Two Interference Systems

by BOB JEWETT

frozen to the 1, with a baliear a pocket.
If you shoot the cue ball partinto the 1, |
and in the general direction of theball, | «
the cue ball will go above the kidme |
(KL), but where? The "two-times fuller"|
system gives the answer. I
The situation in the firstiagram is set
up to make the needed arithmetiery
easy. Firstlook at the center line of the| #
cue ball and the ball, marked CL. This is the headstring in the
diagram. Next, consider theline from the target (the 2ball),
perpendicular to that firdtne. In the diagramthat's thenose |

of the cushion the 3 ball is on. Divide that linehadf and shoot .=

HAVE YOU EVER found yourself in a #__
situation like Figure 1? The cue ball is ‘P F—

at the midpoint; the 3 ball is conveniently placed as the targ
In other words, shoot into the 1 ball twice fak as theline | -
you want the cue ball ttake, or twice adull as if the 1 ball .
wasn'tthere, hence the name "two-times fuller" system.

Some details: Shoot through the center of theballewith no
draw, follow, English, or elevation, at least fatst. The cue ball
must be touching the 1 bdbth for the shot to workroperly
and for it to be legal at pool. (Thighot is notpermitted at
snooker or carom billiards.) You mdind that a target slightly
to the right of the 3 is needed, depending on haweh the 1
ball throws.

Another way to aim thishot starting from the kiss line is |
used to hit the ®all. Thekiss line (KL) iswhere the cue ball
goes if shot tangent to the oball. It is thefamiliar "right .
angle"line that is the start of ajbosition play. In thediagram, >
it is the "long string" through thimot andheadspots.

To make thecue ball hit the 9, shoot towards pocket Fhat is
justtwice the distancéom thekiss line as the 9 ball.

More details: The two lineased must be at right anglesdach
other, and the balls rarely end up in a configuratioryesmmetri-
cally perfect asrigure 1, where the rails can beed as thelis-
tance-measuring line. Practice making a right angle wuitir
stick, and check it with aotebook paper or other square object.

This system is not perfectlgccurate. Errors in measurement,
throw, English, mismatcheballs, andeven hardness of the tip
will each have a significargffect. With practice it is possible to
make shots as tough as the 8 lratb pocket P. For thishot, the
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with the 3 ball half adiamond — exactly one tenth thistance
— towards the pocket. If you shoot the 1 ball towards the three
and it goesoward pocket P.

Sometimes it goes into ttpocket.Like the "twotimes" system,
any slighterror in aiming or shooting is multiplied in thimal
path of the 1 ball, in this case by 10 rather ttvem. In addition,
all of the other minor factoreave a muchgreaterinfluencehere.
If you are using an old set of balls that HBecome mismatched
with age, proceedvith caution.

Contrary topopularbelief, draw on the cuball is notrequired
for the shot towvork. Draw will significantly change the angle and

target will be somewhere in the side pocket near the edge of theget more speed on the objéxll, however.There aremany situa-
pocketliner. With carefulsetup and execution, the shot is about tions at full-rack games where the ball striking tigect ball is

50% successful.

another object ball in a cluster, and then dcan'thelp.

Proposition aficionados take note: any error either in placement As with any system, practice is required tonake these_tv_vo a
of the cue ball-1 ball line-up or aiming is doubled in the cue ball solid part of yourgame. For the "twdimes" system, try itwvith

line towards the 8.
A second interference systemusefulwhen two objecballs are
frozentogether like the one and two in Figure Zall this the "10

more irregular angles and modéficult targets to see whatccu-
racy you carachieve.Often thesessystem can be used feafety
ratherthanpocketing a ball, especiallyhenthere is a cluster of

times fuller" system, and the geometry is nearly the same as theballs to hide behindWhenpracticing the "1Gimes" system, pay

systemabove. If thegoal is tomake the 1 ball in pocket P,ntust
be shot 1Gimes asfull into the obstructingpall than for adirect
shot. In the diagram, a miracle has aligned the 1 and 2K issdls
ing directly at a point five diamondsom the target pocket (P)
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attention to which balls are used — especially if the set is old —
and whether the balls are clean.

Bob Jewett (E-mail at jewetl@netcom.com) is a former ACU-I billiards
champion and currently trains BCA Certified Instructors in San Francisco.



Bad Equipment

HAVE YOU EVER
suspectedthat the
equipment was con-
spiring against you?
It sounds like acop-
out, but maybe you
were right.Here is a
rogues'gallery of
inanimate enemies
you may find on and
near thetable. Fore-
warned is forearmed.

Defects in the rails can make some ap-
parently easy shoimpossible. Acommon
problem is railmisalignment,which can
be checked roughly by sighting along the
noses of theushions. For more precision,
stretch a threajlist in front of thenose of
the rail as shown irfrigure 1.(The error
has beerexaggerated to demonstrate. This
figure is based on dable | play on fre-
quently, and onlyrecently checkedare-
fully.) The pair of cushions idadly tilted.

If a ball is frozen to theleft cushion, it is
almostimpossible tomake it in the right
corner pocket since it is bound to hit the
protruding corner of theside pocket.
Playing afrozen ball from right to left
along the rail has no sudbstacle.

Since it's impossible to set up a table
without any error at all, we need kmow
how muchmisalignment is toanuch. A
simple test is to place three bdilezen to-

by BOB JEWETT

monds from each endrail).
Usually aline will appear on the
cloth where the balls bump
against the raisgaint.

If the plaster between theints
is broken, it canwork its way
under the cloth and produce
amazing hops antblls. Beeswax
as a jointfiller avoids this prob-
lem. Somevery expensive tables
are machined so accuratetlyat
theirjoints areleft bare.

Pockets areready targets for
player hatred. My own pgteeve
is the angle between tliacings in

the corner pocketahich tends to
reject near-perfect bufast shots.
This problem getsworse when
worn facings get'cupped” as in
Figure 2.

NS

off the nose. This can beeneficial, pro-
viding object balls drail that leads them
straight into the cornepocket, unless the
extra friction from the nose stops théall
before thepocket. For the cue bathis un-

gether on one side of the side pocket andexpected deflection can ruin tiaém.
see if the combination gets past the side Everyone has played on a talifet was-

unscathed. Be sure to try the shot in both
directions and at variouspeeds; thelow-
est is most likely to haveroblems.

The cushion rubber mapave come
unglued or therail bolts may be loose.
Thesewill result in a"thud" or "clunk"
when aball hits the rail at speed’here
may also be a delayéthud"” if the nose of
the cushion is so low that it makes thedl
hop.

One of the first rail deficiencies | learned
about the hard way is the rail groove —
the gutter in the clotformed where the
ball is forced downunder the nose of the
cushion. It is moregronounced on thick,
nappycloth than on thinnemapless cloth.
Not only does the groove work foeeze
up any ball thatomes tooclose, itwill
suck in anyball rolling down the railjust

n't quite level. This can usually bdixed
with shims under the legs, but thisust be
done uniformly to avoidwisting the table.
A good level gets you close, but thinal
test is whether ballsoll straight. Faster

cloth magnifies any slope; conversely, cov-

ering with burlapwill hide tilt.
Severalthings can go wrongvith the
slate. It can be "hump-backed" or "sway-
backed"such that ballsoll towards or
away, respectively,from both siderails.
Slate is formedfrom layers of mud and

When the balhits the bottom of
the pocket, the fun isist starting. Theball
returns in thel977 World 14.1 Champion-
ships were"spring loaded"with the ball-
return guidewires extendingright under
the pocketopening.More than one perfect
break shojumped back onto the table.
"Drop pockets"also canhavethis feature,
but lack anyobvious mechanism. helps
to have a ball or two in thpockets to act
as shoclabsorbers.

Defects inballs aremany andvaried.
Many balls in play are the wrong size,
having gradually worn out oftolerance.
The cue ball getsmallerfrom wear the
fastest. Tocompare ballsfreezethree in a
line on the rail —say, the cueball be-
tween twostripes — and place something
flat — triangle or cue — ortop. If the all
three balls are the santeeight, each

sometimes in a defective piece the layers should touch the object.

will start to come apart, afe-laminate,
perhaps aggravated lyery dry conditions.
The two jointsbetween the three pieces
of slate can bemisaligned,often resulting
in strange rollsvhen aball is rolling right
along ajoint (about two-and-a-half dia-

A more accurate measure is a go/no-go
gauge, asheet of metal with two round
holes drilled in it. The holes shoulthve
the diameter of the largest and smallest di-
ameters permitted fopool balls (2.255
and 2.245inches). Eachball shoulddrop
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through the larger hole but ntitrough the
smaller, no matter which way the ball is
turned. A go/no-go gauge mso a much
better test than calipersyhich just mea-
surediameters.

At one tournament where | halich a
gauge, a third of the brand-new balls were
within tolerance, ahird were too small,
and a third were totarge.

Another problemwith balls is bulging
eyes. The eye — the usualyhite circle
where the number is — is made of a sepa-
rate batch of plastic resin than the body of
the ball, andrequently it noticeably sticks
out of the surface of thball. Wherewill
such aball go when hinear the eye? Hard
to tell.

Some cue balls have a hiddproblem.
The may be perfectly round and the right
size, butthey arelopsided none théess.
When | first started taking pool seriously,
1 had to have my own cuaall, justlike
the local pros had, and it had to be the
brand that wasunanimously considered
the best. Practicing lags oday, | noticed
that theball would roll off first to theleft,
then to theright. The difference was a
whole diamond of sideways travel. It
turned out that the ball was heavy on one
side and would rolltowards where the
weight happened to berears later | saw a
cue ball of that brand brokempen, and it
had an off-centeweighted core.Today
you see the samproblem with some
metal-loaded cue balls for coin-operated
tables.

There are two problemthat manufactur-
ers should have solved years a@ome
trianglesrefuse tokeep the threeapex
balls together. Simple geometry, but it
eludes some trianglenakers. To get a
tight rack, temporarily remove the head
ball as in al4.1 rack, andcarefully re-
place itafterremoving the triangle.

More defective manufacturing i®und
in metal mechanical bridge heads where
flashing — that thin, sharp edge made in
casting or molding — is routinelyeft
where it will puthorrible gouges in your
shaft. Although some of the modenplas-
tic designs are betteisome alsohave
sharpedges.Some local pool halls have
carefully gluedfelt to the bridge heads.
Elsewhere, players spare thehafts and
use house cues for all bridge shots instead.

Has yourgame ever suffered, drave
you seen aemarkableshot missed be-
cause of equipmeritregularities?Send it
in, and it may be in a futunastallment of
"Excuses for those who need them."

Bob Jewell (E-mail at jewett@nelcom.com) is a
former ACU-I billiards champion and currently
trains BCA Certified Instructors in San Francisco.



Chances Are...

What does it means to play the percentages?
by BOB JEWETT

BASEBALL FANS
ARE fascinated by
statistics; theneat
columns offigures in
the morning paper
distill the essence of
yesterday's games.
Slumps, streaks and
records arecarefully
noted. Why not at
pool?

Ten years ago, Pat Fleming Afcu-stats
published a monthly series eiimmaries
of pro pooltournaments,ncluding some

inning-by-inning score sheets. Regrettably

for those of us hooked onumbers, the
pool world was noteady at thatime for
such detailedeports. They contained the
life-blood of probability and statistics —
real-life performancelata.

The study ofprobabilities at pool is a
difficult technical part of thegame, but
also one of the moshteresting. A thor-
ough treatmentould easilyfill a book;
below are soménighlights of how to put
random events into aonsistent frame-
work.

A very commonapplication of probabil-
ity theory is to predict howoften some-
thing will occur, for. example a run of ten
racks of 9-ball, or aauclearplant melt-
down. Such thinghappen so rarely that
it's hard to get a good handle on them.
Usually statisticianswill solve such a
problem by making somassumptions,
looking at history (likeFleming's data),
and making a projection or extrapolation.

Let's make the followingassumptions
about the running a rack of 9-ball:

e Each rack is uninfluenced tprevi-
ous racks, so it doesmtake any
difference to theplayer ifit's the
first or tenth rack in @aow.

(Reasonable focoin flips, but does it
apply to peopleThat's why I'mcalling it
an 'assumption.’) Furthassume:
« That aplayer'sskill doesn'tvary
muchfrom day to day otable to
table.

"Whoa! What about...?" you may be
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saying rightnow. I'll refine theseassump-
tions later, but for nowet's seewhere this
leads.

Accu-stats has a specific category called

"runout from the break." Top playerdike
Earl Strickland keep theiopponent seated
from the break through the 8all about 25
percent of theime. To get the chance of
two consecutive rackgust multiply that
chance by itself to get one gixteen.

Yax = We
= 6.25%

For a third rack, multiply by a quarter
again to get onehance in 64.

Va X X W = Yea
= 1.563%

For 10 racksthis works out to roughly
one chance in a million.

(%)

Without more informationthis isjust a
"best guess." For examplsuppose we
find out that aparticular table is a little

1
1,048 576

easier than average, and Earl runs out 31
percent of the time, instead of 25 percent.

Maybe this is due to the I8all going in on
the break 15 percent of théme rather
than the more typical thregercent. This
apparentlysmall improvement in single-
rack percentages changes th-rack
chance to roughly 1 in 100,000, a ten-fold
improvement.

31 ﬂ.-‘rrﬂ — = 100
Running 10 racks:
{HHI'.IE‘.':JID = HEE.CID?

In a race longer than 1§ames, another
factor comes in —it's possible tostart the
run of 10 after aniss in an early racKt's

match, the odds of running 10 racks im-
prove to 1 in22,000, andhat'sjust for one
player in one match.

In such asituation, the accuracy of the
odds estimate is questionable because the
conditions are so poorly knowwhen
masses of goodata areavailable,it's pos-
sible to estimate how close thebserved
averages are to thédeal" long-term aver-
age. An everyday example of this is public
opinion polls, where an estimated margin
of error is often given. The more people
you randomly poll, the closer the observed
average will be to theational average,
and the smaller your margin of erraill
be. A poll with a three percent-stated mar-
gin of error indicates about,000 people
were polled.

For an example at billiarddet's look at
Raymond Ceulemans'record-setting per-
formance in the 1978WNorld Three-
CushionChampionships.

¢ He scored 66@oints in 393
innings.

¢ He madeeight of 10 break shots.

e He had 145 "open inningswhen
he missed hidirst shotfrom his
opponentsleaves.

With only 10 break shots, we might ex-
pect a normavariationfrom 6 of 10 to 10
of 10, for an 80 percent average. tBere's
a 20 percent uncertainty on this average.
Mo +%o

f Yo %0 Yo

0% =20 BO% 20w 100%

Ceulemansbverall scoring accuracy was
63 percentwith 660 points in 1042 shots.
The margin of error is about three percent,
so we can say his "innatelverage* was
between 60 and 66 percent. '

The runner-up inthat tournament,
NobuakiKobayashi, had a 55 percent scor-
ing percentagealso with a three percent

mostly a matter of tedious bookkeeping to margin oferror, so Ceulemans was clearly
count up all the possible series of missesthe best player in thaburnament.

and runs thatave a run of 10 irthem.
Using a statistical tool known a&darkov's
chain, itworks out that in aace-to-15

The arithmetic for calculating the "mar-
gin of error" for a percentagéhat's
roughly 50-50 is to take onever the



square root of theumber ofshots orpeo- two accuracypercentagesHere are the

ple polled. raw numbers so you can_do the calculation — {]_ré:] 13 — -;I‘{ﬁE.:'EE-
yourself as homework: his own leave, 414
}{1 000 = ],{” B2 of 639; his opponent'eave, 238 0883. Check my twoearlier columns oripro-

Don't forget to calculate the margins of gressivepractice" for anefficient way to

— U : Da 1 BE error, too. measure your pocketing accuracy.

(If you want your homeworkgraded, Similarly, in an evenly matchexhce-to-
— 3 1 EE‘}E send it to me c/@illiards Digest,or via E-  five match, one of yowill be on the short
- mail atjewett@uelconi.com.) end of a 5-0 score about six percent of the

There isabout a 1 in 20 chance that the Where's thepractical application of all time purely bychance. Do the math your-

true value is mor¢han the margin ofrror this theory? That's why you'vewaded self andyou'll see.

of the observed value. {on'texplain all  through all this mathjsn't it? Themain Relax, don't let theluck — good or bad

that arithmetic.) point you can use in your owplay is that — get to you, andook at each new game
In their head-to-head encounter in the you shouldn't jump ta@onclusionsfrom a as a frestbeginning.

final match of thetournament, Ceulemans small number of observationsMissing

made 72percent of hisshots, while five shots in a row that are 50-50 for you * "Innate" average should not be con-

Kobayashi slumped slightly to 52rcent.  does not constitute slump. Theodds of fused with what most three-cushion

The match to 6@oints was only 25 in- thathappening are 1 in 32 — nitat un- playerscall their "average."That

nings long, so darge fluctuation in per- common. average is determined by dividing

centages is not too surprising. " points by innings. For example,
One otherthing we can check from the — {1.{'}5 = }rvf;? Ceulemansaverage at thievent

score sheets is how welleulemans plays ) was 1.679.

position. To do this, compare his scoring = 3 '1 Eﬁﬂfﬂ .

percentagdrom his ownleaves versus the 5 = 660 poinis + 383 InnINgs

shots his opponentkeave him. Having Miss 15 straight and you may have a Faints
seen him playposition and hisopponents  problem towork on. Theodds of 15 in a = ‘1 5?9 p{nnirg
do their best tdeave himnothing, I'd row solely because bddck is 1 in32,768.

Bob Jewett is aformer ACU-I billiard champions and
guess 75 percent and 50 percent for the

currently trains BCA instructors in San Francisco.
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Create Your Own Drllls

by BOB JEWETT

DO YOU HAVE the time andinclination
for serious practice — butan'tdecide what
you should work on? Theuggestionbelow
will help you develop drills to improve the

:l. particular shotghat keep youfrom running
racks. Themethod is explained for 9-ball,
> '\-.:I but can be applied to other gamesnadl.

Let's assumeyou're anintermediate
playerwith somechance to run out the table
shown in Diagram 1, starting withall in

— hand. Can youspot the majorhurdles?
There are no clusters, but thrg®ts require good positigrlay to
get on the nexball. Theseproblem shots can be converted into
drills thatwill help you tofocus onyour weakareas and quickly
improve your run-oupercentages.

For our intermediate player. I'd guess the thmzén roadblocks
are the 2 t0 3, 4 to 5, and 5 to 6 position plays. Pregised is
needed to get position on the 3 Hadicause of the 8 ball. Accurate
speed will also beeeded to get on the 5 because ofvény long
run from the 4ball. Maneuveringrom the 5 to the @ill likely
take some inside English —perfectangle is toomuch to hope
for — and reasonable speedntrol. Theother shots are easy if
these three are domeell.

Now that we have the problem shots — and these maljffee

-~

ent for your ownlevel of play —Ilet's create the corresponding
drills. Thefirst is shown in Diagram 2, where the goal is to get

from the 2 ball to themarked position zone. It helps tave |

something on the table, so theal is clear.

First, find the cueball location that makes the position (and the
shot, of coursepasiest.Now, turn the drill into aprogressive
practice by shooting from a moudfficult position (more angle)
until you miss the shot or the zone. When yuiss, go back to an
easier shot. By the time ydavethis drill wrung out, the position
neededfrom the very first shot of therack should be clear, and
may make you chooseditferent shot with ball in hand on the 1.

Diagram 3 shows the drill for the 4 tot&nsition. To make it a
progressive drill, stamvith aclose target zone, andork up to the
full length.Where's thébest place for the cuaall to start? llike a
45-degree, cusince a largdraction of the speed wiltay on the
cue ball. Again, thisvill suggest how to play the previous shot.

Diagram 4will help you decide how small the final target zone
in Diagram 3 should be. As the cue tgditsfartherfrom therail,
can you still reach one of the shadedas? At how steep an angle
do you have to send the cue ball to ttieer end of the table and
back? Notethat in Diagram 1, the 7 and 9 may interfere with an
end-to-end shot. Use this drill fwerfectyour soft inside English
shot. In Diagram 4, the acceptable target zone orilting side"
(nearer theside pocket) is largethan on the'short side" (closer
to the corner pocket), since thkot is much shorter.

The drills above argust three examples of problemshots that
you might need tawvork on. It's best to selecproblems toturn
into drills from your own play; maybe yoshould pick a shot you
often flub. Next, devise a way tmake thepractice progressive, so
at the beginningt's easy, but becomes tougher. Two easy ways to
do this areshownabove:move the cudall to aharder angle, or
make the positiomarder to reach.

Bob Jewett is a former ACU-I billiard champions and trains BCA instructors.
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rror Systems

Mastering kicks and banks.

by BOB JEWETT

DON'T READ THIS
column in the com-
fort of your easy
chair; take it to a
pool table. Youwill
also need a bar stool
and a smallmirror.
Il wait while you

there'sless chance of unintendespin on
the ball thathits therail. Try different ple systemwon't comeclose on a lot of
speeds and witkeft andright English. shotsunless a speciaspeed, English or
The amazingfeature of this system is aiming correction is used.
that the target is the same no matter whereWhat is thebest correction
the banking ball starts. Move the banking to use? Ifit's going to
ball graduallyfurther up the tablgB-C- work for both the cue ball
D), trying kicks atdifferent speeds. By the

By now, it should be clear thahis sim-

A 2
% N W N
S F s
L L T T T

(kicks) and object o e
get ready. time you get to D, the effects speed, balls (banks), it My o
Ready?Good. draw and follow should be vempoticeable.  better not call¥ |
: " The mirror system  Does any kind ohot go toolong and hit  use
is the first system to learn for kicks and o the end rail by the ball? Can you get
banks. Thefundamental_ idea behind it is tne pall to goshort and hit the longail?
that the angle of reflection of all com-  ag g |ast set dfests, place thebject ball
ing off a rail is the same as the angle of in- 5 E and note how speetfects the
cidence of dall hitting arail. bank'angle.
First, see how true your stroke is. The
mirror system requires absolutely no side - ~
spin on theball. Test yourself by placing R S b : l_*:l . L L ot
the cue ball on the head spot asfwboting A —— - i e 2 ¥ @t
softly straight into the sideail. Does the _,r'-"? e . s Y ,".I". )
cue ball comebackstraight onto youtip? @ B P L 5 £ i vl
Some hints folpractice: shoot with fol- | i N i ¢ Ll
low; draw will amplify anyaccidental side | *® (R T i bt i
spin. If you can get theueball back to the - - ek 1 Y
tip easily, make the shot longantil you 2 g ., 2 w | L]
can come straight badkom arail seven <1 &b i s N q+,= H I
diamondsaway. Vary your speedslow to | ¥ & i a A " |
fast. This drill will force you tostay down 8 = L I A i
while the ball rolls back to thip. |& D g C @B - S
Now that yourstroke is calibrated, you | * e e L "
can test thesystem'saccuracy. Place two " F-[
balls on the brinks of two corngrockets E | |
as shown with the 1 and alls in Dia- j (i
gram |. Place the bastool aboutfour feet [ ¥ — v
away from thetable, and place hall — % = " o ' = - "‘ . il
the "targetall" — on it. Now for thehard
part: makingsure thetarget ball is in the I'f.-" "~ L L . i L = - -~ T"
correct position withinhalf an inch, with L =] ] i},_,»
the target ball the santistancefrom the 2 ! h, T
as the 2 is from the 1, and #iree balls in A -~ ||
a straight line parallel to the end rail. |l '
Ideally, the target ball will be at the same | * ALY ™ | -
height as the tablealls. 3 |
Place the cueall at about A and shoot it , “‘x
directly at the target ball with the intentto | = il ", I
kick in the 1. Do you hit the 1 ball full? B ",
Can you aim to hit the target ball half full [ %,
and hit the 1 on the corresponding side?| | i .
Try shooting softly, then nearfull speed, *11 M, =
but never with side spin. | 2 ™, |
Bank an object balfrom A to the 1 by ) “ 11|
shooting it towards the target ball, using . fuat s,
the cue ball for a normal bank shot. You | [ & = =, - 5 )
may find that this shot iseasier since ‘“w__ 2 bl : 3 = : -
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muchside spindraw or follow. Try to find
a goodspeed.
Since your opponent is unlikely to let

you park bar stools at convenient loca- the stool.I'll bet not. Now freeze an object

tions, you'll needanother way of finding
the aiming line. The system ikosconi's
Winning Pocket Billiardsis illustrated in
Diagram 2. To kickrom B to the 1ball,
draw lines from the cueball to the 2, the
cue ball to theébanking rail (4 ball) and the
1 ball to the 4. Where the two diagonal
lines meet, dravanotherline to the bank-
ing rail. Thespot on thebankingrail is
your target for the kick at the 1. Is it on the
same line as the bar stool tardsll, or
does accuracguffer due to theomplexity

of the construction?

"Matching the diamonds" isnother
common way to visualize the mirrangle.
In this system, dall shot along line 1 in
Diagram 3, which goe§fom the second
diamond on thé&origin" rail to the first di-
amond on thédestination" rail,should go
to the pocket. Similarlyline 2 joins dia-
monds 4 and 2, and linej8ins diamonds
6 and 3, always in awo-to-one ratio. You
have to use alin-between" linesuch as 3
to11/2.
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sight. These two methods of sighting are
referred to asopposite” and "through" the
diamonds. Thdatter, while not giving the
ideal mirror line, compensates fsome of
the error you mayhave noticedearlier
along the 6-3 line. Is #nough compensa-
tion?

Another way to calculate the rightrec-
tion is to take"proportional distances". In
Diagram 2, the cue ball is twdiamonds
from the reflecting rail, while the target (1
ball) is four diamondsfrom that rail. The
solution is to divide the the ralbetween

-1

them into the sameatio. With the balls
placed as shown, this masy; other loca-
tions will need goodarithmetic or afeel
for the geometry. You can check your cal-
culationswith the ball on the bastool.

The lastmirror method is to use a real

(1]

mirror. Get anaccomplice to hold itight
over the railgroove by the reflectingail
and see if the mirrored badlppears in the
same place as bar stdmll.

So far | have only discussed banks off
one side rail to @orner pocket; cross-side
and longbanks are obvious extensions.
The general plan ishown in Diagram 4,
where, to get to any pocket on the table,
you shoot towards the same letter. All
these are one-rail banks except for reach-
ing D from thecircled D after twoside-rail
banks.Does itwork?

4

There are severalays to look at the
mirror system, andhey mostly give the
same aiming pointFind the methodhat
gives you the best results and practidth
it. Getting afeel for speed and spin on the
rail is required for mastery.
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Handicaps

IMAGINE THE
FIRST two pool
players — let'scall
them Willie and
Barney. On théfirst
day...

Willie: "Let's play
some."
Barney:"Sure! Love
to."

On the seconday...
Willie: "How about anothematch?"
Barney: "l need a spot."

These days, theecond scenario seems
much more common. Sincethat first
match may haveseemed tocone-sided,
many ingeniousways to slow dowrWillie
or prop up Barney have been devised.

Games played to aumber of points are
particularly easy tdhandicap.Barney be-
gins with a headtart, or only has to reach
part ofWillie's goal. A commorscheme a
century ago was toount each oBarney's
points double ottriple, which makes it
easy to see who Bhead with the spot in-
cluded. Themost extreme cases of point
spotl've heard of were d2-3 game of one
pocket and al00-1 spot at straighpool.
The 99-ballsport was offered byrving
Crane to a beginner | knew, ailldistrates
the huge difference imbilities between
pool players.Crane won most of thiéme.

Another general technique is physi-
cally hinder Willie's play:Willie has to
play one-handed or one-handed without
resting thestick on therail. Willie must
shoot all shots behind higack. Willie
must make all shots using tineechanical
bridge. Willie must play left-handed(as-
suming Barneydoesn'tknow Willie is left
handed).

"No-count" can beused inpoint-based
games like straight pool anthroms. If
Willie is playing "20no-count,” he must
run 20 or more for any of thpoints to
credited toward hiscore. A similar, but
seemingly opposite handicappingtrategy
is "and stop." At "three and stopWillie
has to leave théable after any run of
three.Both of thesehandicaps can besed
between equally-skilled players &mpha-
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Levelling the field.

by BOB JEWETT

size offense ordefense respectively. of giving comparable ratings to players
At 9-ball, there are more spatisan you  who have never met, so a national tourna-
can shake a Balabushka at: The winning 8, ment ispossible.There are twamain dis-
where Barney wins at any time he sinks ei- advantages: score keeping candifécult;
ther the 8 or Sall; the called 8, where tables and style gflay can vary,produc-
Barney wins only if the pocket is called ing imbalances in the ratings.
first; safe 8,where if Barney makes the 8 A third problemwas evident in an in-
and Willie the 9, the game is void; the ning-based system for a three-cushion
winning 7, winning Getc.,whereBamey  match Iplayed in. Eachplayer wasonly
wins if he sinks the the winnirigall or any  expected to score his per-inning average,
higher-numbered ball; the brealhere  and some players had hit on titeategy of
Barney always gets the breaken if he  oniy playing safe andrarely trying to
loses agame. Among the more bizarre gcore, pringing their averageswn. One
games: if Barneygets the 9 ball to hit the j5ver about myspeed hadmanipulated
headrail, he wins;Barney gets tanove the  pis"rating so we played with a 2:1 handi-
cue ball a hand spafabout nineinches) a5 Toumament and leaguafficials often
before eachshot. The "orange crush” is ;cq g chsituations, and the bylaws of the
the winning five and thebreak. The system should providemedies.

“Rainbow” is the winning everything; all =4 Giher common problem in handicap-
jzitm;g/”has to do win is legallsink an ob- ping systems ighat thedivisions are too

' coarse. If there arenly A, B and Cplay-
ers, a low A and high B player should re-
ally play even, while two Bplayers at op-
posite ends of the rangghould play with a
spot.

Jewett's Rating System

In 1980, | worked out &ating system for
an in-housdeague. It hasincebeenused
in a regional league in the San Francisco
area. Itsadvantages are simplicity afalr-

The most straightforward way toandi- ness, but it has no provision for inter-re-
cap either 8- oB-ball is for Barney testart ~ gion leveling. Here is all you need to start
with some games to his credit, for example your own local handicappe@-ball or 9-
three games in a race to sev&all spots  ball tournaments:
becomemore or less significant as the Eachplayer has a rating; better players
table is easier dnarder. have higher ratings. Beginnerwill have

A secondfield of handicapping is for ratings around 20, while professional play-
league and tournament playlany players  ers will have ratings around 100 or higher.
will not enter a tournament or scratch Matches are handicapped by requiring
league wherethey feelthey have no the better player to win more games to win
chance to win, andnany rating systems the match. The size of tHeandicap is de-
have been developed to allowoughly-  termined by the differenceetween the rat-
even chances.Usually a playemwith a ings of theplayers according to the table
higher ratingmust scoremore points to  below.
win a game, or win more games to win a For example, if a playerated at 55
match. played someone rated at 25, the difference

The hardest problem in designingsgs-  would be 30 ratingooints and thematch
tem is adjustment of theatings. Acom- length would be sigames to three.
mon method is to develop a per-inning Use the "Quick Sets" table to reduce the
score, for example noting homanyballs  delay from slow players ifboth players
are sunk peturn at the table and whether haveratings under 45 or if the whole tour-
safeties are playedhis has the advantage nament is waiting on one match that hasn't

Some handicaps are sharks sheep's
clothing. Willie may say somethindike,
"Let's play 8-ball. I'll take five of your
balls off the table right at thstart."
Sounds good, but Barnewill soon dis-
cover that he only gets thoot afclusters
or ballsfrozen on theail, while Willie has
clear sailingwith all the obstacles re-
moved. Barney shouldespond, "No,l'll
takethree of mine off whenever | want."
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NORMAL SETS
Rating Match
Difference Games

0-5 5-5
6-14 5-4
15-21 6-4
22-28  5-3
29-36 6-3
37-46 7-3
47-56 b-2
57-Up  7-2

QUICK SETS
Rating Match
Difference Games

0-6 4-4
7-18 4
1928 5
30-39 4-
40-48 5
49-UP 6-2

startedyet. Use of the shorter matches is
at the tournamerdirector'sdiscretion.

The ratings areadjusted after eactour-
nament. For eacimatch aplayer wins or
loses, his rating goes up down one
point. Newplayers areadjusted faster than
that, moving threeating, points for each
of their first 10 matches andhen two
points fortheir next 20matches.

If the better player igiving up half or
more of thematch, he has choice on the
first break, otherwise lag for first break.

One good format is tplay a 10-week
season. Each weekhree rounds of a
round-robin are played by whomever
shows up. At the end of theeason,
awards are made to those with the most
wins. This rewardgjood attendance, as
well as good poolplaying, while anyone
with a minimum number of matches can
play in asingle-eliminatiorfinal tourney.

Have you runinto — or been run over
by — an interesting handicaigend it in.

If you are interested in more details of this
system, contact me via Billiards Digest or
e-mail meatjewett@netcom.com.
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