THE
ART OF
BALLS

AN ALTERNATIVE APPROACH
TO POOL BILLIARDS

PART 6: PERFECT POSITIO
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DEMO LEVEL

We‘re developping patterns onthetable
now. Tetrislike.

The patterns mostof the time consists of
two circles.Oneis the starting point of
your cueball. The other oneis the end
pointof your cue ball.

Thenthere's atype of shotthat will get
you there.Of coursethatshotwill only
work for the more or less ideal setting.
Sometimes evensmall deviations will
make the positionimpossible.

But at the end of everysection we can
draw conclusionswhich are quite hepful.

However thoseshots are decent
references. And if you can play all the
reference shots described hereto position
with morethan 75 percentsucess rate,
you‘readamned goodplayerand | don‘t
wantto gambleyou.

We'll start with a couple ofeasy onesto
getyou usedto the notation and thinking
in those bubblepatterns.




DEMO LEVEL

Togetyou into it, let's repeatone of the
basic shots. A mezzo staccato, mezzo
being played from 2 circles distance.




DEMO LEVEL

Forthe straightins, we use Quarter,Mezzo
and Half to indicate the length, omitting
the ,,note*.

Don‘t mix up two things:

,Half Note“ meaning a ball runningthe
length of two adjacentcircles.

,Half Ball“ meaning acut angle of 30
degrees (rifle aiming the center of the cue
ball to the edge of the object ball).

Wheneverthings arenotobvious, I'll add
Note (for the length)or Ball (for the cut).

Thesame goesfor Quarter and Three
Quart.
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DEMO LEVEL

Two across-circlesmake 1.5distance
each,sothedistance CB > OB is three
circlesin this example. That's forte
distance.

You wantto draw back a quarterand a
half.

Forthe Quarter you‘daim 2 tips low and
play with forte volume.

So for this draw you aim a hair lower, at
2.25tips and executethefortedraw to
makeit in yourtargetcircle.
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HALF BALL
ROLL

We‘ll discuss rolls for Half Balls and 2t . Pianissimo
Quarter Balls. Thatshould giveyougood  E&%es

anchors.Therestis alittle bit left, rightor
in betweenthese situations.

But know these standards by heart.

Thisis our Pianissimo standard situation.

Thecueballwill getatad rightspinfrom

the cut, so the position should be fairly
easy.
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HALF BALL
ROLL

The whiteroute plays with natural roll.

Tochoosethe blackrouteyou need 9:30h
side spin.

You should be ableto play both.

This position has beenmarked red,
becauseit is an essential positionfor
straightpool play.

Note that the umbrellaopensasyou play
this shotharder.

The 9:30counter needs quite some volume
to makeit to the center line.




HALF BALL
ROLL

Thisis an importantposition for straight
pool.Youreallydo notwantto end up too
closeto the cushion orcentertable.

Togothedirectroutewith 10h counter
spinyou needto play forte. It is easy to
underestimatethe volumeyou need.

A naturalrollwon‘tbring you theresince

at that speed the anglewidens and what
you think may be your intuition will make
you stick to the cushion.

So lh spinis necessary withonly mezzo
volume, butgetting the volumerightis
essentialherefor good position.

So maybe going for the center field one
below with natural rollmay be a better
option.But sometimes thatoptionis not
available ...
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HALF BALL
ROLL

The spincountersouta little speed atthe
diamond.

What's taken away is approximately as
much as it takes to roll fromonecircleto
another.

iano

4
OB 11h

mezzo
9:30
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HALF BALL
ROLL

It is easyto overshootonthe 2:30route,
so getthe speed toreachtheredcircle
down. It's an important position, but
overshooting it makes atough break ball.




HALF BALL
ROLL SUMMARY

So for a half ball roll you now know the
shots for the following positions.

Of coursethere are other systems, for
example remembering the ,lines“ with
differentspin.But as you see,for rolls the
angles differ with volume.

In the heat of the battleyou wantto know
how to getto defined positionsfrom
standard setups,and maybe adjustabit
becausethesituationis neverpure
standard.

Thatmeansonceyou,,see“ yourtarget
position,it at once hasto appearin your
mind how the ball needs to be played.

Thereforel recommend memorizing this
chartsothe corresponding shotflares up
in your mind.

So yourintuitive adjustments are anchored
on something.




F-oe

‘ nglf Ball

Roll

HALF BALL ROLL
CONCLUSIONS

1. Ahalf ball is ideal to position within the same
half of the table, especially to the other side
of that half. You can reach all major positions
with little effort.

2. Thesame side of the table is pretty much
dead for rolls (and even ugly for stuns).

3. The most effortless way to get to the other
half of the table is the 2:30 route at mezzo or
mezzoforte volume. All other paths require
more volume, and that will have an impact on
the resulting route, so you will run toward the
corner pocket. If you plan to play for the other
side of the table, better go for a quarter ball.

4. Anything with a cut angle fuller than a half
ball is not a good ball to position within the
half table with precision, or even trying to
play from head to foot or vice versa.

5. If you play for aten or nine on the spot, go
with the mp 2:30 and play for left center circle
or natural roll to right center circle. Those
have the best tolerance, evenif you
overshoot.

Avoid 1:30 ,,running english* even if you feel
tempted to, it leads to trouble. It's only good
for center table.




QUARTER BALL ROLLS



QUARTER
BALL ROLLS

Let‘'s do the natural roll positionsfirst.

There‘snothingreally available in the same
half as the cueball, since even pianissimo eS8
already comesoutfrom the second cushion. s

Everything softeris babyingthecueball and & 6
you have a hard time controllingthelength. %

Quarter Ball
Roll
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QUARTER
BALL ROLLS

Now let's add one o‘clock side spinto the
shot.

Thatwill make the ball longer,and the
umbrellawill close a bit.

Be careful with this shot.It is really easy to
play this too long and scratch.

Quarter Ball
Roll




QUARTER
BALL ROLLS

So let's switch to running side at 1: 30.

Theumbrellacloses evenmore.

This path is safe and will not scratch.

Quarter Ball
Roll

1:30h




QUARTER
BALL ROLLS

Let'sadd morespinandlook at the 2:30 and EEEEs

3:30routes.

Note that the 3:30is already played abit
below the center.Dueto the thin cut for a
guarterballit is no stun or draw shot
though.Sothe speedsfor rolls still apply.

Practice that,you haveto getusedto the
feel of it, it doesn‘tcomeup naturallyin a
gamevery often.

It's almostimpossibleto scratchin the
middle as the angle opensoutfrom the
second cushion. It will be possible with a
Slide though.

3 / N

Quarter Ball
Roll




QUARTER BALL Quarte.rBaII
ROLL , Roll
CONCLUSIONS S

1. Quarterballsaregoodto getto the
oppositehalf of the table, especially on
the sameside.

2. Theopposite sideofthe tableis pretty
much dead.On the same half of the
tableyou needto baby theball, even pp
usually reaches the second rail. On the
other half you need to counteroutfrom
the firstrail and speedis not an easy
guess for preciseposition.

3. It's easytoovershootthe1:30,running g
english“route and comeuptoo close
to therail, sinceit‘s an ,,in between*
volume, especiallywhen playingfora 8
nineor ten on the foot spot. The route‘s sk
justnot good for that. ;

Howeveritis agood chanceto get
down to the first diamondand the
fourth rail for a safety.

4. When playing for aten on the other half
of the table go with the natural roll
piano orusethe 3:30route,but be
careful notto overshoot.




PUNCHES AND DRAWS



HALF BALL
SLIDE

Slides behavedifferently. One,youtouch
the firstrail closer to the pocketbecause
the cue ball travels down the tangentline.

Two,you haveto play alot harder,
becausethecue ball loses speeddueto
the friction of the punch. So for these
shots,Punch speeds apply.

Thepianissimoshotstopsrightat the first
rail. The piano justleaves the secondrail.

Length opens up a bit for the higher
volumes becauseofthe cutinducedspin.

These positionsare also available with
2:30rolls.You will usually wantto usethe
rolls sinceyou have better control of the
cue ball length there.But sometimes that
route may be blocked...
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HALF BALL (¥ —
SLIDE

The 4:30 shots make one more circle available
which is not available with roll.

(Well, you could try to go for some 3:30 ,in
between“shot, but ...)

If you compare this to the mezzopiano 2:30roll
you can see how much more speed you need
once you start to side the cue ball (that was mp
rolling speed compared to forte punches). Rolling
speeds are slower to start with.

That's the reason for many balls that come up too
short if you hit atad firmer than intended when
playing rolls. You start to get slide, that kills off a
lot of speed. You need tremendously more
volume once you get Slide to obtain the same
length.

To reach the head spot is difficult when you have
large corner pockets. Chances are you will hit the
edge of the side rail and trickle off. Use the
straight down roll with counter spin instead.

Don‘t play this too firm, there is a chance of
scratching into the middle. In fact you can play
this shot to go for something that is sitting in the

o) . o)- @loky

middle pocket. Since you want length then, [ OF
maybe even go for 4 o‘clock side spin. ,g
Beware: If you play these shots with 5 o‘clock, -.rﬁ
you will probably scratch in the top right corner ANGE
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pocket since you get a Draw.
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THREE QUART Y Draw g

DRAWS NO SPIN 3

Stacc.

¥

Now when it comes to draws we‘ll really start to
unfold the power of this system. As our first ofanss ]
reference we use a Three Quarter cut into the rail. ‘-,T‘Q.Uartel’

Since the note lengths will all end up in the same ' ¥ "-I-j-lalf
place, if you pick the appropriate shot for the rdes |
distance. R
Remember: : J
A piano Staccato is played piano speed with 0.5 = a
tips low. S iFull
A mezzo Staccato with mezzo speed and 1 tip 3 =9
low. e e

. . ST | JYat
A forte Staccato with forte speed and 1.5 tips low. g

it s

All of those three Staccatos will end up in the ey ‘l,
indicated position, come back % of acircle and a  FZsss p
half circle out form the rail. £ " ® piuano

double

All 3 quarters will end up half a circle above that.

The piano and mezzo full notes will even make it
without touching the rail. Only the forte full note
will come into the rail and back out.

Once you get the shots for the staccatos down
for the three speeds, all this comes for free.

A piano double can even be played to reach the
middle of the opposite table half.



THREE QUART
DRAWS
1 TIP LEFT

To get back out into the circles there‘s a simple
trick: Add one tip left to all those shots.

This means for example: If you shoot a mezzo
guarter, you usually shoot with one and a half
tips low. Now pivot one tip over to 7:30.

If you shoot with two tips low, you pivot over to
7:00.

If you shoot with only one tip low, you pivot over
toward 8:00, but don‘t hit as far outside as you
usually would hit balls with 8 o‘clock spin.

And finally, if you‘re supposed to play a shot with
2.5 tips low, you cannot add spin since you‘re
already hitting the lowest spotin the ball and
pivoting one tip over would make you miscue.

So the forte full here is not available. For a mezzo
full you can try to use forte at 6:30, but it's a
gamble. It's the far end of the system.

o g
g R

Adding speed in this case probably will not be a
big help since more speed sends the ball further
down the tangent line. In this case that means
hitting the cushion at alarger angle, which means
you won‘t get as much draw.
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Now ... no more guessing these balls. For a three SEA
guarter cut you know what happens. : T T T T Tk N (s
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NOW ...

At least on my
face there was a
smile as | figured
that out.

But what happens
with half ball cuts,
the thinnest limit
of adraw?



HALF BALL
DRAWS

You may find this a bit strange at first, since it
behaves counterintuitive.

The problem is with a half ball we don‘t really get
much draw. We basically get Slide into the
cushion.

But what then does the bottom spin do when it
hits the cushion? It speeds the ball back out from
the rail. Thus the angle between rail and ball
changes. You will not get as much draw as the
bottom spin drives the ball toward the opposite
side rail.

Since our mezzo quarter has even more bottom
spin than our piano quarter that effect is even
more with the higher volumes. Additionally the
higher volumes are being sent even straighter
down the tangent line. But for a half ball there's
not really any observable effect at this distance.

Except maybe from tighter cushion compression
which also shortens the angle.

The forte full is as always played maximum low
with fortissimo.

These positions are not quite as stable as the
ones for a quarter ball. But still you can use them
as some idealistic reference, since they‘re easy to
remember.
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between

sametype mezzo
Quarter note Three Quart
mezzo Quarter note Half Ball

what just about

any draw closeto the rail

angle
timesthree

ANYTHIN IN BETWEEN ...

I‘m slowly
running out of
things | can teach
yOu.

Not!



SOME MORE STANDARS.



FOOT SPOT

Some 12 o‘clockroutes you should
remember soyou know how much spin to
apply for position.

This circleis perfectfor position.

In fact, itis THE zoneto play an endlessdrill §§ %

with this nine ball into that corner pocket.
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FOOT SPOT

Be carefulnotto overshootthis shot. And
never useany spinonthis.
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AND ALL THAT JAZZ ...
PART Vi



