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@ oquet,
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Tae game of Croquet was introduced into
this country from France a few years since,
and is now become a popular out-door amuse-
ment. One great advantage of this game is,
that it can be played at by man, woman,
boy, or girl, and is one of the few pastimes
in which both sexes are able to join.

The requisites for playing this capital game
are as follows :—

THE MALLETS.

Eight mallets are required about three feet
long in the handle, and the head about four
inches by two; it generally resembles a dice
box in shape, being narrower in the centre
than at the ends. The bottom of the handle
is usually painted & colour corresponding to
one of the balls, this is not absolutely neces-
sary, but is of advantage in accordjng to each
player the same coloured mallet as his ball.
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THE BALLS.

Eight balls are necessary, about eight or ten
inches in circumference, and are painted of
different colours, viz., pink, blue, yellow, red,
orange, green, black, brown. Sometimes they
are only painted in two colours, with one, two,
three, and four rings of these colours. The
colours will mark the different sides and the
number of rings the order in which to play.

THE HOOPS.

The hoops are ten in number, and are made
of iron. They should be about 12 inches wide,
and when fixed in the ground, should stand
about 13 inches high. If painted or japanned
white, they are much more easily distinguished:
in the dusk of the evening. They are usually
arranged according to the position indicated in
the accompanying diagram.

THE POSTS.

These are two in number, one is called the
starting, and the other the turning post, they
should be about two feet in height, and about
an inch thick, rounded at the top, and tapered
to a point at the bottom. They are generally
painted on the upper part with colours corres-
pouding to the balls.
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CLIPS OR MARKERS.

These are useful to obviate doubts, as to the
particular hoop through which a player has to
drive his ball. They are little pieces of tin
painted according to the colours of the balls,
and should be placed, after a player has
finished his stroke, above the hoop through
which he has to pass next.

HOW TO PLAY THE GAME.

Choose sides in the usual manner, the
captain of one side takes the pink ball, and the
captain of the other side, the blue ball, the
remaining balls are distributed to the other
players. The number of players should be
eight, a smaller number can play, but the
same number of balls must be used as there
are players. The object of the players is to
drive the balls through all the hoops, and to
strike the two posts. 'Whichever side first
succeeds in performing this feat, wins the
game.
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LAWS OF THE GAME.

1. The ball must be placed about 12 inches
in front of the starting post; and the player
should stand on one side of the ball.

2. In striking, the player must fairly hit
his ball, not push it, striking the ball with the
face and not with the side of the mallet.

3. The opening stroke of each player must
be through the first hoop, and if any player
misses the first hoop, he must take his ball up,
and when his turn comes round again, play
from the starting place. -

4. A player is allowed, at one stroke, to
drive his ball through more than one hoop.

5. If a ball goes through its hoop, either
by striking another ball, or by hitting the sides
of the hoop, it is considered to have passed the
hoop, but if the ball strikes the person or
maﬂet of the player, and goes through the
hoop, the stroke does not count.

- 6. If a ball pass through a hoop which is
not in rotation, the stroke does not count, and
the ball has to pass through the hoop again,
when it is in a position for doing so. :
7. If aplayer strikes his ball so as to hit
another ball, he is said to croquet the ball so
struck, and proceeds to take the croquet in the
following manner :—He first lays his ball
ainst the other, so that the two touch; then
places his foot firmly on his own ball,sh-iké:;ﬁ
with the mallet so as to drive the other
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away. (Of course, no ball can croquet or be
croquetted, until it has passed through the
first hoop.) -

8. A player must send his ball through the
hoop next in order before he can croquet the

- same ball twice, but he may croquet any
number of balls consecutively.

9. ‘Whenever a player drives his ball
through the hoop next in order, or succeeds in
croquetting another ball, he may continue his
0 A pl liberty to di

0. player is quite at li to dive
from his course at any ﬁme,rtay.,nd croqfxgez
another player. '

11. 1If a ball when croquetted hit another,
the second ball has not croquetted the third.

12. 1If a player moves the croquetting ball,
or croquet a ball illegally, he loses his turn.

13. A ball is considered dead when it has
passed through all the hoops and struck the
two posts, and the player is out of the game.

14. If the player has passed through all
the hoops and has not struck the starting post
with his ball, he is called “a rover,” and has
the power of croquetting all the balls con-
secutively, during any one of his turns, but is
not allowed to oroquet the same ball twice in
one turn, and can only play a second time
when he croquets another ball.

15. When the tglayers on one side have
gone through all the hoops in rotation, and
struck the two posts, the game is finished.

0y
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In order to play this game well, attention must
be given to the method of holding the mace or cue,
to the position in which the player should stand,
and the manner of delivering the ball from either ;
but these are much more easily acquired by obser-
vation, or by the direction of a good player, than
by any written rules.

Almost all the problems at billiards receive their
solution fron the two following mathematical
principles:

1st. The angle of incidence of a ball against one
of the cushions is equal to the angle of reflection.

2dly. When a ball strikes another, if we draw
a right-line between their centres, which will of
course pass by the point of contact, this line will
be the direction the ball will follow after it is
struck.

THE DIFFERENT GAMES OF BILLIARDS.

1. The white winning game, played with two
white balls, is twelve in number, when two per-
sons play, and fifteen when four play; scored
(independently of forfeitures) from winning ha-
zards onl,

2. The white loosing game, also twelve in number,
played with two white balls, is the reverse of the
winning ; the points being scored from losing and
double, or winning and losing hazards.
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3. The white winning and losing gnme is a combi-
nation of the two preceding; all balls put in by
striking the adversary’s ball first, reckon towards
the game.

e three preceding games should be made
introductory to the knowledge of those with three
or more balls, which are more complicated and
difficult.

4. Choice of balls,—in which the player chooses
his ball each time; an incalculable advantage,
generally played against the losing and winning

e

game.

5. The bricole game, signifies being required to
strike a cushion from whence the ball is to rebound
80 as to hit that of the adversary, reckoned equal
to giving eight or nine points. 'When both

arties play bricole, the game is ten, scored from
ricole hazards, and forfeitures. ‘

6. The bar-hole game, so styled because the hole
which the ball should be played for is barred, and
the player strikes for another hole. 'When this is
played against the common game, the advantage
to the last mentioned is calculated at six points.

7. One-hole, in which all balls that go into one
hole are counted, and the player who best lays his
ball at the brink of that particular hole, has the -
advantage. The lead should be given from that
em%1 of the table where the last hazard has been
made. v

8. Hazards, so styled as depending entirel
upon making hazards, no account being kept of

ame. Many persons may play at a table with
alls that are numbered, though to avoid confu-
sion seldom more than six play at once. The
person whose ball is put in pays a fixed sum for
each hazard to the player, a.ndp he who misses pays
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half the same to him whose ball he played at.
The only general rule is not to lay any ball a
hazard for the next player, which may best be
done by always playing upon him whose turn is
next, and either bringing his ball close to the
cushion, or putting it at a distance from the rest.

9. The doublet game is ten in number, played
with two balls, most commonly against the white
winning game, and no hazard is scored unless
made by a reverberation from the cushion, calcu-
lated as equivalent to giving five points.

10. The commanding game, where the adversary
fixes upon the ball which the striker is to play aft,
reckoned equal to having fourteen points out of
" twenty-four: usually given by a skilful player
against the common game of an indifferent one.

11. The limsted game is very seldom played. In
it the table is divided by a line, beyond which, if
the striker pass his ball, he pays forfeit.

12. Thke red, or winning and losing carambole
game, consists of twenty-one or twenty-four points,
reckoned from caramboles, and from winning and
losing hazards, equally; both white and red.
Each of the white hazards and the carambole
counts two; the red hazard, three points.

18. The winning carambole (or red) game is six-
teen or eighteen in number, obtained (indepen-
dently of the forfeitures, which every game has
: p:lculiar to itself) by winning hazards and carom
only.
14. The losing carambole is nearly the reverse
of the winning, and consists of sixteen or eighteen
points, made by caramboles, losing, and double
hazards; counted as in the winning and losing

game, »
The carambole games are played with three
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balls; one red, which is neutral, and termed the
carambole : the other two white: one of them
allotted to each ﬁyer. The carambole is placed
upon a spot on a line even with the stringing-nail
at the bottom of the table; and after leading from
the upper end, the striker is either to make the
winning or losing hazard, according to the parti-
cular game, or to hit with his own ball the other
two successively; for which stroke, called a ca-
rambole or carom, he obtains two points.

15. The Russian carambole varies from the com-
mon carambole in the following particulars:

The red ball is to be placed upon the usual spot;
but the player at the commencement of the game,
or after iis ball has been holed, is at liberty to
place it where he pleases. The leader, instead of
striking at the red ball, should lay his own gently
behind the same, and the opponent may play at
either of them; if the said opponent play at and
hole the red ball, he scores three; then the red
ball is to be replaced upon the spot, and the player
may take his choice again, always following his
stroke till both balls are off the table; he gains
two }})]oints for every carambole; but if in doing
that he hole his own ball, then he loses as many
as otherwise he would have obtained; and if he
strike at the red ball, and should carambole and
hole that balls and his own, he loses five points;
and when he holes all three balls he loses seven,
with respective mumbers he would have won had
he not holed his own ball.

16. The carolins or carline game is played either
on a round or square table with five balls, two
white, one red, another blue, and the caroline ball
yellow. The red ball is to be placed on its usual
spot, the caroline ball exactly in the middle of the
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table, and the blue ball between the two at the
lower end of the table. The striking spot is at
the upper end, in & parallel line with the three
balls. The game is 42, scored from caramboles
and hazards; the red hazard counts three, the
blue two, and the yellow, when holed in the caro-
line or middle pocket, is reckoned at six points.

17. The four game consists of two partners on
each side at any of the common games, who play
in succession after every winning hazard lost.

18. The cushion game consists in the striker
playing his ball from the top of the baulk cushion
instead of following his stroke upon the table, and
is generally played in the winning, or winning
and losing game, reckoned equal to giving 6 points.

RULES AND REGULATIONS TO BE OBSERVED AT THE
“ . WHITE WINNING GAME.

1. String for the lead and choice of balls.

2. In stringing, the striker should stand with
both feet within the limits of the corner of the
table, and not place his ball beyond the stringing
nails or spots : his adversary alone is bound to see
that he etands and plays fair, otherwise he is not
subject to any forfeiture. .

3. If the leader follow his ball with either mace
or cue, beyond the middle hole, his adversary may
make him lead again.

4. Immediately after a hazard has been won,
the balls are to be broken, and the striker is to
lead as at first.

5. When a hazard has been lost in either of the
corner holes, the leader, if his adversary require
it, is to lead from the end of the table where the
hazard was lost, but if the hazard were lost in
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either of the middle holes, the leader may play
from either end of the table.

6. If the striker miss his adversary’s ball, he
loses one point; and if by the same stroke he
should hole his own ball, he loses three points.

7. Whether the stroke is foul or fair, if the
striker hole his own or both balls, or force either
or both of them over the table or in a cushion, he
loses two points.

8. If the striker force his adversary’s ball over
the table, and his adversary should chance to stop
the same, so as to make it come on the table again,
the striker nevertheless wins two points.

9. If the striker force his own ball over the '
table, and his adversary should stop and cause it
to come on the table again, the striker-loses no-
thing, but retains the lead, because his adversary
ought not to stand in the way, or near tfie table.

10. If the striker miss his adversary’s ball, and

. force his own over the table, and it should be
stopped by the adversary, he loses one point, but
has the lead if he choose.

11. If the striker who plays the stroke should
make his adversary’s ball go so near the brink of
a hole, as to be judged to stand still, and it should
afterwards fall in, the striker wins nothing, and
the ball must be put on the brink where it stood,
for his adversary to play at the next stroke. _

N.B. There is no occasion for challenging the
ball if it stops

12. If the striker’s ball should stand on the
brink of a hole, and in attempting to play off
he should make the ball go in, he loses three

ints. : :

13. If a ball should stand on the brink of a hole,
and should fall in before or when the striker has
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delivered his ball from his mace or cue, so as to
have no chance for his stroke, in that case the
balls must be replaced and the striker play again.

14. The striker is to pass his adversary’s ball,
more especially if he miss the ball on purpose,
and his adversary may oblige him to place the
ball where it stood, and play until he has passed.

15. If the striker play with a wrong ball, he
loses the lead.

« 16. If the ball should be changed in a hazard or

game, and not known by which party, the hazard
must be played out by each with their different
balls, and then changed.

17. If the striker play with his adversary’s ball,
and should hole, or force the ball he played at over
the table, it is deemed a foul stroke.

18. If the striker play with his adversary’s ball,
and miss,’ he loses one point, and if his adversary
discover that he hath played with the wrong ball,
he may part the balls and take the lead.

19. In all the before-mentioned cases with the
wrong ball, if the error be not discovered, the ad-
versary must play with the ball the striker played
-at throughout the hazard, or part the balls and
take the lead. .

20. Whoever proposes to part the balls, and
?isdadversa.ry agrees to it, the proposer loses the

ead.

21. Two missings do not constitute a hazard,
unless previously agreed on to do so.

22. en four people play, each party may
-consult with, and direct his partner in any thing
respecting the game, &c.; and the party who
misses twice before a hazard is made, is out, and
it is his partner’s turn to play; and though his
adversary should hole a ball, so as to make a
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hazard at the stroke following the two missings,
is to play, as he cannot be supposed to be out who
has not made a stroke.

‘WHITE LOSING GAME.

‘When a person is tolerably well acquainted with
the winning game, he should then learn the losing
game, which is a key to Billiards in general. 1t
depends entirely upon the defence, and a know-
ledge of- the degree of strength with which each
stroke should be played, either to defend or make
a hazard; for if a person, who has a competent
knowledge of the game, should not have a hazard
to play at, he must endeavour to lay his own ball
in such a position, that his adversary may not have
one to play at the next stroke. For a losing game,
b is much more easy to be made, when well
understood, than a winning game hazard is in
general.

1. At the beginning you must string for the
lead and the choice of the balls, the same as in the
‘rules at the white winning game.

2. If the striker miss the ball, he loses one: and
if his ball go into a hole by the same stroke, he
loses three points.

8. If the striker hole his adversary’s ball, he
loses two points. )

4, Forcing either or both the balls over the
table, or on a cushion, reckons nothing; but the
striker loses the lead.

5. If the striker miss his adversary’s ball, and
forces his own over the table, &c., he loses one
point and the lead.

6. If the striker hole his own ball, he wins
two; and if he hole both balls, he wins four points.
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7. If the striker hole either of the balls, and
forces the other over the table, &c., he loses the
lead only. '

The rest of the articles of regulations, &c., as in
the winning games, are likewise to be observed.

THE WHITE WINNING AND LOSING GAME.

Is a combination of the two preceding: and all
the balls put in by striking the adversary’s ball
first reckon towards the game.

THE WINNING AND LOSING CARAMBOLE GAME, PLAYED
WITH THREE BALLS, TWO WHITE AND ONE
RED. - |

Is twenty-one or twenty-four in number, reck-
. oned both from winning and losing hazards and
caramboles, is by far the fullest of variety, and of
all other games is the best calculated to afford
amusement ; the chances are so numerous, that the
odds of it are not usually calculated, but generally
laid according to fancy, or the custom of the table.

The twenty-one game is most common, but that
of twenty-four more fashionable.

Rules, &c. in the Winning and Losing Caram-
bole Game; the general laws and regulations of
which are applicagle to all the other games.

1. The game commences by stringing for the
lead and the choice of balls.

2. In stringing, the striker must place his ball
within the striking ring; and, if hig adversary
desire it, must stand within the limits of the corner
of the table.

3. He who, after playing at the bottom cushion,
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brings his ball nearest to the cushion at the upper
or baulk end of the table, wins the lead, and
chooses his ball. .

4. After the first person has strung for the lead,
if the adversary who follows should make his ball
touch the other, he loses the lead.

5. By holding his own ball either in siringing or
leading, the player loses the lead.

6. Should the leader follow his ball with either
mace or cue beyond the middle hole, it is no
lead; and his adversary may make him lead
again.

g‘:. The leader must place his ball within the
ring, between the striking-nails or spots at the
upper end of the table; and the same must be
ogserved after every losing hazard has been got.

8. The red ball 1s to be placed on the lower of
the two spots, at the bottom of the table.

9. When either of the white balls has been
holed, &c. it must be replaced in, and played from
the striking ring, as at the commencement of the

e.

ga%. ‘When the red ball has been holed or forced
over the table, it mnst be replaced on the same
spot as at the beginning of the game, and the
present striker is bound to see it thus replaced,
otherwise he cannot win any points while it is
off the spot, and the strolse he may make is
deemed foul.

11. If the striker do not hit his adversary’s
ball, he loses one point; and if by the same stroke,
he pocket his own ball, he loses three points and
the lead. '

12. If the striker force either of the balls over
thé table, he loses the lead. :

13. If the striker force his own, or either of the
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other balls over the table, after having made a
carambole or hazard, he gains nothing, and also
loses the lead.

14. If the striker hit both the red and his
adversary’s ball with his own ball, this is called a
carambole or carom.

15. If the striker with his own hole his adver-

sary’s ball, he wins two points. -

* 16. If the striker hole the red ball, he wins
three points.

17. If the striker hole his own off his adver-
sary’s ball, he wins two points. .

18. If the striker hole his own off the red ball,
he wins three points.

19. If the striker hole both his adversary’s and
the red ball, he wins five points.

20. If the striker, by playing at the red ball,
hole his own and the red ball, he wins six points.

21. It the striker, by hitting the white ball
first, hole both his own and the adversary’s ball, .
he wins four points. ,

22. If the striker, by striking at the red ball
first, hole both his own and the adversary’s ball,
he wins five points; three for holing his own ball
off the red, and two for holing the white ball.

23. If the striker play at his adversary’s ball
first, and hole his own ball and the red, he wins
five points :—two for holing his own ball off the
white, and three for holing the red ball.

24. If the striker play at his adversary’s ball,
and hole it, at the same time that he pockets both
his own ball and the red, he wins seven points :—
two for ho].ing his own ball off the white; two for
his adversary’s ; and three for holing the red ball.

25. If the striker play at the red, and hole his
own ball, and the red ball, and his adversary’s,

\
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by the same stroke, he wins eight points :—three
for holing his own ball off the red; three for holing
the red ; and two for holing the white ball.

26. If the striker make a carambole, and by the
same stroke pocket his adversary’s ball, he wins
four points :—two for the carambole, and two for
the white hazard.

27. If the striker make a carambole, and pocket
the red ball, he wins five points:—two for the
carambole, and three for the red hazard.

28. If the striker should carambole.and hole
both the red and his adversary’s ball, he gains
seven points :—two for the carambole ; two for the
white ; and three for the red ball.

29. If the striker make a carambole by striking
the white ball first, and hole his own by the same
stroke, he wins four points:—two for the carom,
and two for the white losing hazard.

30. If the striker make a carambole by striking
the red ball first, and by the same stroke pocket
his own ball, he wins five points :—two for the
carambole, and three for the red losing hazard.

31. If the striker play at the white ball first,
and should make a carambole, and also hole hisown
and his adversary’s ball, he wins six points ;—two
for the carambole, and two for each white hazard.

32. If the striker play at the red ball first, and
carambole, and should likewise hole his own and
his adversary’s ball, he gains seven points :—two
for the carom ; three for the red hazard; and two
for the white hazard.

33. If the striker should carambole by playing
first at the white ball, and also hole his own an
the red ball, he wins seven points:—two for the
carom ; two for the white losing hazard; and
three for the red winning hazard, ,
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34, If the striker should carambole by striking
the red ball first, and at the same time hole his
own, and the red ball, he wins eight points:—two
for the carom ; three for the red losing, and three
for the red winning hazard.

35. If the striker should carambole by striking
the white ball first, and hole his own and his
adversary’s, and the red ball, he wins nine points:
—two for the carambole; two for each of the
white hazards; and three for the red hazard.

36. If the striker should carambole by striking
the red ball first, and by the same stroke hole his
own and the red, and his adversary’s ball, he
gains ten points: two for the carambole; three
for the red losing; three for the red winning, and
two for the white winning hazard. .

37. After the adversary’s ball is off the table,
and the two remaining balls are either upon the
line, or within the stringing-nails or spots, at the
upper end, where the white balls are originally
placed in leading, it is called a daulk; and the
striker who is to play from the ring must strike
the opposite cushion, to make his ball rebound, so
as to hit one of the balls in the baulk; which, if
he do not, he loges one point.

38. It sometimes happens, after the red ball
has been holed or fo: over the table, that one
of the white balls so occupies its place, that it
cannot not be put upon its proper spot without
touching the same. such a case, the marker
must hold the red ball in his hand, while the
striker plays at his adversary’s ball, and imme-
diately replace the red on its proper spot, so that
it may not prevent a carambole, &c.

39. If the striker play with the wrong ball, it is
a foul stroke.
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40. If the striker be going to play with the
wrong ball, no person in the room ought to dis-
cover it to him except his partner, when they are
playing a double match. '

41. If the striker play with the wrong ball, and
his adversary should not discover it, he may
reckon all the li;)ints gained by the stroke, and

the marker is obliged to score them.
© 42. If the striker, after having made a hazard
or carom, move either of the balls which remain
upon the table, the stroke is deemed foul,

43. If a ball be found;to have been changed
during the game, and it is not known by which
ﬁlayer, the game must be played out with the

alls as they then are. .

44. No one has a right to take up or otherwise
move a ball, without permission of the adversary.

45, If a striker touch his ball with the instru-
ment twice, the stroke is foul.

46. If a striker be impeded in his stroke by his
adversary or a spectator, he has a right to re-
commence the stroke,

47. If the striker should accidentally move his
own ball, without intending at the time to make a
stroke, he loses no point; but the adversary may
. replace the ball.

48. If the striker touch his ball, and make his
mace or cue go over or past it, he loses one point.

49. If either of the players, in the act of
striking, happen to move his ownm, the adver-
sary’s, or the red ball from the place it occupied
on the table, the stroke is foul.

50. When the striker’s, and either of the other
balls are so close as to touch, and in playing the
former off, the latter is moved from its place, the
stroke is considered foul.



BILLIARDS. 25

51. If the striker, in attempting a stroke, do
not touch his ball, it is no strike, and he must
strike again.

52. If, when the balls are very near each other,
the striker should make his ball touch the other,
it must be considered a stroke, though not intended.

53. If the striker play upon a ball which is still
running, the stroke is foul.

54. Whoever stops a ball when running loses
the lead, if his adversary do not like the ball he
has to play at the next stroke.

55. oever retains his adversary’s cue or
mace, when in the act of striking, makes the
stroke foul. :

56. If the striker interrupt the course of his
own ball, when running towards a hole, after
having made a miss, and it is the opinion of the
marker that it would have entered the pocket,
had it not been interrupted, he loses three points.

57. And if the striker should interrupt, stop, oz
put his adversary’s ball out of its course, when
running towards or into a hole, he is subjected to
the same forfeiture.

58. If the striker, after having made a hazard,
or carambole, interrupt the course of his own ball,
the stroke is foul ; and he cannot score any of the
points he may have thus made.

59. He who blows upon a ball when running
makes the stroke foul : and if his own ball were
running towards a hole, or near a hole, and he be
seen by his adversary to blow upon it, he loses
two points.

60. If the striker play with both feet off the
ground, the stroke is Seemed foul.

61. Whoever strikes the table when the ball is
running, makes the stroke foul.
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62. If the striker throws his mace or cue upon
table the so as to baulk his adversary, he causes
him to make a foul stroke.

63. If a ball be made to go extremely near the
brink of a hole, and after sensibly standing still,
falls into it, the striker wins nothing, and the ball
must be put on the same brink were it stood
before the adversary makes his next stroke; and
if it should fall into the hole at the instant the
striker hath played upon his ball, so as to prevent
the success of his stroke, the striker’s and the
adversary’s balls must be placed in the same
relative position, and the striker play again.

64. He who will not play the game out, loses
the same.

65. If a person agree to play with the cue, he
is obliged to play with it during the whole of the
game or match; but if no agreement have been
made, he may at any time change it for the mace,
and vice versd. But when the parties agree to
play mace against cue, the mace-player has no
right to use a cue, nor has the cue-player any
right to use a mace, without permission.

66. When a person agrees to play with a cus,
he must play every ball within his reach with the
point thereof; and if he should agree to play with
the butt of the cue, he has no right at any time to
play with the point, without permission. Also,
when the parties agree to play point and point of
the cue, neither of them has any right to use the
butt ; but every aYlerson who plays with a cue,
may use occasionally a long one, and in such case
he may play with the point of along cue or a mace.

67. If the striker should make his mace or cue
touch both balls at the same timse, it is deemed a
foul stroke, and if discovered by the adversary, he
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wins nothing for any points he might make by
the stroke, and the adversary may break or part
the balls. )

68. Whenever a foul stroke is made, it is at the
option of the adversary either to part the balls,
and play from the striking ring, as to the begin-
ning, or, if the balls happen to be in a favourable
position for himself, to suffer the preceding striker
to score the points: which the marker is obliged
to do, in every case where the balls are not broken.

69. The adversary only is bound to see that the
striker plays fair, which if he neglect, the striker
wins aﬁ the points he may have made by that
stroke, and the marker is abliged to score them.

70. No person has a right to discover whether
a stroke be fair or foul until asked, unless during
a four match; and in that case, none but the
player or his partner has a right to ask it.

71. Should a dispute arise between the players
concerning the fairness of a stroke, the marker
alone is authorized to decide, and from his decision
there is no appeal : but if he happen to be incom-
petent, the majority of the disinterested company
then present should decide the dispute.

72. Whoever proposes to part the balls, and his
adversary aiirees, the person who made the pro-
posal loses the lead.

73. No person in the room has a right to bet
more than the odds on a hazard or a game; but if
he err through ignorance, he should appeal to the
marker, or the table of the odds.—Kach person
who proposes a bet, should name the precise sum ;
and also should be extremely careful not to offer a
bet when the striker has taken his aim, or is
going to strike ; and no bet ought to be proposed
on any stroke, that may have any tendency to
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influence the player.—If A propose a bet which is
accepted by B, it must be confirmed by 4, other-
wise it is no bet.—If any bets be laid on the
hazard, and the striker should lose the game by a
miss, at the stroke in question, it cannot be a
hazard, the game being out by a miss. In all
cases the betters are to abide by the determination
of the players, and the betters have a right to
demand their money when their game is over.

74. Every person ought to be very attentive,
and listen for the stroke, before he opens the door
of a billiard room.

75. The striker has a right to command his
adversary not to stand facing or near him, so as
to annoy or molest him in his stroke.

76. Ilach party is to take care of his own game,
and his adversary has no right to answer any
questions; as,—if the ball be.close ?—if he touch
the ball ? &o.

77. The marker should make those persons who
do not play, stand from the table, and give room
for the players to pass freely round. :

78. Those who play ought to be particularly
careful and attentive to their strokes, when any
bets are depending thereon: but even should they
play carelessly, the bets must in every case be
decided by the event.

79. No person has any right to discover to the
player in what manner he may play his ball. And
if it be done, and discovered by the adversary, he
may prevent the striker from scoring the points he
has made by the stroke. Neither, after a stroke
has been played, has any one a right to detect
any error the striker may have committed.

J. NEAI Norks, 61, 8t. John’s Square, E.C



Weal's Wsetul Bamy-books,

0SB

Game of Cricket, by an Orp Barsuax; embracing
all that is required by the Cricketer. Also, irections
for playing the Games of Tennis and Fives. Twopence.

The Art of Swimming Made Easy; com-
prising ample instructions whereby a knowledge of
this healthful and invigorating Art may be readily
acquired. T'wopence.

The Angler’s Own Book ; with all necessary in-
formatien rega.rding the Haunts of Fish, Time for
Catching them, and Baits. Twopence.

The Art of Fencing ; vy M. Caevariee. Twopence.

The New Game of Croquet, also Billiards ;
with all the Rules of both Games. Twopence.

The Art of Gymnastics and Muscular
Development ; also, containing Practical Instructions
in ARCHERY. Twopence.

In-door Games ;—Two parts. A First-rate
book for Girls. Twopence each.

Out-door Games;—Two parts. A First-rate
book for Boys. Twoperce each.

Fireworks, how to make them. Bya Pyso-

TECHNICON. T'wopence.

TOYS, how to make and how to play
them. Twopence.

Parlour PaStlme; containing Riddles, Enigmas,
Conundrums, Puzzles, Acting Charades, Forfeits,
Games, and Shadows. Twopence.

Cabinet of Conundrums; or, Every Wit's Book,
ahd Puzzler's Pocket Companion; a never-endin
fund of mirth and Merriment, and an unparallel
collection of Puzzling Puzzles, calculated to make you
laugh and grow fat. T'wopence.



NEW AND POPULAR WORKS

PUBLISHED BY -
J. NEAL, 61, 8t. John’s Square. E.C.

Houghton’s Mercantile Tables; for expe-
ditiously ascertaining the Value of Goods bought or
sold by the HUNDRED-WEIGHT, at any price from One
Farthing to £20 per Cwt; or by the Ton, from 1s. to
£400 per Ton ; each Table extending from 1 Ib. to
1121b., and from 1 cwt. to 4000 cwt. Also, a table, for
reducing the Long to the Common Hundred-weight.
To which are added DiscouNT AND CoMMISSION
TABLES, from 1ls. to £1000 at progressive rates from
4 to 50 per cent. Revised by J. AsPIN, Accountant.

Intended for the use of Merchants, Brokers, Sugar
Refiners, Wholesale Grocers, &c. &e. 21s. bound.

Ede’s Gold & Silversmith’s & Jeweller’s
Calculator; for shewing at sight the exact Value
of any quantity of Gold from 25s. to £5 5s. per ounce ;
Silver from 3s. to 10s. per ounce; and Diamonds
from £2 to £12 per carat. Also Tables of the Duties on
Gold and Silver. Revised by JEHOSHAPHAT ASPIN,
Accountant. Six Shillings, cloth boards.

Tales of the Wesleyan Methodists, vy

UncLE JacoB. The hero of these Tales was a
Lancashire' collier, known as ¢ Tom o’ Jack Lad,”
—a Wesleyan Minister put him into business—he
founded a Circuit—and died rich and full of years -
and honour. Crown 8vo. One shilling, limp cloth.

Libussa, Duchess of Bohemia ;, and The
Man without a Name, Two Stories for the
Christmas Fireside. Red cloth, giltedges. 1s. 6d.

The Three Sisters, and Mute Love. red
Cloth, gilt edges. Eighteenpence.

Illustrated Fables. crown svo. Cloth, One Shilling.
This Edition is particularly adapted for the young,
being written in plain ang simple language, ea
Fable has a suitable moral ; and the first part of the
book is in words of one syllable,




NEW AND POPULAR WORKS

PUBLISHED BY
J. NEAL, 61, St. John’s Square. - E.C.

Tales of Commercial Travellers, vy Unoiz
JacoB. Foolscap 8vo. ‘¢ These tales are original :
and every Commercial Traveller should read them,
and give Copies to his Customers.”

‘“ An honourable account of 60,000 important
men.”’ —Sixpence. :

The Employment of the Dead, vy Jesse
GosTICK, Demy 8vo. ‘‘An extraordinary produc-
tion.” ‘‘Unequalled for interest and excitement.”
Cloth lettered, post free. Two Shillings and Sixpence.

The Young Cavalry Soldier; An authentic
Narrative, or brief Memorials of Corporal GEORGE
MULHOLLAND, late of the Band, 5th Dragoon Guards
Foolscap 8vo. One Shilling, scarlet cloth.

The Ready Reekoner; -for expoditiously ascer-
taining the Value of Goods from Omne-eighth part
to 5,000, at any price from One-stxteenth o% a Penny
upwards, with Interest, Commission, and Brokerage
Tables, Commission Stamps, &c. 18mo. One Shilling.

The Tradesman’s Assistant, and Mercantile
Guide; a comprehensive READY RECKONER for ascer-
taining the 'salue of any Quantity of Goods from
1 to 10,000, at any Price varying from One Farthing
to One Pound. Sizpence, bound.

Domestic §ookery, by Mrs. Ruwpern. Formed
upon principles of Economy and adapted to the use of
Private Families. Cloth boards. Sixpence.

The Merry Thought. An excellent and “right
merrie ™ collection of wonderful and capital Tricks,
droll Mlusions, laughable Feats, astonmﬁng Decep-
tions, curious and extraordinary Performances in the
occult science of Ledgerdemain, Puzzles, Riddles,
Enigams, &c. Twopence.




* Popular Educational Works

PUBLISHED BY
J. NEAL, 61, St. John’s Square. E.C.

Carpenter’s Spelling. 1t ranks first in this
class of Books; and now that the price is reduced to
one-third of its original cost, this Edition commands
a large sale, Cloth boards, 6d., or red sheop, 1s.

Mavor’s Spelling. This Book has had a Sale un-
precedented in the annals of literature; and still
maintains its pre-eminence. The present Edition is
recommended as the best Cheap Edition out. Cloth

. boards, Sizpence, or red sheep, One Shilling.
Vyse, Dilworth, and Fenning’s Spellings
yDemy 12mo. Cloth, Simpence each. P 8%

The Illuminated Alphabet. Besutifully printed
in colowrs. Royal 4to. Sizpence.

The Pictorial Alphabet. Each letter illustrating

various objects for which the letter stands. 4to. 6d.

Mavor’s First Spelling Book for Children.
An Abridgment of the larger Spelling Book, in very
stiff covers, and adapted, alike by its price and matter,
for the junior members of the School or Family, 3d.

Marshall’s Illuminated Primer. An excellent
Book for Children ; well Printed, in Large Type; done
up in a handsome stiff Cover, printed in Colours, 2d.

The Illuminated London Primer. For
Children, Stiff Covers. Twopence.

Murray’s Grammar. Cloth, 6d.; sheep, 8d.

Lennie’s Grammar. Demy 12mo. The only large
type edition published. Cloth, One Shilling.

Ilustrated Fables. crown 8vo. Cloth, One Shilling.
This Edition is partictﬂarlx adapted for the young,
being written in  plain and simple language, each
Fable has a suitable moral ; and the first part of the
book is in words of nne syllable.



Digitized by GOOg le



Digitized by GOOg le



* PRESERVATION SERVICE

SHELFMARK . 142 P8 16

THIS BOOK HAS BEEN
MICROFILMED ( [ ()

microriLM No P& ML
29202,




Digitized by GOOg le



	Front Cover
	CROQUET: Page 
	BILLIARDS: 
	BILLIARDS: Page 
	The white winning and losing game 19 The white winning and losing game 

