wrong Ball, and holes the
Ball he played with, he either lofes two or
three Points, according to which Ball he ftruck
firft; and it is deemed a foul Stroke. [See
Art, XXI.]

XXXII, If the Striker plays with his Ad-
verfary’s or the wrong Ball, and fhould mifs
both the Balls, be lofes one Point; and if
tbe Ball fhould go into a Hole by the Stroke,



264 Th Game of BILLIARDS.

he lofes three Points; and it is deemed a
foul Stroke. [See Art. XXI.]

XXXIII. If either or both the Balls fhould
be upon the Line, or within the flringing
Nails or Spots where the White Ball is origi-
nally placed, after his Adverfary’s Ball is off
the g'able, it is called a Baulk; and the Strik-
er, who is to play from the Spot, muft ftrike
the oppofite Cuthion, to make the Ball come
back again to hit one of the Balls within the
Baulk; which if he does not, he lofes one
Point; if he ftrikes the White Ball firft, and
holes his own Ball, he lofes two Points; and
if he ftrikes the Red Ball firft, and holes his
own Ball, he lofes three Points.

XXXIV. If the Striker holes either or both
the Balls, or makes a Carambole when the
Balls are within the Baulk, he wins two,
three, five, or feven Points, according to the
Stroke.,

XXXV. When the Striker plays from the
Spot at either of the Balls within the Baulk,
he is obliged to pafs one of the Balls, other-
wife it is no Stroke,

XXXVI. When the Striker’s and the Red
Ball are within the Baulk, he is not obliged to
pafs the Ball.

XXXVII In either of the Cafes of playing
with the wrong Ball (if it is not difcovered)
the Striker may reckon all the Points he made
by the Stroke, and the Marker is obliged to
mark them.
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XXXVIIL. If after the Red Ball has been

holed or forced over the Table, either of the
White Balls fhould lay upon or near the Spot,
fo that the Red Ball cannot be placed on its
proper Spot without touching each other,
the Marker muft then hold the Red Ball in his
Hand while the Striker plays at his Adverfary’s
Ball; and the Red Ball muft be immediately
placed on its proper Spot, fo that it may not
prevent-a Carambole, &c. from being made,
- XXXIX. When either of the White Balls
has been holed, and the Red or the White
BaJl fhould ftand upon or fo near the Spot that
the Striker cannot place the Ball without
touching each other, the Marker muft hold the
Red Ball in his Hand, &c. [See the foregoing
Rule.]

XL. If either of the Balls thould lay either
before, behind, or on one Side of the Spot, fo
that the Striker can place his Ball without
touching each other, he muft play the Ball as
he can from the Spot, neither of which Balls
muft be moved to make Way for him to play.

XLI. If the Striker fhould touch two Balls
with his Mace or Cue, it is deemed a foul
Stroke. [See Art, XXI.]

XLIL The Betters ought to be particularly
careful in propofing any Betts before the Stroke
at this Game, that may be fuppofed to have
any Tendency to influence the Judgment of
the Player.



266 Te Game of BILLIARDS.

XLIII. No Perfon in the Room has an
Right by Signs, Geftures, or otherwife, to dif-
cover to the Player how the Ball is to be played,
whether the Stroke is in his Favour or not, éor
after the Stroke hath been played) of any Er-
ror he hath committed in his Judgment; asa
Stroke of the fame Kind may happen in the
fame Hazard, or in the Game.

XLIV. Each Perfon who propofes a Bett
fhould name the Sum he intends to lay, and
thould likewife be very careful not to propofe
a Bett when the Striker hath taken his Aim, or
is going to ftrike, left it may difturb or inter-
rupt the Player in the Stroke.

The reft of the Articles of the Regulations,
&c. as in the White Winning Game, are like-
wif¢ to be obferved,
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THE Red or Carambole Lofing Game,
requires greater Judgment than the Win-
ning, and depends materially on the Skill of
the Player; the Chances in it may happen
fometimes to vary more than at the Win-
ning Carambole Game, and efpecially if the
Players do not properly underftand the fkilful
Part of the Game.

RED, or CARAMBOLE LOSING GAME,

The Game is Sixteen in Number.

L THE Game begins in the fame Manner
as the Carambole Winning Game,

II. If the Striker miffes both the Balls, he
lofes one Point.

III. If the Striker miffes both Balls, and
holes his own Ball by the fame Stroke, he lo-
fes three Points.

1V. If the Striker hits the Red Ball firft,
and holes it, he lofes three Points, and the
Ball muft be immediately replaced on its pro-
per Spot.

V. If the Striker hits the White Ball firft
and holes it, he lofes two Points.

V1. If the Striker holes the White and the
Red Ball by the fame Stroke, he lofes five
Points; viz. two for holing the White Ball,
and three for holing the Red.

VII. If the Striker makes a Carambole,
and holes ecither his Adverfary’s or the Red
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Ball only, he wins nothing for the Caram-
Lole, and lofes either two or three Points, ac-
cording to which Ball he ftruck firft.

VIlf. If the Striker makes a Carambole,
he wins two Points.

IX. If the Striker makes a Carambole, by
ftriking the White Bali firft, and fhould hole
his own Ball by the Stroke, he wins four
Points ; viz. two for the Carambole, and two
for holing his own Ball on the White.

X. If the Striker makes a Carambole by
ftriking the Red Ball firft, and by the Stroke
fhould hole his own Ball, he wins five Points ;
viz. two for the Carambole, and three for
holing his own Ball on the Red.

XI. If the Striker makes a Carambole by
ftriking the White Ball firft, and by that
Stroke fhould hole his own and his Adverfary’s
White Ball, he wins fix Points; viz. two
for the Carambole, two for holing his own
Ball on the White, and twe for holing his
Adveifary’s or the White Ball.

XII. If the Striker makes a Carambole by
Striking the Red Ball firft, and by the faid
Stroke fhould hole his own Ball, and his Ad~
verfary’s White Ball, he wins feven Points;
viz. two for the Carambole, three for holing
his own Ball on the Red, and two for holing
his Adverfary’s White Ball.

XIII. If the Striker makes a Carambole by
ftriking the White Ball firft, and by the faid
Stroke fhould hole his own and the Red Ball,
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he wins feven Points; viz. two for the Ca-
rambole, two for holing his own Ball on the
‘White, and three for holing the Red Ball.

XIV. If the Striker makes a Carambole, by
ftriking the Red Ball firft, and by the faid
Stroke thould hole his own and the Red Ball,
he wins eight Points ; wiz. two for the Ca-
rambole, three for holing his own Ball on the
Red, and three for holing the Red Ball.

XV, If the Striker makes a Carambole by
ftriking the White Ball firft, and fhould hole
his own Ball, and his Adverfary’s White and
the Red Ball, he wins nine Points ; viz. two
for the Carambole, two for holing his own
Ball on the White, two for holing his Ad-
verfary’s White Ball, and three for holing the
Red Ball.

XVI., If the Striker makes a Carambole by
firiking the Red Ball firft, and by the faid
Stroke fhould hole his own Ball, and the Red
and his Adverfary’s White Ball, he wins
ten Points; viz. two for the Carambole, threa
for holing his own Ball on the Red, three for
holing the Red, and two for holing his Ad-
verfary’s White Ball.

XVIIL If the Striker holes his own Ball on
the White Ball, he wins two Points,

XVIIl. If the Striker holes his own Ball
on the Red, he wins three Points.

XIX. If the Striker by ftriking the White
Ball firft fhould hole his own Ball and his
Adverfary’s White Ball, he wins four Points ;
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viz. two for holing his own Ball on the White,
:zénd two for holing his Adverfary’s White
all.

XX. If the Striker, by ftriking the Red
Ball firft, fhould hole his own Ball and his
Adverfary’s White Ball, he wins five Points;
viz. three for holing his own Ball on the Red,
and two for holing the White Ball.

XXI. If the Striker ftrikes his Adverfary’s
White Ball-firft, and holes his own Ball and
the Red, he wins five Points ; viz. two for
holing his own Ball on the White, and three
for holing the Red Ball.

XXII. If the Striker ftrikes the Red Ball
firft, and holes his own Ball, and his Adverfary’s
White Ball, he wins five Points ; viz., three
for holing his own Ball on the Red, and two
for holing his Adverfary’s on the White Ball.

XXIII. If the Striker ftrikes his Adverfary’s
White Ball firft, and holes his own Ball,
and his Adverfary’s White Ball, and the Red,
by the fame Stroke, he wins feven Points;
viz. two for holing his own Ball on the
White, two for holing his Adverfary’s White
Ball, and three for holing the Red Ball.

XXIV. If the Striker ftrikes the Red Ball
firft, and holes his own Ball and the Red,
and his Adverfary’s White Ball by the fame
Scroke, he wins eight Points; wiz. three
for holing his own Ball on the Red, three
for holing the Red Ball, and two for holing
the White Ball.



CaraMmBoLE Losing GAME. 271

XXV, If the Striker ftrikes the Red Ball
firft, and holes his own and the Red Ball, he
wins fix Points ; viz. three for holing his
own Ball on the Red, and three for holing the
Red Ball,

XXVI. The Betters ought to be particu-
larly careful -in propofing any Bets at this
Game, that may be fuppofed to have any Ten-
dency to pervert or to influence the Judgment
of the Player.

N. B. The reft of the Rules and Regula-
tions are likewife to be obferved, as in the
Rules for the Carambole Winning Game, &c.
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FORTIFICATION BILLIARDS.

T HE Method of playing I fhall defcribe as
nearly as poflible : Fcr the better com-
prehending which, the Editors have added two
Copper Plates ; the firft fhews how the Forts,
&c. are to be placed ; the other is a Plan of
the Table when mounted, accurately meafured,
by which the .various Angles are afcertained,
and is calculated for the experienced Player.

Firft, There are ten Forts made of Wood,
in the Form of Caftles, which are to have lead
put in them for the Purpofe of making them
heavy, fo that in playing the Balls they may
not be moved from their Places.

In the Front of each Fort, at the Bottom,
is an Arch, full wide and high enough to ad-
mit the Ball, which is to be put through it to
attack the Fort. Within the Arch of each
Fort a fmall Bell is hung, which muft be made
to ring by the Adverfary’s attacking Ball, other~
wife the Fort cannot be taken.

Secondly, The Pafs through which each of
the Adverfary’s attacking Balls muft pafs, before
a Fort can be taken.

Laftly, The Grand Batterics, and ten Flags
or Colours.

Two of the Forts, called the Grand Forts,
are to be made larger than the reft, and to have
an Arch cut through them of the Size the
others have.
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Five of the Forts, including one of the grand
Forts, one of the Batteries, and five of the
Flags or Colours are ufually painted red, and
the Forts and Battery are to be pointed like
Brick-work, 'which Celour denotes them to be
Englifh ; on each Fort one red Colour is to be
hoifted on the Centre of the Front thereof.

The other five Forts, grand Fort included,
Battery and Colours, are to be of a white Co-
lour ; the Forts and Battery to be pointed with
black like Stone, are called French, one white
Colour to be hoifted on each as before men-
tioned.

The Pafs which ferves for the Purpofe of
both Parties attacking Balls to go through, is
to be made in the Form of the grand F orts,
but rather longer for Diftin&ion, and to
have an Arch of the Size of the grand Forts,
and is to be painted of different Colours ; viz.
one of the Ends where the Arch is, of a Red,
to continue half way of each Side, and the
fame on the Top ; the other End of the Arch is
to be White, and to continue in the fame Co-
lour over the other Half as before.

T'here are likewife two Colours to be heifted
on the Pafs, viz. one Red and the other
White ; the Red to be hoifted at the Englith
End, and the White at the French End.

The Pafs is to be placed in the Centre of the
‘Table, the red End to face the, Englith Forts,
and the white End the French Forts.

The Limits of each Party’s Quarter is from
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the End Cuthion, where his Forts are placed,
to his Pafs on each Side of the Table.

The Red or Englifh Forts are to pofle(s one
End of the Table, and is calied the Englith
Quarter.

The White or French Forts are to poflefs
the other End of the Table, and is called the
French Quarter.

The two Forts in each Quarter in the firft
Angle from the Pafs, are to be taken firft,
which are therefore called the Advanced Forts.

The two Forts in the fecond Angle are to
be taken next, which are called the Referved
Forts.

Laftly, the grand Fort, with the Battery
placed before the fame, is the laft to be taken.

TheHeight of the Advanced and the Referved
Forts is to be five Inches and a Half, the
Breadth and Length of the Advanced Forts five
Inches to the Square, and the Length of the
Referved Farts are five Inches and a Half, and
the Back of them to be rounded off.

The Height of the grand Forts is to be five
Inches and a Half, the Breadth and Length fix
Inches and a Quarter. The Batteries are
made in a triangular Form, the Height of them
are three Inches, the Breadth at the Extremity
are two Inches and a Half, and the Length
three Inches and a Half,

The Height of the Pafs is five Inches and a
Half, the Breadth fix Inches and a Quarter,
and the Length Seven Inches,
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The Height of the Concave in the Forts
where the attacking Ball muft enter, is three
Inches, the Breadth two Inches and a Half,
the Depth two Inches and three Quarters.

The Bell which is to be within the Arch in
each Fort, muft be hung one Inch and a Half
within it.

The Balls which are to be played with at
this Game, are to be one Inch and three Eighths
Diameter.

Defeription of the Plates.

The one is a Plan for placing the Forts,
&c. &c. with the Diftances meafured ; the
other is alfo a Reprefentation of the Superfi~
cies of a Billiard T able, with all the Forts and
Catftles properly placed.

aaa 'The Balls.
b The Pafs.
¢c¢ Advanced Forts,
dd Referved Forts.
£ Grand Fort,
g Battery.

N. B. Thefe Forts, &c. fir Fortification Bil-
liards, are made accurately by Thomas
Stokell, Billiard Table Maker, at No. 41,
Great Caftle-ftrect, Cavendifh-fquare ;
where Maces, Cues, and all Sporting Tables,
may be bhad upon the beft Conflruétion.
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FORTIFICATION BILLIARDS,
The Game is Twenty in Number.

I. THE Game begins, he who ftrikes the

oppofite Cufhion, and brings the Ball
neareft the Cuthion where he ftruck from, thall
have the firft Stroke, and have the Red (or
Englifh Side of the Forts) and muft commence
Hoftilities, and begin the Attack.

II. Each Party has three Balls, viz. one
attacking Ball and two defending Balls.

IlII. The Balls are placed on the Spots as
appears; the attacking Ball is put in the Mid-
dle, the defending Balls on each Side thereof.

IV. The Ball for the Attack on the Red (or
Englith Side of the Forts) muft be fpotted with
Red, and the defending Balls with {mall black
Circles.

V. The Ball for the Attack on the White
(or French Side) of the Forts muft be White,
1. e. plain, and the two defending Balls eight
black Spots on each Ball.

VL ]Scfore you can attack any of the Forts,
you muft make the Pafs.

VII. When you have made the Pafs, you
muft take down your Adverfary’s Colours, and
then attack either of his advanced Forts, which
muft be taken firft,

VIII. If after you have made the Pafs, you
do not take down your Adverfary’s Colours, you
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muft make thePafs again from your own Side of
the For:s; but you muft not return to the Spot.

IX. If you take either of your Adverfary’s
Forts, after ybu have made the Pafs, and have
not taken down your Adverfary’s Pafs Colours,
you lofe two Points, and muft return to your
Spot again.

X. After you have regularly made the Pafs,
and have taken a Fort, you muft return to
your middle Spot again.

Note. Regularly making the Pafs, is when
you have taken down your Adverfary’s Colours,
conformable to Art. VII.

XI. When you have taken a Fort, you win
four Points.

XII. If youdonot takedown your Adverfary’s
Colours when you have taken his Fort, you
are obliged to take the faid Fort again, and
muft be put back thofe four Points you won by
the fame.

XIII. Miffings at this Game reckon nothing.

XIV. After you have regularly made the
Pafs, you are not obliged to go through it
again during the Game,

XV. In each Fort there is a Bell, which
gives Notice at being taken ; which Bell muft be
made to ring, otherwife the Fort is not taken.

XVI. The Befieged may defend his Forts,
or may fend his attacking Ball into the Af-
faulter’s Quarter to attack his Forts.

XVII. The Befieger muft take his Adverfary’s
Forts with his attacking Ball.
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XVIIL If the Befieger fhould take his Ad~
ver(ary’s Fort with either of his defending Balls,
he lofes two Points, and returns to his Spotagain.

XIX. If the Striker plays with either of
his Adverfary’s Balls, he lofes two Points, and
if he played on either of his own Balls, it muft
be put on its proper Spot again, if his Adver-
fary requires it.

XX. EitherParty may fend his defending Ball
or Balls into his Adverfary’s Quarter, if he
pleafeth,

XXI. After having taken the two advanced
Forts, you muft take the two other Forts in
the next Angle, which are called the Referv’d
Forts, and laftly the Grand Fort.

XXII. He who does not take the Forts ac-
cording to the above Direétion, and takes
either of the laft for the firft, lofes two Points,
and muft return to the proper Spot again.

XXIII. After a Fort hath been taken, or a
Ball holed or forced over the Table, the Striker
is bound to place, or to fee the Ball placed on
is-proper Spot ; and if he doth not, he fhall
reckon nothing for any Forts, &c. he fhall
take during the Time the Ball is out of its place.

XXI1V. After having taken a Fort either by
Storm or otherways, and his Adverfary do take
the faid Ball out of the Fart, to place it or
otherways, and although he doth not take
down his Colours, neverthelefs the faid Fort is
deem’d as taken, and the Colours are to be
taken down.
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N. B. Taking a Fort by Storm is, when
the Party has made his utmoft Effort to take
it, and is fo well defended and guarded by his
Adverfary, fo that he is obliged to have Recourfe
to Stratagem, that is, by laying his Ball in a
proper Angle, and ftsiking the Ball againft
the End Cuthion, and bringing the Ball back
again into his Adverfary’s Fort.

XXV, If the Striker forceth either of his
Adverfary’s Balls into his own Fort which hath
not been taken, he makes him a Prifoner of
Woar, and wins fix Points.

XXVI. If the Striker forces either of his
Adverfary’s Balls into his own Fort which
hath been taken, it is no Prifoner of War,
but the faid Striker wins two Points.

XXVII. If the Striker forces either of his
Adverfary’s Balls into his Adverfary’s Fort, he
wins two Points,

XXVIIIL. If the Striker holeth either of his
Adverfary’s Balls, or two, &c. for each Ball
fo holed he wins two Poiats.

XXIX. If the Striker holes his own Ball
or Balls, for each Ball fo holed he lofes two
Points.

XXX. If the Striker forces his Adverfary’s
Ball or Balls over the Table, or on a Fort or
Cufhion, for each Ball he wins two Points.

XXXI. If the Striker forces his own Ball
or Balls over the Table, or, &c. for each Ball
he lofes two Points.

XXXII, If the Striker forces his Adverfary’s
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Ball over the Table, or on a Fort or Cuthion,
or into a Hole, and regularly takes his Adver-
fary’s Fort by the fame Stroke, he wins fix
Points, But if by the fame Stroke, the Striker’s
Ball fhould gointoa Fort which hath been taken,
or is out of the Angle, He lofes two Points.

XXXIII. If the Striker holes his own or
his Adverfary’s Ball, or forces them over the
Table, or on a Fort or Cuthion, he lofes two
Points.

XXXIV. If the Striker forces his Ball
into any of his own or Adverfary’s Forts
which hath been taken, or into any of his Ad-
verfary’s Forts out of the Angle, he lofes two
Points.

XXXV. When a Balt is holed or forced
over the Table, or on, &c. fuch Ball is to be
placed on its proper Spot; but if it happens
that the Spot fhould be occupied by another
Ball,. in fuch Cafe the Ball is to be placed be-
hind it, fo as not to.touch the Ball.

XXXVI. Whoever takes a Fort after it has
been regularly taken, and the Colours are
down, lofes two Points.

XXXVII. When the Striker’s Adverfary’s
Ball is out of Sight (thatis, lying behind a
Fort fo that it cannot be feen) and the Striker
hath a Fancy to ftrike the Cufhion firft, and
hit the faid Ball backwards, by giving Warning,
faying, 1 do net fee, if he (iould hit the faid
Ball he wins two Points; but if he fthould
not hit the Ball, he lofes two Points.
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XXXVIIL. If, by the before-mentioned
Stroke, the Striker thould hit the Ball, and
holeth his own Ball, or forces it over the
Table, or on a Fort or Cufhion, or into either
of his own Forts, or into either of his
Adverfary’s Forts, which hath been taken *,
or is out of the Angle, he lofeth two Points,
and fhallreckon nothing for hitting the faid Ball.

XXXIX. If either of the Adverfary’s Balls
fhould lay before either of the Striker’s Forts,
which hath not been taken, and the faid Ball
being out of Sight, hath a Fancy to ftrike the
Cuthion firft, and hit the faid Ball backwards,
to make a Prifoner of War of his faid Adver-
fary’s Ball, by faying, 7 do not fee, if he hits the
Ball he wins two Points, and if he makes a
Prifoner of War of his Adverfary’s Ball, he
wins fix Points more, and his Adverfary’s
Ball muft return to its proper Spot again.

XL. When the Striker gives Warning; fay-
i:ﬁ::dl do not fee, his Adverfary, or the difinte~
r Company, have a Right to be Judges
thereof, or the Marker, if any Difpute thould
arife thereon.

XLI. If the Striker holes, or, &c. either of
his Adverfary’s defending Balls, it is at his Ad-
verfary’s Option to place the faid Ball on either
of the proper Spots, if they are both vacant.

XLII. Whoever toucheth both Balls with
Mace or Cue, it is deemed a foul Stroke;

® Out of the Angle—Vide XXI. and XXIIL
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therefore he cannot reckon any Points he made
by the faid Stroke, if it is difcovered and
proved to be fo by the difinterefted Company
and the Marker; but if it is not difcovered,
the Marker is obliged to reckon all the Points
made by the Stroke. But if the faid Stroke is
proved to be foul, then it is at his Enemy’s Op=
tion either to break the Balls, or to make him
return to his proper Spot again.

XLIII. If the Striker makes a foul Stroke,
and, holes his own Ball, or forces it over the
Table, &c. he lofes two Points for each of
his own Balls fo holed or forced over the Table ;
and it is at his Adverfary’s Option to part
the Balls, if he pleafes.

XLIV. If the Striker moves the Ball, it muft
be put back to the proper Place it was moved
from.

XLV. Whoever blows on his Enemy’s or
on his own Ball when running, it is deemed
foul. [See Art, XLII.]

XLVI. If the Striker, by blowing on his
own Ball, fhould put it out of its proper Courfe,
efpecially when running near a Hole, he lofes
two Points; and it is deemed foul. [See Art.
XLIL)

XLVII. Whoever ftops a Ball with Stick or
otherwife after the Stroke, it is deemed foul.
[See Are. XIL1.]

XLVIIl. Whoever plays with both Feet off
the Ground, without Permiffion from his Ene-
my, it is deemed foul, [See Art. XLII.]
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XLIX. Whoever plays upon a Ball when
running, it is deemed foul. [See Art. XLII.]

L. Whoever retains his Adverfary’s Stick
when playing, lofeth two Points ; befides it is
foul. [See Art. XLIIL]

LI. Whoever gets the firft twenty Points,
each Fort being regularly taken is four Points,
wins the Game.

LII. When four Parties play a double Match,
he who plays before his Turn lofes two Points.

N. B. The Reft of the neceflary Rules and
Regulations are to be found in the Rules, &c.
of the White Winning Game.

ODDS ar BILLIARDS.

Equal Players.
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IT = e J2 = |

6 tosis 3 to2
7— = 7—4
8§ — — 3—1
9— — 4—1
10— =— g — %
Il — == 21 — 2
7 tob is 4 to 3
8§ — = 2 —1
9— — 5—2
10— — §—1
1I — — 11 — 2
8 to7 is 7 to 4
9 — — 2—1
10 — — g — 2
I — — §—1
9 to8 is 5 to 4
10 — =— 11 — 4
] == =— 3 —1I

10 to g is g to
Il — — § =

4
2

It to 10 or according

to the Stroke.
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When a Perfon who gives one Point to another, is,
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6 All is 6 tos
gt06— 7—5
§— — 5—2
9~ —II—4
10 — = II — 2
Il =— =— 6—1
7 All is 6 to s
8to7— 9—35
9— — 9—4
10— — §—1I
Il — — I —2

8 Al is 7 to 6
9 to8— 4—3
10—~ — 3=—71x
I — — 7 =2
9 All is 7 to 6
1008 — §5—2
I1 — — II — 4
10 All is 8 toy
II to 103 Or accor-

ding to the Stroke.

When a Perfon who gives Two Points to another,

J to 2 is
2 All —
3 to 2 —
4—— —
5— —
6 — —
7—. —
8—. —
9—- —
IO — —

isy

~ OO 00N OMA W
t1itirils
»
-

rrrrerntl

LI

©
L L R R EES
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3 All is 3to2] 6 All is 4 to 3
4to3— 7—4 Zto6-—3-—z
§— = 2 =1 —_— — 5= 2
6— — 7—2|9— — 3—1
7= — 4=—1l10= —1I1—2
8§ — — 9g—I1fj1r— = 6—1
9g— =—10—1
10— — 26— 1| 7 All is 4 to 3
Il — =27 ~—1| 8 to] =~ 2—1I

9= — 5—2
4 All js 7 t0 5|10 — ~— §e—1
§to04— 8§ — 5|1y~ ~— g1 —2
6 — — 5—2
7 — —11 — 4| 8 All is 5 to 4
8— —~ 5—~1|l9gto8— 7—35
9g— —II —2[10— — 3—1I
10 — = 20— I|Il = =— 7 —2
II = — 21 — I

9 All is 5 to 4
5 All is 7 to 5{10 to 9 — II to 4
6 to§g— 7 —4|1l —~ =— 3—1
7= =— 2—1
8— =— g—2}{10 All is 6 to s
Q=— == §—1I}I1I to IO; Or accor-
10 — — 15 — 1 |ding to the Stroke.
1l = =— 16 — 1
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When a Perfon who gives Three Points to another,
15y

I to3is 5 tog
2 — — 3 —2
3 Al — 7 —4
4 63— 2 — 1
5— — 5—2
6 — = 4—1
7= — 9—2
8§ — —10—1
9 — — Il —1I
JI0 — =21 — I
I — — 22— 1
4 Al is 8 to s
54— 9g—5§
6 — — 3—1
]=— — 7—2
§ — — 7—1
g— — 8—1
10 — =20 — 1
11 — — 2I — 1
5 All is 8 togs
6 tog— §5—2
]J— — 3—1
§— — 6—1
Q— =—13—2
10 = =— 19 —1I
1] — = 20 —'1

6 All is 3 —2
Jtb— 7—4
§— — 7—2
— — 4 =1
w— = &—1
Il ~— — I3 — 2
7 Al is 3 to 2
8to7— 5—2
9— — 3—1
I0 — — II — 2
IH— — 6—1
8 All is 4 to 3
9gto8§ — 3=—2
I0 — = 7 =— 2
11— — 4—1

9 All is 4 to 3
2

I — = 7=

10 All is 5 to 4
I1 to 10; or accor-
ding to the Stroke.
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?Vhen a Perjon who gives Four Points to another,
is,

T to4is 5 to4 ]| 7 All is 7 to 4
2— — 3—2|8¢t7— 4=1
3— — 7—4}l9— — g—2
4— — 2—1]10— —j3=—1I
33— — §— 211 — —1I4—1
6 — — 4 =1
7— — 9—2|8All is 8 tog
8§ — — 8 —1 gto8 — g—35§
9 — =— g—11}|10— -_— 4 — 1
10 — — 26— |11 = — g—2
1I — — 27 — I .

9 All is 8 to s
SA“ is 2 to1I I0tog— 7 —2
6tog— 7—2|(1 = — 4=1
7 — —-4,—1 e
8§ — — 7—1l10All is 3to2
9 — — 8 — 1 |1 to T0accordingto
10 — =— 24— 1 the Stroke.
II — —25—1
6 All is 7 to 4
7t06 — 2—1
8— — 5—1
9 — -— I — 2
10— —15—1
1] = — 16 — I
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When a Perfon who gives Five Points to anather,
i1,

1togsis 5 tog| 7All is 5 to 2
2= e~ 3= 2(8tco7— 4—1
3— — 7— 4| 9— —IH— 4
4 — — 2~— 1|10 = =~=313—1I
§— — §— 2|11 — — 14— 1
6 — — 44— 1

7 — =— 9g— 2| 8All is 2 to4
8 — — 8— 1|9 to8— §5—2
9g— — 9g— 1[10=— =11 —4
10— — 24 — 1|11 = =— 6—1
Il — = 25 — 1

—_— g Al is 2 tox
6 All is 5§ to 2|{10t0 9 — 4 —1I
706 — 3~ I1({J1 — — I =—2
§— — 11— 1

9Q— — 6— 1|10All is 8 togs
10 — — 14 — 1|11 to 10 according
1 — — 15— 1 to the Stroke.

When a Perfon whe gives Six Points to another,

6 Al is 3 tox]| 7 All is 3 tox

7to 6 — 7—2| 8 to 7 =11 —12

—_ = 6b—=1| Q9= — 6—1
Q— == J e 1|I0== = J4=—1
IO v~ - 15 1§ = — 15 =1
IT = = 16




ODDS at BILLIARDS. 29t

8 Al is 5 — 2 When a Perfon wh» re-

9 to 8 — 11 — 4| caves Two Peints
10 — — 6 — 1| from another, is,

I = — 7 —1

3 Love is 5 to 4

g All is gto2] 4 8 —3

I0tog — §—1I| § — 9—S5

I o= = 6—1| 6 — 3—1

7 7—2

30 Al — 2 — 1| 8 8 —1

11 to 10o0raccording | g —— 9 — 1

to the Stroke, 1O ——— 26 — 1

(i 27 — 1

Wben a Perfon who re~ | 1When a Perfon who re-

ceives One Point from | ceives Three Points

another, is,

2 Love is 4 to 3

3— 3—2
4 — 7—4
5 — 2 — 1
6 — 7 —2
QU

—_— g — 1
9 — 10— I
10 —— 35— 1
B — 36 — 1

from another; is,

4 Love is 7 to §
s— 8—3
6 — 11 — 4
7— 3—1
8§ — 7—1
9 — — 1
10 —= 25— I
I — —é-‘l
—————————
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Whena Perfon who re-
ceives Four Points
Srom another, ii,
5 Love is 7 to 5
6 —— 2 —1
7 — 5—2
8 —— 6 — 1
9 — ?— 1
10 —=— 1§~ 1
11— 16 —~ 1
When a Pz}r;'/?m who-re-
ceives Five Points
Jrom another, is,
6 Love is 7 to 4
7 ——— 2 -1
8§ —— 5—1
Q ———— 6 —
10 ———= 34 — I
l,[ e }5 i J
When a Perfon who re-

ceives Six Points from
andther, is,

» Love is 3 to 2
8§ — 4 — 1
9 5—1
10— Ir -1
1 —— 12 — 1

ODDS ar BILLIARDS.

When a Perfon who re-
ceives Two Points
from another, is,

4 to2 is 6 to s

5— — 4=—3
6 — — §— 2z
7= - 3—=1I
8§ — = 55—
Q —  — ] -
10 = == 38
LI == e 3@ = I
When a Perfon who re-

ceives Twwo Ponts

. Jrom another, is,
'6 to4 is 4 tog
7— — 3—2
§ — ~—~ 3 —1
9Q— - 7—2
0~ =— g =1
Il ~ o JO = 1

When a P{;/bn who re-

ceives Two Points
Jrom another, is,
8§ tobis 3 to2
g~ =~ 74
10—~ ~— 4 — 1§
I e -— g — 2
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When a Pe;ﬁa who re-
ceives Two Points
from anobher, is,

10 to 8 is 3 to1

Il -— —_— 5 — 2

When a Perfon wh re-
ceives
from anather, is,

gto4is

equal.
9 — §—2
IO — T -1
1 - g —1

When a Perfm whs re-
coisws Four Paints
from another, is,

8 to 6 is equal
g9— = 5—4
10— — 3—1
1 — = 7—2

293
When a Perfon who rt-

ceives Kour Points
from another, is,
10 to 8 is 3 to2
InH—- —7—4

Four Points |

2 to 1]

When a Perfon who re-
ceives Four Points
[from ancther, is,

10 to g is § to 4.

1] == e 3 w2

When a Perfon who re-
ceives Kix Points from
anotler, 1,

10 to. 7 is

1 —

7 to 4.

-— 2 — ]

When a Perfon who re-
ceives San Points foom
another, is,

I1 to.8 is 4 to 3

9he Odds of a Hazard, when One

Point is.

given, is according to the Stroke,

When 2 are given 6

N cCW n
ttttls
= Dpn
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The full Odds that one Perfon does not get Two
Hazards following, is,

— e - — 3 to I
3 Hazards ditto 7 — 1
4 - —— 15 — 1
§ —e—— —— 31 — I
6 ————= —— 63 — 1

N. B. The Author continues to teach and improve
Gentlemen, &¢c. in all the Games of Billiards
berein fpecified ; anud may be beard of, by en-
quiring at the Hayf Moon, Clipione Strect,,
near Partland Road.

®.* The Binder is to put the Plate after
Page 276.
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