NEW ROLES FOR PEELING IN CROQUET

A curse on this game!
How can you stick at a game
when the rules keep changing?

1 This statue is on display at the NCC in Palm Beach, Florida. It Aloeydaying Croquet hitting a hedgehog with #amingo.The quotation is from
Jeanette WintersonWritten on the Bodyand is thanks to Campbell Morrison who referred it tofngsn Private Eyea satirical magazine in Britai
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FOREWARD by HOWARD SOSIN

¢KS FTANRBRUOG OKFLIWISNI 2F GUKA&A 0221 Aa SyuAdtSR abz2dSatodlyhat SSt Ay 3
general context. But, in some quarters, the idea of learning to Peel at any hoop and in any order is met with skeptigisadd

complications where there are no applicati@hdy answer was to invertorses to go beforthe cart ¢ the games that populate the

other chapters in this book

The most basic structure good players follow when completing a Peel involves making two hoops and then doing the Hgel. | fond
NEFSNI G2 GKA& & a1l 2213 12212 tSSt¢& 2NJ Gultéd | 2dz ddofdst f S+ Ny
and the Peel to be completed anywhere on the lawn.

The very first game | invented required Striker to follow 2HP but to do it not just once, but on a regular cycle, or tuameshis.

¢KAa NBadzZ 6SR Ay | 3FrYS L OFffSR -1td I SNB d- ¢ ARPMEdA FTASaE (K
with X=2 being the standard, and X=3 or X=4 allowing handicapping. Thus, the game of XHP makes 2HP its driving fotag To main
AYGSNBaGs OKIftSyaS IyR LXlFeloAfAdes tSSta INB AASE2 o6SR2 @Y I (
forward or backward). But Peels must be conducted on a schedule oXkBter, or your turn ends. Of necessity, these rules often

result in Peels being conducted at unfamiliar hoops, in an unconventional order, or in an unusual manner. These are fun to
contemplate, attempt and complete (') and produce a lively and competitive ghateengages at all levels of competency.

C2NIdzyl 6Ste F2NJ YSE {GSLKSY adz t AYSNI G221 Yy AYyiSNBave Ay -1t
Peel and Negative Peel simply with Peel and Leep (Peel spelled backwards). Most importantly, Stephen actively playa PC and is
wonderful ambassador for it. Much to our mutual delight, through our CIT tournaments, PC has entered the vernacular and is

enjoyed by several good players.

Six additional games are developed in this bvakd brought to life wittarratedvideos involving lite players. Each game involves
New Roles for Peeling that will expand your understanding and enjoyment of Cfoquet

4 Not to worry, there are also gamelevoted tofacilitating Triple Peelingn Traditional AC

5> Othergames establishing New Roles for Peeling in Crocarettobe foundin ourother books:Color Order AsociationQoguet andc.10MhAGWIHCA.
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FORWARDy PADDY CHAPMAN and BEN ROTHMAN

This bookintroduces new roles for Peeling, and new games to exploit théraxpand the definition of Peeling to tease the mental
skills of croquet players, test their physical ones, and expand the horiz&@regfiet Unique to this book is thatie textual
presentatiors areaugmentedby fully-narratedvideosinvolving world class players playiegch newgame

Completing your first Tripteel in competition is a memorable event. Paddy did it in 2003 at the NZ Open; Ben did it in 2004
at the USCA Nationals. For Paddy success daneg his fourthseasorof play, for Ben it was in his second. For both it came after
studying the recommendations of past grea@ptter,RossandSolomonetcy) ¥ o0& aiddzReéAy3d 2@8fASQa Syoeo
three Peek, by watching the best players riinples, and then by practicing, practicing, and practicing some more, until the deed
could be done virtually at will. All in all, much time was spent memorizing Pasttwhich ball goes wheravhen, and whyg and
also cultivating the skillseededto put them there.

Section lof this book,Notes on Peelingapproachepeelingfrom a different perspective. It explores Procegbe how and why of
Peeling. This is done in a general context that can be applied to the specific goal of learning to Triple, but it cahalsadefor
understanding and enjoying other aspectsRaeing, some of which are brought to light in the new games presented in this book.

Section llof the bookis entitledFacilitating the Triple It presents new tools to help you getthege2 Af &8¢ t Ay I S5 NAT f
familiarity and experience tmanyof the Peeing situationsF NB Y 2 & . ReBl@QraBusb@ise§ your practice time, alone or with

friends, making every turn a Peeling tuwith new twists thatreward players with extra points for finishing early and punish them if

Striker drags out a turn that fails.

Thefinal two sectionsof the bookintroduce seven new Gamdisat address two major concerns playerspressvith AC:
(i) Turns take too long, and (ii) There is not enough player interaction.

Section Il) Beyond TPs: New Games with Short Tumeets the first criticism. It presents four new games with shorter tufiresr(
y (2 op akKz2ida Yl Huindengthdnid diRiculfylntiigué rieedh@ Befrefated. Here are brief summaries:

1. OnlyOnce What can you accomplish duriaggamethat allows you to roquet each ne8triker Ball only once a
turn, usually involving 8 shots or less? Everything! Including Triple Peels.



2.

Pickthe-Peel u/k picks thePeeing hoops for r/y and vice versa. All hoops are used only once @&e#iimg hoop,
none are reused. Teams alternatetuqs H Ay G201t ® | aAy3atS Of ALJ GNI OSa
turn to Peel gaining increasing points for going HHP, HPH, and PHH. No points are earned if you fail.

Collectthe-Clipsn  Of A LJA 2y K221LJA RSTAYS | aLdATtSé¢d tfl&SNA
involve at least Peek. Again, no points are earned upon failure. How do you proceed?

Peel and ReversBach team has a single clip that starts at h(1). Each turn runs no more than 4¢®mphots.
A team is given Reeling hoop and then another when that one is completed. The winner needs to advance his
Team-dip to the peg while accumulatingReels.However,Oppo can reverse yolPeelsand regress your clip.

Section IV, Substantially Beyond: New Games with feglhgth Turngleals with the second concern. Here turns can follow AC and
be as long asBstrokesg the AC max for running 12 hoops and the peg, but the rules generally result in much shorter and varied
length turns, making the games substantially more interactive:

1.

Peel CroquetThis is AC with the requirement to Peel or Leep at least once every two hoops or your turn ends.
Each turn begins with at least a lift to baulk that can be enhdn@} Tocontact ifthe previous team made laoop
but no Peels/Leepsand(ii) Toposition ifno hoopsnor Peels/Leeps were made.

AG3BQ u and r enter the game, then k has a choice: If k enters then y must stéfpoobw), if k stays outhen
& Ydzad SYyGSNW® {1 Qa OK2AO0S R®UdEFeRIconduced wilh jhsih 3 ballgsa Qard] Q &
conducted with all fourDeciding vinenthe baltkept-out comes in is a critical component oiglgame.

PeelsOnly. Each team has a single clip that can be advanced orihedly. Any norstriker ball can bé&eeled at
the CurrentHoopmakingSriker once again liven all balls andbleto run a break.

We believe that gur progress from novice to expert, ahatever level you wish to achieve, will be expeditedspgnding time
readingthis book watching the videosand playing he gamesTheyreinforce old and encourage neyways to think about and use
peels. We hope they are played and enjoyed by all.

K
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INTRODUCTION

GPeeing’A &4 LlziGAy3 |+ ol ff3x 2GKSUeddfiokemsgchedpeoanddd tilsalgfidtitionifk 1924 drdpkige 110 K2 2 LI &
his classic boo€roquet Marvelouslyhe leaves unstated the consequences d?eel Rule 14 (c) of The Laws of Association Croquet
(2015) fillsnthe gayy G L ¥ | o0StrikdQ a2 DK 3 NJ BIO2WB A I K22LJ LI2AY(G IPeeedd O2y &S| dz

0 KNR dza K Tihis & inkek@nglvith hoReels were viewed at the time of Tollemache and how they are mostly viewed today:
During aPeeling turn, Striker works his way around the lawn making hoops in order attéeptingto Peelthe Peeke through one

or more of his remaining hoops, also in order. This definition has served the game well, but it is also limiting. Thisdolmes

new roles forPeeling, and new games to exploit them, expanding the definitioReéing to tease the mental skills of croquet
players, test their physical ones, and expand the horizofdrofuet

Four chapterg (1) Notes orPeeing, (Il) Facilitating the Tripleeel(TP), (1ll) Beyond TPs: New Games with Short Turns, (1V)
Substantially Beyond: New Games with {Eglhgth Turng anda Conclusioffollow this Introduction Each is summarized below.

Chapterl: Notes onPeelng

We start byestablidiinga conceptional framewortor Peeing. It is applicable to traditional concerrBees in Triples, Sextuples,
POPs, etc., but it is also useful more generallpamicular in the context ofhe new gamespresented in this book.

It starts by looking at situations where Striker has access to all four balls. Two fundamental patterns of play emerpereReat
consumegwo K2 21Ja 61 hht I 20K KOS FtyROEYIRL2MIKENE ¢ I aAy3IfS K22L) 0l hht X
patterns lead to the familiafransit, Backand StraightPees. Wethen turn to a discussion ¢tees executed with just Balls.Here

2HP (and not HP) drives the discussion and leads again to TransjtaBa&traightPees but now revamped for just 3 balls.

Next, we analyzetwo new Peeing sequences(i). & [ A yPeefi B situations where onéeelfollowsimmediatelyupon another
(HHPP). We arestill looking for gameil K I { dé tine&Bee, but for now,we offer the possibility of Doubl&extuples or Triple
Quadruples as theoretical rationalemnd one application associated with PQRsd (i) dProgressPeett ¢ how Pees-on-Partner
work when the two balls of a team sharesiagleteam-clip. Thesean play a significant rola the gameof Peeland ReverseFinally,
we delve into the world of Bombards with a section entittélhen youAbsotively Posilutelylust Complete the Peél

”We have chosen to capitalize tio€€ in Peel throughout.



Chapterll: Facilitating the TriplePeel(TP)

This chaptefocuses ornTriplePeek. The drills and games adesignedo augmenttwo traditionallearning processs: (i)watching
accomplished plasrsrun Triples ither as a spectator or the out playeand (ii)starting practice sessi@irom amissedhit-in and
running Standard obelayedTriples until, hopefully,they become routine.

0 m a X A Peglag Drills Thesedrills areour homage to Keith Wyliéor his bookExpert Croguet Tacti@nd to the authors of the
bookBeyond Expert Croquet Tacti@ECT)These referencesletail how theh(10) h(11) andh(12)Peek arise and combine into
Triples that begin Standard, end Straight, and follow all pathgtween.Together they aréour-de-force, but sometimeddifficult
for the uninitiatedto follow. Ourdrills are designed texpeditethe learning procesthrough the book and out on the lawn

Striker starts eacbf the threedrillswith the balls setup for an initialPeelattempt that coincides with its timing in &tandard

Triple From thereStriker runs a break wherein theeelis repeatedS E LISNA Sy OSR €t I GSNJ I YR fdsi SNJ 6 Y2 N
would be the case in actual play if tReelfailedand was retried The drills accomplish this by having Striker repReeke for the

next attempt just after the previous one is completedgardless of the outcomdhe final attempt in each drill coincides with the

last time thePeel(as a StraighPee) can be completed in an actual game and still allow for a traditionabpégf both ballswe

present and recommend that you run these drills in reverse ocdg(12) h(11) and finallyh(10) This order ranks them from
easiest to hardest. ItisalsousefultoM&S R G KS | LILJ AOF 6t S aSOutAazya 2F 28tASQa 0221

0 H Petlor Bust:In this gamesach turn is @eeing turn.Each player has a goal that depends on his skill level. It cemdoenplete
a single peel [at h(12)], two peels [at h(11) and h(12)] or three peels [at h(10), h(11), and Ti{gd)ist three balls entest new
gameas per AC rules but cannot make a haopeel Runningbreaks and peatg becomepossiblewith the entry of the fourth ball
Fora requiredsingle peebtrikerstartsa turnfor h(7) with hisPartnerfor h(12); Fora requireddouble peel Strikestartsa turnfor
h(4) with hisPartnerfor h(11); and for a requiredtriple peel Strikeistartsa turnfor h(1) with hisPartnerfor h(10).If a team fails to
accomplish their assigned peel&)d pegout, then the next team takes ovand can chooseither ball as Striker.He three non-
StrikerBalk remainas positioned on the lawn at the end of the previous turn. Striker can be played from where it was left, or
optionally, with dift-to-baulk if Ops failed before h(7)ith a lift-to-contact if Opps made h(7) but failed beforkb(10), and with a
lift-to-position ifthey madeh(10)but failed to finish.



Chapter Il1:BeyondTPs: New Games with Short Turns

This chapterintroducesfour gameseach haingrelatively short turnsfrom 8 to 35 shotsand each with adifferent Peelng urgeng.
Short is a code word for interactive!

Eachdiscussion o game has three components: Ifistarts with a section on rulei) This is followed by notes and diagrams to
explain goals and strategiefii) Finally, there are references, &nd discussion pavailable narratedrideos of the game&Vethank
all of the players who kindly participatéa making these videos

(2).. Only-Once(usually only 8 shots a tum This game uses the structure of GC, the rules of AC,@and drategies fromAmerican

6-Wicket @6W). Turnsaref A YA G SR (2 NRIj dzS G Ay Zh yiiKTeams oM@ to Bdbr SoMds iy ltakirig urngim y £ &
GC order. Striker scores a point by making the Cwirsdp or byPeeilnganyof the three other balls at it. Once the Curredbop is

made, attention of all balls turns immediately to the next hoop in order. The first team to score 8 points wins. Thpdints are

scored by making dPeeing at CurrertHoops. A team with 6 points is then for the peg. The fwalpoints are earned with peg

outs ¢ one for each ball.

There are three versions the game (i) Basic Balls are marked in 1 ory&rds.Peeb are not requiredbut they canprovide an
important benefitoverjust making a hoogg, If a turn fails or only makes hoops, thére next Striker can playis ballfrom where it
lies2 NJ g A 0K |y 2 bppdenifyld 1J2ciihe gedaltyisposin GC. Rut, if Striker complete$aelduring his turn, then
the lift is not an option(ii) Advanced EachTeamhas a Peeing Requirement which specifies the numbePafet it must complete
within the six points it scores at CurreHbops beforat is eligible to pegut. APeeing Requirement of three is often usedhis
3 YSQa @S NblaPedf (iRher-AdkaBced The option to markin 1 or 4 yards is eliminated.

(2).. Pick thePeel(Precisely2 hoops and Peel¢ 21 shots maximunt The objective of a turn is to score points by running a break
whichbegins with a lifto-position,can last no more than 21 she@ndmust include making twboops(in traditional order) and

completing aPeelat the designatedPeeing-Hoop (PH)Balls can be marked in1 o4k NR&a | G { G NAR { SN&khaére 2 LG A 2 Y
this option can be eliminated in advanced plahe initial StrikeiHoop is chosen before play begiaslvanceaintil the game ends

andd 2rapsArounds from h(12) to h(1) if necessargs hoops are mad&achhoop ©f the 12 is used as the PH, but only once and

only for one single Regular Turn, whethePeelis tried (succeeds or fails) or not. The first PH is picked by the r/y team before k

plays its Opening Tursucceeding PHs are picked at the end of each Regular Turn by théeteang the lawnRegularTurns

proceed in color order (u, r, k, y) with each ball having 3 tdurehg a complete gametherwise AC rules apply.



[ SGGAY3T al ¢ &l yRel & PdMiStodng Turn wifl iRvolvetorde of theedlPatterns of Play: Making two hoops before
the Pee] HHR(2HP) Making one hoop before and one aftire Pee| HPH; Or making two hoops aftée Pee| PHH. Points earned

for a turnare a function of the Pattern usegl point for HHP, 2 for HPH, and 4 for PHH. No pointeameedif Striker fails to
completea Pattern. After a failed turn, the next Striker can, at his option, play his turn at double value (icentRwith HHP,

4 with HPH, and 8 with PHH). However, if a double is invoked, then failaoerplete a patterrduring that turn has consequences

¢ Oppas earn 3 pointsThe winner ighe team with the highest score at the end of B2gularTurns.

(3).. Collect the ClipgAt least2 Peek and no more than 2 hoops21 Shots Maximurj FourrandomlyChoserHoops are available
at the startof eachturn with balls at specified starting locatiorStrikercan beany ball on the lawn and begins a turn with a-dt
position. This gaméimits a turn to running a break of just twawopsduring which Striker must complete at least tWees. Striker
chooses whiclof the ChoserHoops he will make to perpetuate higreak,and whichof the ChoserHoops he will use forlPees. The
rulesalso let Striker determine how (in what order) he wants to progreitis hoops and Peelduring a turn.

¢KS 3J2Ff Aa (ahilenddngbBaaf §INRS SO SLINIE ane fiorcehcEPaelbut laigyAf wibBite clips are
collectedIf Striker collects the clips, then any excess strokestinuation shotsthat are available under AC rules may be used to
completeother Peet @t any hoop on any ba)land/or to peg out one or more balls including Striker, with bonus g@dtled to his
scoreg one point for each of théirst and second bonus events and three each for any otfiee wimer is the team with the most
points (basic + bonus) after a set number of turns for each team.

(4).. Peeland Reversg(Maximum of 4 hoops per turng 35 Shot$: This game follows AC ruldsach team has aingledTeam-Qipé
that starts on If1). Eachturn startswith a lift-to-positionand theability to reset ball@ndingoutside thed | dz3 Y ShoxiignBré
rectangle formed by the line of hoops 1,2,3 &Mt isexpanded by one yard on all sidéstheir gamestarting positionsThe goal
is to be the first team to progreds the pegand peg out both ballseaching a total of 14 points. However, before the fmegs can
occur, a team must complete a specified numbePegt (onPartned ¥ 2 NJ (0 KS ¢ Sualy thedtd satifgitd PT
Requirement Each team is initially assigned a Curren(@®HT) that idrawn randomly from a bag of 12ne for each hoopp start
the game. When accomplisheld, / t ¢ 06 S 02 YSa A&ndthé&t@agh 8raws anbthed GutrehttPT Hoop. The process
continues until the PT requirement is satisfied.

Ateam canReverseg wipe out¢ up tothree DPTsaccumulated byhe otherteam by Peelingeither OppoBalk back througt{in the
reverse direction ofpne ofits DPT. ThisorcesOpposto engage in additiondPeet to meet their PT requiremen teamcan also
Regres$ LILJ2 Q &Clig ddeé hdop with a Leep, or advance either Tedimone hoop with a Peel at the appropriate hoop.



Chapter IV SubstantiallyBeyond: New Games with Fullength Turns

This chaptedescribeghree new games Eactspecifies new roles fdPeeing that are requiredto perpetuate fultlength turrs.

(1).. PEEL CROQUPTadds aPeeing requirement that must be met if a break is to continlrethe standardgame, aPeelmust
take place everg hoops(in the handicapped version @an beevery3 oreven everyl hoops. An optional liftto-baulk starts each
turn. In addition, various failureduring theprevious turn further enhance lifipportunities: Failure tdPeelor make a hoop during a
turn givesOpposa lift-to-position. Making one or more hoops but failingReelgivesthem a lift-to-contact. ThePeeing
requirementis satisfiedn two ways: (iwith adPeek ¢ of Partneror Oppog by Peeing a ball through its next hoop thereby
advancing its clip, or (With adlLeeg ¢ of Partneror Oppog by Peeing a ball back through its last hodperebymovingits clip
backwards.

(2).. AG3BO:This gamdollows AC ruleandasks the question would you prefer to finish a game using only 3dsslsng to

complete aDouble-Peel, or to finish with 4 ballseeking tocomplete a quadrupl®eeP The first two balls startmaAC3BOgame by

playing in as normal. Then thé& Ball has a choice it can enterthe gameor stay out. If the 3 ball stays out, then the®ball must

enter. If the 3! ball enters then the % ball must stay out. This opening createsaane t f G(SIY 66 bhf ¢HdSEYlI caGaz ¢
a baltkkept2 dzii ¢ TheYBT fids @single Hioop¢ h(11) The 1BT has two lift hoogsh(9)andh(11)

A period of 3Ball play ensuesThe BKO must stay out until one of the balls in the game as Sthiges o not coun)l makes the

G ¢ NXMIZFSINE A )ATOdh, o any subsequent turn of the 1BT, the Bié@enter the game, but it is not required to do so.
During the period of &Ball play, running a lifhoop by the Striker of either teaniPées do not couni) givesOppas a lift-to-position.

Only the 2BT can finishe gameduringthe period of3-Ball play. This requires completion of a DouBleelconducted with just

three balls. The 1BT can run an initial break wittaBs making the Triggéfdoop. On any subsequent turn, the 1BT can bring in the
BKOPIay returns to AC rules except that the lift hoops remain as specified, but the consequences of running them returnito norma
AC.With all four balls on the lawn, the 1BT can finish by completing a QuadRgak

(3).. Peeb-Only. This game follows AC rules but does away with making hd&ghteam has a single teailip that bothballscan
advance from h(1) to the pegut the only way tado thisiswith Peek. APee| including é&ScatterPee| clears all deadness and

grants Striker a continuation shandthus the ability to continue break In particular, Striker caReela ball andhen immediately

hit it again. This feature, together with sending pioneers ahéaclitates multiplehoop breaksThe winner is the first team to

reach 13 points, with a single point being scored with eebll & G KS ¢ S YQa pegotlof allygoh-StrikerBaR o0& |



The task at hand is made easier by alloviegh 2y | y & oI f fPartnéror QppdshahddiNalewind<each birn ¢o start

with a newtype of lift ¢ a Lift-to-Boundary Withthe lift, Strikerhas the option tcstart his turn by placing his ball anywhere the

lawnd K& A& tSaa GKFyYy 2N Sljdzk £ G2¢ rodzEX FINR Y{ GINGKS] SNIUE NBLINSB20/3 yI-3ya;
location of the other balls, a Lifbo-Boundary can become a Hib-position, contact, or baulk.

CONCLUSION

Here isone final gamelt is our version of basketball@ | h wHo® iivohingthe sevenf S (i (PEBRINEE (shorter versions, PEELS,
PEELSXR TP, etc.are possible)lt is a good conclusion to any day of croquet, especially with the additiappgrbpriatelibations.

Players take turndefininga gpuzzl€. It must involve at least onBee| no more than two hoops, antbllow AC RulesThepuzzle
makerlays out four ball markersn the lawnso that the puzzle can be replayed by otharsl thenattemptsit himself If he fails,
then he gets aletter¢, andthe next player definea new puzzleHowever, i he succeedshen the other players each take a turn
attempting the puzzlelf they all succeedthen thepuzzle makegets a letterIf one or moreof the othersfail, then eachplayer that
failsgetsaletter. A player accumulating hi®" letter is out of the gameThe game continues until only opdayeris left standing.

Theserulesgpuniske when a puzzle is too difficulr too easy forcing a balance between risk and rewatke essence dPeeing.
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INTRODUCTION

Discussions dPeeing can be confusing. This is partly becath&etopicappeas complicated, at least at firdilush,and partly

because termare often useccolloquially without precise definitions Whatexactlyis a BaclPeeP What is a Loadnd-Hold? Can a
StraightPeelalso be a TransiPeeP What does it mean to completeReeld I FG SNE | LI NI A Odzf | NMh€-2 2 LIK L a
gleé¢ G2 GKS ySEG 2 ypélath@®astyallyegifcat h(s) h{o)iod(18yABkpert players have surmounted

these ambiguities without losingiuchsleep. But even herethe lack of precision makes it difficult to diss new games if an

underlying premisés misunderstood We wrote thischapter toanswerquestions orPeeing thatcause confusioriWe hope you find

it constructive but if not,skip it andet the games begi#

NOTATION
Hoops andPeebk
Wef S aKé adGlyR F2NJ K22LJ YR A -BBpcKY A DT RS E b ihB-HoBpE h(if- I NTN@sE M & { 6 &
but not all of the games in this book h(i)=i. That is, usually the requiremémmake hoops in standard hoapder, but this need
not be the caseWet S & LJ¢ Pedland jyeRan fdeiltb an array Beeing-Hoops, p(j). This allows the most general
statement of the order oPee&. That said, for the most pastie simply identifya Peeing-Hoop by its number.

Functions

QELX AOAGE & 2NJAYLX AOAGE @S { GNR] SN I aaAi SykerBdbaRkhe playSepchN®p idai A Ay &
break. Each ball always has only one of three possible Functionsg R@ceptionBall, V(ix PivotBall, and P(i+1) PioneerBall.

Striker BallAs a convention, euse u as Striker for initial breaks, and Rertnerk as Striker foPeeing turns.

ReceptionBalt R(i) is the $ball used after i) is made. It is typically found on the nqtaying side of the hoop.

8] (Howard)am grateful for comments on a precursor document to this chapter that | received from David Bent, Jenny Clarke, BobakicbEgePlummer.

% Technically the notation should be R[h(i)], etc.



PivotBalt V(i) is the @ ball, used. It can be anywhere on the lawn but traditionally it is positioned to limit the need for bahood
during break play, to facilitate setting a leave, to-aptfor Pees, or to continue a break afterReel

PioneerBalt P(i+1) is the third ball used irB&llbreals® LG A& Yz2ad 2F0Sy LXFOSR 2y (GKS LX) I &)
h(i+1). The PioneeBall can be moved to an Escapall position to facilitate travel to the Pionekloop after aPeelattempt. Here it

is identified as E(i+1))¢ KSNBE a9¢ aillyRa FT2NJ 9a-0RRIBIE GKEMaliR2RSKaARAIGSHEY RKS |
| 2212 GKS GFNRYE¢ K22L) Ay (KS Saol LISo

Identifying the Peeke

Depending upon the circumstances, the ball toRmeed after Striker makes h(i) and before Striker makes h(i+1) can bé'thalll
usedc R(i), as in a Badkeelc in this case th®eelk & RSAONA 6 SR | & Sirophd asNNKcgrithe & bafl Gis&d\E(i), KO A O 3
as in a TransiPeelc in this case thé®eelh & Y| R&-Waylh ¥ ¢ K 0 Ahig+#d)0 FinllyJit éan be thé¥dall usedc P(i+1), as
in a StraightPeelc in this case th®eelh & O2 YLI SGSR 2dza G o SiTNa NEhEfHIJONTh(iéiF) N\Ve Writeth8sé K 0 A b M
4 wWOAZ203 20AZ203 t OAb4#dpe and pidelifeSthBeelni-Robp i A TASE { GNAR 1 SNRA / dzN

Load & Hold (L&H)

A L&H occurs whenever the last ball Striker uses before making a hoop is intentionally mate Pii@tBall or PioneeBalland
not the ReceptiorBall That is, the last ball usdzefore makinga hoop is different than the first ball used after the ho&jor us, a
L&H is a L&H no matter how long it is! And it can be long or short (and is identified as such in this book).

Figures

Most croquet books have figures showistrikerBaltin-hand with the PioneeBall at the CurrertHoop, about tacroquet it to
Receptionwhile Striker goes to positioil®©ur approach idifferent. Figures in this bookhow Striker in position tanake his current
hoop, h(i). This allowthe balls atR(i), V(i), and P(i+1) to have reached their positions in any order facilitated by a L&H during play
from the previous hoop, 1) or from the start of a turnWedo this because L&Hs are part and parcedtionew games.

0 This notation may seem cumbersome at first, but it is intentionally precise, and with use, it becomes natural and liberating.
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HOOP, HOOPEEIO d H I t € 0

Involved in a 4all break? Have two hoops to spare? Want to compleealof any kind Back,Transit, or Straight? Then, know it
or not, invariablyyouwill proceedHOORHOORPEEIor whatwe call,2HP. Striker:

) Makes the CurrerHOOR h(i). Then, Striker deviates from his break to send one or two balls tBebing-Hoop while
Striker proceeds to his NeltOOP.

(i) Makes the NexHOOR h(i+1). Then Striker establishes a future pioneer at h(i+3), unless this is-Bd&dakhile going
back to thePeelng-Hoop. There, if appropriate, he adjusts balls: none are adjusted forBaek one (thePeeke) is
adjusted for TransiPees, and two (an OpponerBall and therPeeke) are adjusted for StraigiRees.

(i) Finally, Striker attempts thEEELand returns to his break at h(i+2) with an EscBadior a RoHPeelto the PioneerBall.
In the case of a BadRee| he establishes a future pioneer at h(i+3) while returning to the break at h(i+2).

There are three variations @HP. They are distinguished by the rBleeke plays just after the NetfOOP has been madePiéeke
is Pivot then it is a Trandiee| if Peeke is Reception then it is a Baeke| and ifPeeke is Pioneer then it is a Straigiheel

While not standardr recommendedractice, it turns out thagll Pees can be accomplished as Trafdges, which makes it the
UniversalPeeing ProcedureWe start by describing the procedure used for Trati3#es and then alter it:

) For BackPeet: To increase the safety of the break, while decreasing the likelihood of a sucdessful

(i) For StraightPees: To increase the likelihood of a success of lee| while decreasing the safety of the break.

TransitPeek: WherePeeke is the Pivot | £ f Y -0a20é Ol EF6Paekv  f

Suppose Strikgik) is in position at his CurreiifOOP. His mission isReela ball at thePeeing-Hoop as quickly as possible while
responsiblymaintaining the break. The CurreRtOOP can be any on the lawn as long as it is early enough in the break to allow two
hoopsto be madebefore thePeel Peeke can be any one of the other three balls, and Bezing-Hoop can be any hoop on the

lawn. In the example belowye chosehe CurrentHOORo beh(1),Peeke isPartner(u) and that thePeeling-Hoop is h(12)We

11



then switch to h(5) as thPeeing-Hoop. The h(12) and h(Peet flow inopposite directions through the same physical hoop. Both
are studied to show just how consequential the direction of Peelcan be.

There are six possible starting positions that account for any ordering of th&tridkerBalk, in their three functionsR(1), V(1),
and P(2). These are shownHmures NP.& NP.6 Thesecollapse into three, eitherHigures NP.1, NP.2 and NFo8 (Figures NP.4,
NP.5 and NP)Gxcept for games where ball color matters (see separate boolColor Order Association Crogdeivhere all six are
relevant. Striker can follo@HP from each of these starting points.

Starting Positions

NP.1¢ h(1) NP.2¢ h(1) NR;3(1) NP.4¢ h(1) NP.5¢ h(1) NP.6¢ h(1)
Details of a 2HP TransReelUsing an EscapBall¢ When thePeelng Hoop is h(12) and the Current Hoop is h(1)

The First HOOP Striker makes his CurrettOOP, h(1)and then send®eeke (u) to thePeeing-Hoop, h(12). Striker also sends an
OppoBall to be the EscapBall to h(3) fronh(12) E(3,12).Th@eeke and the EscapBall can be sent in either order for this, an
initial/single Pee| but the Escap®all isalwayssent first in the context of a continuous serie2bfPPeelsdbecausaPeeke will be at
the lastPeelingHoopand not availableas ReceptiofBallat the CurrentHOOP

Just before making the NextOOP, h(2) here, Striker will be in position at the hoop with the other @Badloas R(i+1), which can be
rory. Itis shown asy Figure NP.7

12



It is relatively easy to send two balls to dPgeing-Hoop if thePeeke is the ReceptioBall, R(1), or the Pivdall, V(1), as shown in
Figures NP.1, NP.2, NP4NP.5 It is also possible to serieeke to thePeeing-Hoop whenPeeke starts as the Pionedall at the
NextHOOP. Considéiigures NP.andNP.6where u is P(2Eigure NP.¢an be reached in one of two ways:

) Baltto-Ball k makes h(1) and goes to the RecepiiRall, R(1). k sends it to be the Esclad! to h(3) fromh(12) the
Peeing-Hoop, E(3,12), as k goes to the PionBall P(2), u. k sends u Reelposition at thePeeing-Hoop going to Pivet
Ball, V(1). k rushes the ball at V(1) to P(2), and then croquets it to R(2) as k goes to positioroat h(2).

(i) Loadand-Hold (L&H) k makes h(1) and goes to R(1). k sends R(1) to either R(2) or E(3,12) going to V(1). k sends V(1) to
the other spot not taken by the first ball and goesReeke at P(2). Then, with a L&H, k sends P(2) to V(3,12), that is, to
Peelpostion at thePeeing-Hoop, where it will be used as the second ball (V) to be played after theH@®HP is made.

These ways of progressing have sialkd should be avoided if tHeeelcan be delayed one or more hoops. But there are games
GKSNBE (KS@ |INB dzaSTdzZ 2N ySOSaal N X

Peelat h(12) Peelat h(5)

EscapeBall completedeel EscapeBall Reib-Pioneer completedeel
W‘O n . ne: ne ® (0

i i i i i

O ® (o

e m m o W ~
T n -~ o 9 m o n ™ o n ™ n
NP.7¢ h(2) NR; &(3) -9 NK2) NP.t0(2) NP.£h(3)

The Second HOQfStriker Makes the NextOOPFromFEigure NP.7k makes h(2), sends y from R(2) to P(4) as k goesAitthis
point, u is the PivoBallfor h(2)and simultaneously theeke at h(12) V(2,12).
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ThePEEI Striker adjust$eeke (u), attempts thd’ee| and escapes with r to h(Figure NP.8The direction of thé&a(12)}Peelwas
G gl e&é FTNRBY (GKS ONBIF{1Z | ¢l ecredtetiherneddohab BEseaallKk o0 Ay GKAA& Ol 4S3

How difficult is using an EscaBall? There is a croquetsaying¢ ¢ 2 o £ £ & (2 3 S (i RdnNStebtlplayers willluset A 2y S S|
one ball of the paifof misplaced ballgp generate a gooddDoll\€) rush on the other to the Pionedioop. Notably, in normal break

play, the balls can be used in either order. However, in the Tr&estat h(12)just outlined, where u and r define the pair, the balls

are usel in a particular order, u before r, if thHeeelis to be attemptedt. From this perspectivé2eeing is more difficult than

traditional break play when there is a misplaced pioneer.

Details of a TransiPeelusing a RotPeel¢ When thePeelng Hoop is h(} and the Current Hoop is h(1)

Starting again from any &figures NP.& NP.6 the goal now is t®eelu at h(5), where thalirection of thisPeelA & G2 6 NRé KO C
k can proceed in one of two waysi) with an Escap®all, or (ii) with a RePeel

) EscapeBall FromFigures NP.& NP6 to Figure NP.9Here u is sent t€eelposition, now at h(5), and r is sent to Escape
Ball position to h(3) from h(%) E(3,5). Then, progressing Eigure NP.11is the same as it was for tig€12)Peelc
k makes h(2), sends y from R(2) to P(4), going tdPeek u and escapes with r to h(3). Or,

(i) Normal PioneerFromFigures NP.& NP6 to Figure NP.10Here u is sent t®eelposition and r is sent to P(3). Now to
get to Figure NP.11k makes h(2), sends y from R(2) to P(4) going to u. k adjusts u, affé&ll going to r at h(3).

How difficult is this RolPeel'?? There imnother croquet saying éPeeing is running a Ball break while putting a misplaced pivot
ol ff OKNRdAzZAK A (i aTh&3B4dl bidak dspedt ¢f A RaleélGan lielseed b mentally stringing togettiégures N,
NP.10andNP.11 k is alternating y and r dise pioneer at odd and even hoops while u, tReotBall, is beingPeeed along the way.

1 There are games where the Peel must be done at a particular time but in Traditional AC, Striker can abort a Peel attémptassary, rush Peelee to the
next hoop instead of using thariginalEscapeBall.

LegSasS tSSta y2¢ 38ShHhaé (1KBa WRVER 47 W etERiK abwyS a/pRssibility, done thoughtfully Rediels can be easier to

execute and are often more effective than using EseBalls. Increasingly, better players aging a continuum of positions for the ball they will use to get to

position at their next hoop. At one end is an old fashion Es&saik close to the Peelidgoop, and at the other is a ball in the perfect pioneer position at their

NextHoop. Inthemiddd | NB aNBY20GS LI 2y SS NRE-Ball positioniand Biohe@r $ésitian SThedosafioh cah bedby intSht/necessity. An

excellent discussion of remote pioneers can be founBegond Expert Croquet Tacics 6 ¢ KS { SEGdzLX S t SSf ¢ w26 SNI Cdzf F2NR
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Characteristics of TransiPeeb

) Operate in 2hoop cycleg2HP) each independent of the next. This means that Striker will know the result ¢td¢bé
before starting the next cycle, allowing Striker to progress to the Rexlor repeat the last one if it failed.

(i) Can start from any hoop and be used to completeelat any hoop.
(i) Allow an adjustment on theeke just before thePeel
(iv)  Require no more than one additional ruglthe escape; to rejoin the break.

If Partneristhe Peeke, then during a series of TranBiees, the OppeBall at each CurreAttOOP (call it r) will be the Escapall or
PioneerBall as the break is rejoined, while the otl@ppment (call it y) will be a traditional Pione8all at each NextiOOP.

2HP TransiPeet can be used for multipleees on one ball, oftefPartner But, in addition, they can be used: (i) Heelan
OppoBall, and (ii) T&eeldifferent balls.

From Transit to Bacleels In Figure NP.1 is for h(2) and u is for h(10). Thds positions can arise in various ways. For our
purposes, what is important is that both Opjgalls are at h(3Y.

Figure NP.12Non-Standard PlayStriker could proceed by having k make his Curi¢@®OP, h(2), going to u. Then k can rush and
croquet u from R(2) to Pivadall position in its role aBeeke, V(3,10) as k goes to r or y. k sends one of them (y) to be the Escape
Ball, E(4,10) while using the other (r) as P(3). k croquets r to R(3) and goes to positionFagm@INP.13

This way of proceeding has all four balls around Ik8as started a 2HP Tranéteel

Figure NP.13 makes his NexiOOP, h(3), going to r. k sends r to from R(3) to P(5) going to u. k adjastsu)+h(4), going to vy,
followed by rushing (escaping with) y to P(4). k sends y to R(4) as k goes to positionFaghfd)NP.14The TranstPeel is finished

BhyS gte GKAa OFy KIFLILISY Aa AT hLIkRa G118 GKS dakKz2 NEfordikRaftrier k- ARdihSrislafter NXzy &
a HogarRoll if y shoots at u/k and misses into c4.
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h(10)as a TransiPeelq u is V(3) h(10)as a BackPeelc u is R(3)

NP.12¢ h(2) NP.t3(3) NP.Xzh(4) NPAB(2) NP.&61(3) NP.th(4)

BackPeels

Figure NP.15Standard PracticeTraditionally, k makes h(2) amdshes u toward h(3sendngu from R(2) to R(3,10) going to y.
With a short L&H, k sends y to V(3) as k goes to position atf¢Bye NP.16

Figure NP.16k makes h(3) and roquets u. TheRdes u Ah(3), going to y. k rushes and croquets y to h(5), as k goes to r. k croquets
r to R(4) going to position at h(&igure NP.17

When Strikerk,Pees u ath(10)A-h(3), he gives up the ability to adjust u before attemptingRleelbut gets a true pioneer at h(4) in
return, rather than an Escagall that must be rushed to(4). If thePeelfails or cannot be done, then u is left néét0)to be
Peeéd later, often Wh(6).Weagree that getting then(10)PeelR 2 y S-( & ¥ $h3Y}, is beneficial but not necessary in traditional
play, while maintaining the break is essential. But in other games discussed in this book, this logic may no longer lrotd true
example, irPeelCroquet it may be necessary for k to compleRealbefore making h(4) or have his turn end. In this case the
TransitPeelapproach will have a higheuscess rate, at least for tHeee] and should be part of your repertoire.
So, just what is a BaeReel? A BackPeelis a2HPPeelattempt where:

0] ThePeeing-Hoop and the NexHoopare physically the same but runapposite directions, and

(i)  ThePeeke is the ReceptioBall at the NexHoop
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Striker makes his CurreitOOPand then send®eeke to be the ReceptieBall at his NexHoop which, depending on the quality
of the shot, may or may not also Beetposition. Striker makes the NektOOPand roquetsPeeke, rarely having aapportunity to
improvePeeS S Q& LIPaesbERNAY @RERGAZ2Y | ff26a AGXE PEESY {GNRATSNI FdaGSYLI acx

The eleven possible BaBleelOf A LJ LI2aAGA2ya NBE fA&ZGSR 0SSt 206 ®-HO®MNd thd S¥dprid y dzY 6 S
is thePeeing-Hoop. Some of these pairings are well known: [2,10] and [5,11] are(t@®andh(11)BackPees of aStandard
Triple [1,7] is theh(7)Peelof a Sextuple and [3,9] is th€9) Peelof a Quad. The rest can occur in variouswfnew games.

[1, 7], [2,10], [3, 9], [4, 12], [5, 11] [6, 2], [7, 1], [8, 4], [9, 3], [10, 6], and [11,5].

GenericallythesePeef are doneimmediatelyd ! ftér-StrikeQ ldoop. SpecificallyStriker makes his hoop, roquets the RecepiRxill
on the nonplaying side and theRees itbackthru, in the reverse direction of G NA | SNRa | a0 K2Reklz KSy OS

However, here are two other classes 8§{ G NA { SRée& | 2 2 LJ
(i) Peeing the Reception | £ £ | (i hodpNdefe S&lRe&eptioBali rieeds to be near ongrightor the other just

before Striker makes his hoop. Immediately aftesiking the hoostriker rushes the ReceptieBall,Peeke, toPeel
position on the playing side of the hoop and completes®eel This is sometimes called a posthumdresel

(i) Peeingthe Reception I £ £ 4 I K22 LJ 2 KAS BX¥anipk coyhestiaiDeldyedMiplewBehelPéele& 2 2 LJ
often ends up as the Pioneat h(8). Coming out oh(8), Striker will uséPeeke as R(8wndcanrush itto h(11)for an
immediatePeell 0 G SYLII ® ¢ KA a -KioaRa@lgy raquireSaNantasticidSh diekeke to thePeeing-hoop to
be successful, whered&eeke in a true Backeelis not often in a position to be rushed to anywherseful 14

Risky TransiPeeb

If your break development permits, each Bdekelcan be attempted one hoop earlier as a Traigel In this case, followingHP,

Striker makes his Currettooph(i), sends two balls to thBeelng-Hoop, as he continues his break by going to the NHROP. After

that hoop [h(i+1)] is made, Striker ventures to tReeing-Hoop, attempts theéPee] and escapes to h(i+2). The trouble is that h(i+2)

is thePeeingHoop andPeeBE S Ol y o6 f 201 { G NA { S NI &or dcathan®d avaideadof trii F2 NOA Yy 3 | 2 d2)

Y There are easier rushes.g. when attempting to peel h(12)-A(9) or h(10) A(4), the latter of which helpfully changes the triple from delayed to standard.
17



h(10)Peekd W:h(3) h(9) Peeked W-h(4)

NP.18c h(1) NP.19¢c h(2) NP.2(0h(3) NPQH(2) NP.2(3) NP.231(4)

LG Aa 6AGK GKA& 02y OBeelginkhis positioyi R a ribtrious O & vihighsofen ead® td dsaskers and rarely
paysdividends ® h ¥ O2dzNESX KS A& N IA axEeptivrdatisesivBen lydu &eeind aN@pgode 6all, | OF @S
because an earlipeelof 4b may enable you to do moRee$ on youiPartnerballé, Wylie, Page 12.

We would like to offer an additionataveat one based upon thPeelbeing inward or outwardEigures NP.18, NP.19, and NP.20

illustrate theh(10)PeelW-h(3), whileFigures NP.21, NP.22 and NHIRBtrate theh(9) PeelW-h(4). Both can fail iPeeke blocks

h(i+2), but geography suggests that failurdngt0)A & Y2 NB A1 St & 0 Pert dza B G KRekby Wagiwhid 820 ¢ I NR
Striker can proceed full bore &a(9)60 SOl dza S ( KAReetASa |y dGAYy 6| NR

StraightPeeb

The final2HP offering is the Straighteetb | SNB { (i NdtheSNNBA | & NP erlazbEyNGrt distafice because Striker is
returning to the hoop he isaté¢ the Peeing-Hoop! StrikerPees first and then makes this hoop, but, in this process, Striker has a
choice: he can havieeeke be the PiveBall¢ making this a TransPeel where strikeattemptsthe Peeland then immediately
roquets thePioneerBallbefore approaching the hoop, or a StraigPeel where strikeattempts thePeeland thenimmediately
makes the hoop

15 A similar analysis appliés the h(7) Peel Wh(2) that can be part of a sextuple.

18



In Figure NP.24k is for h(4) and seeks Reelu at h(6). As described above, k has two ways to proceed:

® As a TransiPeel k makes h(4), the CurrefOOP. k sends u from R(4) to V(5,6), towReding position at h(6). k sends
r from V(4) to h(6) as an EscaBall, E(6,6), as k goes to y. k sends y from P(5) to R(5) as k goes to positiorEauréb),
NP.25 k makes h(5), the NeXtOOP and sends y to P(7) as k goes to u in his role as V(5,6). k adjusts u &sethen
going to r. k rushes r back to P(6) and sets up to make Fi(f)re NP.26

This method is rarely usells possible benefitis that ifteeel¥ F Af & | yR dz of 2014 1 Qa

LI 6K G2 GKS
bombard u out of the way or into the jaws, clearing the way for k or allowing k to attempt a jutmgdfgump.

Start h(6) as a Traesit h(6) as a StraighPeel

NP.24c h(4) NP@B(5) NP.261(6) NP(5) NP.28c h(6)

(i) As a StraighPeel'®: k makes h(4), the CurretfOOP. This time k sends u from R(4) to P(6,6), idedtlgeiposition at
h(6). Then k sends r from V(4) to V(5) as k goes to y. k sends y from P(5) to R(5) as k goes to positieiyaten 8}, 2.7
k makes h(5), the NeSHHOOP. k sends y to P(7) as k goes to r in his role as V(5). k uses r to obtain a rush on u. k rushes u

to Peelposition and therPees u, having k follow in the same stroké y dGRe®RX 2MNJ K gAy 3 1 aSid dzLd
his continuation shotEigure NP.28

This is the standard way to proceed. k has the benefit of using both-Bpfi®to gain a rush dheeke tothe Peeling-Hoop.

%1n a StraighPeel, Striker manufactures an adjustment on Peelee, whereas, in aPBatkStriker gives up control of any adjustment on Peelee.
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Jawsing

¢CKSNBE Aa | y2iK&ENSing KReelis ditBrias gobd@ad cpripketing it, and sometimes betiéin general, aew
TransitPeelcan follow gpreviouslyjawsed TransiPee| or a jawsed BacRee| without slowing down thHP process. That said, it
is important to remember that havingeeke in the jaws is always a constraint because it restdeterminesthe directionPeeke
will travel following a RusPeel

u jawsed sgt for h(2)Peel completed h(2)Peel ok if jawsed h(12) no go if jawsed h(5)
° _ o _ _
n n n e
n ° n n n 1
no n
i ] ] i i
)
®
o O i o ’: - e O i O
°
NP.29¢ h(3) NPc3q4) NP.8h(5) NR;3%4) NPQ3(5)

ConsidefFigure NP.29Without further information, this could be the result of a jawdeeelafter an h(12) attempt or after an h(5)
FGGSYLIi® Ly SAlGKSN Ol RefirgHdo®is M2 Fallamn@HR, & Bould likd tdimaketa@) with,Esénd r and
u to h(2), going to y at h(4kigure NP.30Then k makes h(4) with y, sends y to h(6), going to u. k adjusBBestdu and escapes to
h(5) with r,Figure NP.31Can this get done? The answer depends on the direction d?¢ied

k can complete thé(12)Peelwith a rush ending with k baih-hand on u in a position like that shownkigure NP.32Then a good
croquet shot will send u towarBeelposition at h(2), with k going to y at h(4). But the completion of the R{tghPeeloften does
not offer as auspicious an ending. Unless u is rushed rdttii6)allowingfor a thick takeoff (or a difficult passoll) that sends u to
h(2) and k to h(4), k will be forced to leave u where he is at the end of the rush andftddeck to y at h(4)zigure NP.33The point
is, jawsing does not always lead to a good or even a neutral outcome.

17 Jawsing a Peel and then finishing it as a FReskl after the next hoop virtually guarantees that Peelee will make it through the Pé#iog sufficiently far
to simplify the followon croquet shot. But completing the Peel (not jawsing) can be problenfifdeelee barely squeaks through the Peekimpp, as can
KFELIISY Fd Komm0O 2N KomMno® ¢KRedls. ARSYGAFTFASE (GKS ao0SGGSNE alLlSOG 2F wdzaAK
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Generally, a jawsed Baéleelis easy to deal witiPeelee was the ReceptidBall d the time of thePeelattempt. After the jawsing,
Striker goes off and makes his next Hoop and can then go back to the jawsed bdlerRiwot, leaving another ball available as
Pioneer to facilitate the break. What started as a BRelelmorphs intoa TransiPeel

A jawsed StraighPeelpresents more of a challenge. After all, Striker needs to make the hoop that is jawsed in order to continue his
break.Here are three solutions: (B successfllalf-jump can save the day irRAT but noin American Six Wicke(ii) Atraditional

full jump can save the break in both gan{psovided Striker does not go out of bounds in A6Wi) And, in particular uwth a jawsed
Straighth(12)Pee] it maybe possible to have Striker jump and scb(&2)and then use one of th®ppoballs to bombardPeeke
throughh(12) After that,StrikercanrushPeeke around the hoop and pegut for the win?g,

In some othe new games, when faced with a jawsed Straigkel[often not ath(12) it may be sufficient to jumpo make the
hoop tocontinue the breakandthen come back and to do thRushPeelf | G4 SNE G L2 &G Kdzy2 dzaf & o¢

Repeating a Faileéeel

A completed 2HP cycle leaves Striker ready to start another one that can be forReesw for a redo of a faile@®eel In the
abstract, it will take a full 2HP cycle, two hoops, to arrange and attempt theRes{tBut approximately 50% of the time a failed
Peelcan be redone in just one hoop. For this to happen, the redo must be possibRa@EPzel*°.

ConsiderFigure NP.34lt shows the result of a failg@eelattempt ath(12) with k escapingto 180 ¢ A G K NJP C2 NI dzA ( 2 dza €
is h@) which can accommodate a RBlkkelredo: k makes &), sends r to ) going to u, adjusts u tBeelposition, and RolPees
u going to y at P and then k setsip to make M), Figure NP.3%°. This redo consumed only one hoop.

Now consideFigure NP.36lt shows the result of a faild@leelattempt at h(10)on uwithkSa O LAYy 3 G2 KoOéTt0 SAGK N
h(8) but the direction of the redo at h(10) does not allow a{Rek| an Escap®all is required. k makes h(7), sends r to E(9,10)
going to u. k adjust u, takes off to y and ends in position to make Fi@@)re NP.37k makes h(8), sends ywtard h(10) going to u.

18 This tactic is described by Paddy ChapnBC Tpage 66.
1t is helpful if Peelee remains in the vicinity of the Peelituppp when the Peel failed. But it is not manditory as there will be time for an adjustment.

201f u had bounced off of h@) on the initial attempt and was far from the hoop, then k might not be successful adjusting u to Peel position and ntay have
wait another hoop for the attempt.
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k adjusts andPeet u, and then k escapes with r to get to h@pure NP.38This redo took 2 hoopsa full 2HP cycle.

Retry with a RollPeel Retry using an Escaggall
Peelfails at h(12)  Peelsucceeds h(12) Peelfails at h(10) Balls sent to h(10)Peelsucceeds h(10)
° - ° . - (o}
n n ® Oul LI 0 ) n ol
n ® n n I n
i i i i i
. . % e ot s . e
NP.34¢ h(7) NP .@8(8) NP 13E) NP.8'h(8) NP.8$(9)

InsuranceBalls

Figure NP.3%& drawn from Sextuple play. k is for h(6) having just completedit@ePee| W-h(6). k makes h(6his CurrertHOOP,
to start a2HP,h(10), TransitPeelattempt, W-h(8). k sends r and u to h(10) as he goes to y and then position at liiguie NP.40
Striker stops and considers his options. k would like to make h(7), theHN@®P, send y to h(9) as k goe& {b0) attempt the
Peel| and then escape th(8)with r, Figure NP.4.1Success here could be followed by a Delayedble finish.

However, the positions of u and r ifigure NP.4@nhay not be optimal and could raise doubts about ti{&0)Peelgetting done on
the desired schedule. If the strategy outlined above fails, then k would bleasdt two hoops and would be forced to finish with a
StraightTriple. k seeks a way to limit the potential damage to just one hoop. He decides to send yasdEscap®all to

h(1I0E | & |y - dLEyE&EdaNd | ySO Pdely\-heB)i dr fiefcan &ldaBsimpiyessition u, which would facilitate the coming
Peelattempt W-h(9), and also aid the immediate rush on mi@).

The result of this InsuraneBall strategy is shown irigure NP.42From here k makes h(8), sends r towh(d0), as he goes to u.

k adjusts andPees u, Wh(9), as k escapes to h(9) withiygure NP.43Not shown, but from here k has one more shot at a Delayed
Double, or he will be into a Straigbouble.

22



Start u and r poorly placed wishful thinking y as insurance BalL0)W-h(9)

NP.39¢ h(6) NP.4th(7) NP.¢h(8) NP.¢R(9) NP.43(8)

Insurance is never free! Here the cost is the need to rush y to h(9) when it might not have been needegigsrpedP .41,

Starting a 24 2HP Cycle in the Midst of the s the middle of a 2HP Tran$leelattempt, that is, as Striker is about to make his
NextHOOP, he may conclude that the position®etke and the EscapBall are such that thPeelis unlikely to succeed. As
described above, Striker can try to limit a potentidd@p damage t@ singlehoop by sending an Insuran@&all. Another way to
think of this is thatin the middle of one ongoing HHP cycle, Striker starts another where hisHGRP in the first cycle is treated
as his CurrerHOOP in the second. Again, two balls are sent tdPeing-Hoop and Striker makes his now NéKDOP with the
EscapeBall already at thé€eelng-Hoop. This iHP operating with a misplaced NeAOOP Pioneer.

Wylie Peek
Wylie (page 45) suggests using a L&H to attempt to limit the cost of a Releltb only one hoopWe will show how this strategy

works in the context of a Trandieelof h(12)W-h(9). Other relevanOppatunities for a WyliePeelincludeh(10), if it will fail
W-h(6), andh(12), if it will fail Wh(8).

211f the Peel had been at h(3) instead of h(10), then it could have been done asReRbdliminating the need for an InsurarBall.
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Start Send u and r to h(12) Iiitsks! Traditional Wylie

NP.44c h(7) NP.45(8) NP.461(8)+ NP.47h(9) NP.481(9)

In Figure NP.44k has jusPeekd u ath(11) senty to P(8), and is set to make h(7) with r as R(®@@al is toPeelu ath(12)W-h(9).

So, k sends r to E(9,12), or to P(9) if he prefdtsléPee| and u toPeelposition ath(12), as V(8,12), as k goes to y as P(8). Then

k setsup to make h(8)Eigure NP.45n doing this, suppose u ends up ouRafelposition, a little too far to the east. k makes h(8)

YR aSyRa & (G2 o6S tomno 3I2Ay3 (G2 dzd 1 Q& Ayl Bebljositioh.a (G2 SyR (2
Unfortunately, k ends up on the wrong side of to its west,Figure NP.46How should k proceed?

The traditional response is shownhkigure NP.4.7k gives up on thBeelattempt and escapes to h(9) withThe nexth(12)Peel
opportunity will be W-h(11), after kmakestwo extra hoopsbut in FAC players usually choose to do the Peeb&@raight-Peel,

Sh(12)2 8f ASQa adza3aSailA FEigureNP.AB th IR @ Gih Arid ¥rauet INE® R(9,12) going to r. Then, with a short
L&H, k sends r to V(9) as k goes to position at Ff{§ure NP.48~rom here (not shown) k can make h(9) and go to u. k can rush u to
h(12), and attempt thePeelas k goes to r. This play is similar to kfg1)PeelA-h(8) from the section on BadRees. If it succeeds,

then one hoop is saved. If it fails, then the loss is limited to two hoops.
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Either-Or Peek 22

Start Expecting Failure Expecting to Expedite Dealing with Bailirey with Success
O : . o

n @ O Lk @ O ° ) @ 0 . O@ O n ° O
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i i i i i
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ol L n -~ n -~ n - = ey =
NP.49¢ h(5) NR,.8(5)+ NP &h(5)+ NR.625) NP &B(6)

In Figure NP.49 has started a TransReelat h(10)by sending u and r tb(10)with k now ready to make his NekOOP, h(5), and

will then proceed with thePeelattempt. In viewing his situation, k may be concerned that the positions of u and r are such that the
Peelis likely to fail. In this case, k could serasyan InsuranceBall, an extra Escaggall, now directed to h(7), as shownHkigure

NP.50 On the other hand, k may be optimistic, so much so that he wants to set up to th{ttigPeelone hoop later, Wh(7). In

this case, k could position y as an EseBp# fromh(11)to h(7),Figure NP.51In either case, k risks being wrong and will need to
attempt the Peelwithout knowingif his choice for y was correct.

Here is another way to proceel.involves a L&Hfter the result of thePeelis known FromFEigure NP.49 is sent from R(5) to R(6)
as k goes to u which is V(5,10). k attemptsBeeland knows its resulas he goes to r which is E(6,10). If Bexelhas failedthen,
with the L&H, k will send r to be the Escapall to h(7) fromh(10) E(7,10), as k holds for position at h(6), as shoviigare NP.52
Here u is V(6,10), the PivBiall waiting to bd?eekd ath(10) If thePeelhassucceeeéd then, with the L&H, k sends r to be the
EscapeBall to h(7) fromh(11) E(7,11), as k again holds for position at HE@&ure NP.53Here u is V(6,11), the PivBall/Peeke at
h(11)?3 Following the EitheOr strategy k can have his cake and eat it,tabthe cost of a L&H

222§ OFtt GHMNE HYSdo nBIOINIES (KS o ditiefbackiza BePediiiodp Sr as an esbapelitony theonéxt ReSigoip.
We first came across it in the contextair gameColor Order A@here this particular type of L&H is often used.

2 f the Peel jawses, k can send r to P(7) with a short L&H. Yet another example of the L&H allowing maximum flexibility
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HOOPPEELHP)
Mechanics
Making two hoops in the process of completinBee| 2HP, is th&eelng norm. But sometimes 2HP is not fast enough. Here,
players turn to a faster process, making only one hoop betweess ¢ HOOPPEEID ¢ | % ¥Wéshow the mechanics of HP in the
next three panels. In each case, k runs a break from h(1) to h(4eeklPartner (uthree times along the way. The panels have
different PeelingHoops forcing Striker to involve Rélleel, Escap®alls, or the option of either.

RollPeek: In the panel below, th&eelingHoops are h(5), h(6), and h(7). They were chosen to allow, but not requiré el

Optional RoltPeek: Peelng-Hoops at h(5), h(6), and h(7)

NP.54c h(1) NP.55¢ h(2) NP.56¢ h(3) NP.57- h(4)

Figure NP.54k makes h(1) and goes toy. k sends y from R(1) to P(3) going to u. k rushes RdeitiggHoop, h(5), k RoPees
u going to r at h(2). k sends r from P(2) to R(2) as k goes to position &ib(@g NP.55

Figure NP.55 makes h(2) and goes to r. k sends r from R(2) to P(4) going to u. k rushes BéeitigeHoop, h(6), k RePees
u going to y at h(3). k sends y from P(3) to R(3) as k goes to position &titnid, NP.56

24 One way to think of HP is that it is 2HP with a new Peeling cycle started after each hoop rather than after every other hoop.
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Figure NP.56k makes h(3) and goes to y. k sends y from R(3) to P(5) going to u. k rushes ReaelitngHoop h(7), k RolPees
u going to r at h(4). k sends r from P(4) to R(4) as k goes to position &ig#ge NP.57

Optional Escapéeek: In the panel below\We show, withoutfull details, the obvious: it is always possible to use Es&siks in lieu
of RoltPeek. Compare the resultgigures NP.54 NP.57¢ based orRollPeek, andFigureNP.58¢ NP.61¢ based on EscapBalls.

Optional Escapéeek: Peelng-Hoops at h(5), h(6), and h(7)

) '@. . n o O ol n )
L UUC n o n
{ { { {
(o)
= o e W W wo
: m m - oli
NP.58¢ h(1) NP.§N(2) NP.€h(3) NP.61(4)

Mandatory Escapéeek: In the next panel of figureshownbelow, k again runs a break from h(1) to h(4) and complteee
Peek. This time thdees are at h{2), h(11) and h(D). EacHPeelrequires an EscapBall?®.

Figure NP.62 makes h(1) and goes toy. k sends y from R(1) to E(3,6) as k goes to u. k rushe®adimtHdoop, h(12). IPees
u going to r and escapes with r to h(2). k sends r from P(2) to R(2) as k goes to positionFagim@NP.6.3

Figure NP.63 makes h(2) and goes to r. k sends r from R(2) to E(4,10) as k goes to u. k rushesaeentheoop, h(11). IPeeb
u going to y and escapes with y to h(3). k sends y from P(3) to R(3) as k goes to positiorané3NP.64

Figure NP.64k makes h(3) and goes to y. k sends y from R(3) to P(5) as k goes to u. k rushedeadtirtgeloop h(10). kPeeb
u going to r and escapes with r to h(4). k sends r from P(4) to R(4) as k goes to positionFagun@NP.65

25 5ome readers may findig2 NRSNJ 2 F i K SThete $n&ytbéa tradlidhaNdxkr yodRedisbut there isno pre-ordained order.
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EscapePeek: Peelng-Hoops at h(12), h(11), and h(10)

. . . ° o
n ) ee (1] - n- )
L M o ; i
i i { i
*O . m n o ~ éﬂ n ~ m n ~ @ !
. n
NP.62¢ h(1) NP.&31(2) NP.&h(3) NP.65(4)

Starting a Series of HP Peels

The execution of Peels ihe three previous panels of figures followed the sgpagtern: Striker made h(igand went to an Oppd3all
at Reception. Oppo was setat be the Escap®all at theNextPeelingHoop(or to Pioneeras Striker went tdPeelee (the 2 ball
used, the PiveBall). Peelee wasishedto the PeelingHoop, the Peel attempted, and Striker escaped to h(i+1).

While thispattern is theHPnorm, one interesting variatioecomes when a 2HPeel is completed as a BaEleel [Al)]. Here Peelee is
the ReceptiorBalland not the PivoBall Immediately after thdeel, Striker can send the Piv@all to the NextPeelingHoop to

start an HReycle as Striker goes to his Nékbop. That hoop imade,and Striker can now follow HP. Thktsucture is seen in the SxP
when the h(7) Peel is completedh42). Striker can send dfscapeBallto h(8) as he goes to h(3).dlsohasuse inTriple or Bust

If Striker carPeelh(10) Ah(3), then the EscapBall can be sent to E(11,5) for an HP atteafper h(4)and an early finish.

When HP Fails
Things go awry ia series oHPpeelsin the same way thegan in2HPpeels¢ a Peelcan jaws or fajlbut the damage is more severe.
Jawsing in HANn 2HP a good croquet shot after a rush peel allows Striker to carry on as if nothing hajgpenslbwing down of
the Peeling processhé&re are six special cases whéhes is also true in HPthese are wen a jawsedPeeke can beRushPeekd
toward the Next-Peelng-Hoop and then thaPeelimmediately attemptedWe list these possibilities as pairs of numbers where the

first identifies the Jawse#loop and the second the neReeing-Hoop. [1,2], [3,4], [5,6], [7,8], [9,10], and [11,12]. Aside from these
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special cases, jawsing an R@elattempt will almost always delay the process at least one hoop. This result is shown in the next
panel of figures.

Figure NP.62repeated) Once again, k is for h(1). uAseke and is V(1,12). y is R(1), and r &512). k makes h(1). Then, ias2HR

k must decide what to do with the Recepti®@all, y, before knowing the result of tieel In HP, k willilsuallyanticipate success
with the first Peelat h(12) and seup for the secondPeelat h(11). That is, k will send y to be E(3,a%)k goes to u. Next, k rushes u
to h(12) and attempts thé&eelc it jawses. k still escapes to h(2) witlEigure NP.66

Figure NP.66GNow what?The best k can do is to make h(2) with r, send r to bePioaeerBallat h(4), P(4), while goingNorth ofu.
Then k RusHPeet uandtakes croquet from u (shown here as a tad) as k goes to y. Finalijall of this worksk escapes to h(3)
using yandthe HP process delayed one hoopEigure NP.6.7

Peelat h(12) Peelat h(12)
Start Jawsedi\(2) Completed WI(3)
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NP.62¢ h(1) NP.6H(2) NP.@h(3)

It is important to parse what happened heteQa 2NAIAY It LIy 6Fay {1 YI{SBal@dHO | yR
E(4,10), as an Escapall that would be used to rejoin his break after t{g&0)Peelwas done. Then k goes to u, rushes hbl)

attempts thePeeland escapes with y to h(3). But tReelat h(12) jawsed. So, k revises his plan: k still makes h(&tiéiapbes to r.

Now the plan is to complete thHeeelat h(12) as a RusReelandstill escape to h(3) with y. y was positiorseedE(3,11). ktanstill be

used to get to h(3) but, without the benefit of having rushed h(id ) k needs to get to y from where he ends up after the Rush

Peel Thus a jawsing loses a hoop and requires getting to a misplaced escape ball to malextidoop.
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Failing aPeelin HP:Failing an HP peel wilbften set striker back two hoopd his isllustrated in thenext panel of figuresvhichshow

a failedPeelat h(12). It will cost two hoops because of the orientation of the hPedIg KA OK A a | g1 & FNRBY KOMMOU:
alreadypositionedEscapeBallfrom h(11)to h(3).Later we show that this cost can be limitezlone hoop if the peel had been h(5)

instead of h(12) allowing the redzeel tostill usea misplaced escape ball.

FigureNP.62 k is for h(1), y is R(1), u is V(1,12), aisdEx2,12). k makes h(1) and sends y from R(1) to E(3,11) as k goesushes
u to h(12), attempts thé>ee| and fails. k escapes to h(2) wittFigure NP.68

Start Fail h(12)i\2) Reset Peel h(12(4)
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NP.62¢ h(1) NP.6&(2) NP.6H(3) NP.Zh(4)

Figure NP.68k needs to change plans. TReelat h(12)still needs to be dondut there is nba true Escapdall from h(12) to h(3).
As in the ruskpeel situation, @ceagain, y the escape ball from h(11) to h(8puld be pressed into service. But, given the direction
of the redoPeelat h(12)¢ south¢ in normal play, k should forgovery problematidPeelattempt that could, if it succeedsostonly
one hoop?®. Instead, if k has the time (sufficient remaining hoops), k shaddtc accept a zhoop delay: k makes h(2) and goes to
r. k sends r to P(4) setting up for a later RePeelattempt ath(12) W-h(4). Here, k sends r from R(2) to P(4), and goes to u. k
adjusts u, without trying théee] converting u from V(2,12) to V(3,12) as k goes to y. k then escapes with y teidn8, NP.69

Figure NP.6% is now for h(3), two hoops further along in his break.doise againmeady to try the h(12Peel k sends y to P(5),
goes to u, RolPeet u, going to r at h(4), croquets r to R(4) and goes to position atFi(tire NP.70

26 Theoretically thiscould be accomplished as follows: k makes h(2) with r, sends r to E(4,11) as k goes to u. k Peels u and thencradpirtiss/a long way
away, and makes his way to h(3) withwhich is also problematic.
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As contrast, the panel below shows a failekelattempt at h(5). With good play, it will cost only one hoop becauseotientation
of the h(5)Peelis toward the EscapBall (y) which is positioned near h(1Ejgure NP.71k makes h(1) and once again sends y to
E(3,11) before knowing the outcome of tReelat h(5).This time i fails as k makes its way to h(2) witlEigure NP.72

Figure NP.72 makes h(2). k sends r to P(4) as k goes to u. k rushes u to hfPe&il (shown successful) going to y and then
rushes y to h(3), croquets y to R(3) and goes to position atFig8)re NP.7.3

This escape is much more challenging than it would have beenREtdeere successfuand k could have rushed u to h(11).

Start fail hiel redoPeelngtoy
- o
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NP.71¢ h(1) NP.Zh(2) NP.€h(3)

HP inNewGames] S Qa Bdgurg BRRERrE&hore, this time from the perspective of a game that does not require any

particular order for the completion dPeelt > 2dza G G KI 0 G KS@& 3 SPkelaR?ly)drd h(Lly bukdzdkchdodde Y Sé |
the order and timing of their execution. In particular, if the h(B2glfails,k can leave it undonand direct his attention to the other
possibilityc the Peell i K 6 Reelogdprodre@siwill be delayed one hoop, but not two. The same analysis apply if k needed

a singlePee] but the rules of outgamet allowed either hoop to apply. As long asanafford to be delayed one hoop, he should be

able to proceed, but at an alternatiReelingHoop! Y2 NB Ay @2f SR | LlLdurpdine Gollegtyhe @liis G KA & a3

HP with Changin@eekes, Random Striker Hoops, and Rand®®elOrder. It is possible, at least theoretically, to follow HP while
Peeing one, two, or three of the netrikerBalk in any desired order at afBeelingHoopwhile Striker runs his break in any hoop
order! Suppose Striker (k) knows his Currkloiop and the next two hoops in his break, the Current and {Reding-Hoop, and
knows the locations and identities (colors) of the Current and IReekee. The objective is to use HP to make the Curkémbp and
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then complete the CurrenPeelwith the CurrentPeeke and, at the same time, sep to make the NextHoop while also setting up
to complete the NexPeelat the NextPeeing-Hoop with the NexPeeke.

Starting the HP Proces€onsidetFigureNP.74 k is Striker and is in position at the Curréfdop. For simplicitthe CurrentHoopis
assumed to be h(1). Also for simplicitye assume that Striker will run his break in numerical order, thus the tMexHoops are
h(2) and h(3). The CurreRteeing-Hoop is h(10) and agaifor simplicity, the NexPeelng-Hoop is h(11). How Striker proceeds will
depend upon which bafu or ) is CurrentPeeke and which ball (r, y or u) is designated as the Fedte.

If u is the CurrenPeeke If r is the CurrentPeeke
Sart If r is negeke Ifyis nexPeeke If y is NextPeeke If uis NexPeeke
: ) - ;. H ? a (1) ‘? ;[‘ o ? ;o ) "
O (T M m i M
FI 1 m 1 m n m 1 m n
NP.74¢ h(1) NP.75¢ h(2) NP.76¢ h(2) NP.77¢ h(2) NP.78¢ h(2)

The only ball that is immediately recognizalié€igure NP.74 the Receptiofball, the ball shown as u. Once the HP process is
running, the ball shown as r will be thastPeeke and be located at the LaBeding-Hoop where it was left after the lagteel
Either u or r can be the Currefeete. The ball shown as y is the EscBad from the CurrenPeeing-Hoop h(10) to the Next
StrikerHoop, h(2)Ignoring aPeeland-Hold, t is not available as the CurreReeée. Each of u, r, and y can be the Negeke.

When the CurrertPeeke is u In each case, the HP process has Striker make the Cuitoeg and go to the ReceptieBall. If it is
the CurrentPeeke, then it igushedto the CurrentPeeing-Hoop andPeekd as Striker goes to the Escapall y. What happens
next depends upon which ball is the Nddelee. One of the two remaining balls (y or r) needs to be sent to be the E&adiieom
the NextPeeilng-Hoop back to the break while the other is used by Striker as the Recdpailbat the NexStrikerHoop.
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If r is the NextPeeke ¢ FigureNP.74 k makes h(1) and goes to u. k rushes u from R(1) to h(10) andPtesnu at h(10) as
k goes to y. k sends y to be the Escape Ball at theResihg-Hoop h(11),as k goes to r. Finally, k rushes r to the Curent
Hoopandsends it to Reception as R(2) as k goes to position atFRieNP.75

If y is the NextPeeke ¢ FigureNP.74 Again, k makes h(1) and goes to u. k rushes u from R(1) to h(1Beehdt as k goes
to y. This time k sends y to be R(2) as k goes to r. Then wsiitbrelL&H, k sends r to be the Escapall at theNext-Peeing-
Hoop, h(11)as k goes to position at h(E)gureNP.76

If u is both the Current and the NexPeeke ¢ Then k can proceed froigureNP.74to either FigureNP.750r NP.76

When the CurrertPeeke is r A slightly different process is followed when ttestPeeke repeats as the Currefiteeke.

If y is the NextPeeke ¢ FigureNP.74 k makes h(1) and goes to u. k sends u to EsBatlgposition at the NexPeeing-
Hoop, h(11), as goes to r. k rushes r to h(10) and theeek it as k goes to y. k rushes y from E(2,10) &) and croquets it
to R(2) as k goes to position at h(2igureNP.77

If u is the NextPeeke ¢ FigureNP.74 k makes h(1) and goes to u. This time k sends u from R(1) to R(2) as k goes to r.
k rushes r to h(10) and thapeeb r at h(10), as k goes to y. Then, witthartL&H, k sends y tbe the EscapeBall at h(11) as
k goes to position at h(2EigureNP.78

If r is both the Current and the NexPeeke ¢ Then k can proceed froigureNP.74to either FigureNP.77or NP.78
Continuing the HP Procesk each ofriguresNP.75¢ NP.78, Strikeris in position to make what was the Nekbop, h(2). He has a
waiting Escapdall at the now CurreAPeelng-Hoop and he knows the location and identity of the CursEeeke. At this point
Striker is given three new pieces of information: (i) The location of another Shitkep, (ii) the location of the new NeReelng-
Hoop, and (iii) the color of the new NeReeke. Armed with this, Striker can continue HP.
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3-BALL PEELS

WhenPppy/ Sy Gt a KF @S8 RSOfAYySR (2 &aKz22d FFGSN) &2dNJ FANRG ddNYy X @
well face the fact that the thred I £ £ G NALX S X A& y2id | yo ISIEIS NOMIELSE S yA A INVEIMY G& @ O
Al LJzNBE SEKAOGAGA2YAAYSZ & Al NBLINB A K B EYligdseQonIIBNBaG GKIFG ONR

AC3BOstands for Association Croquet with éBall Openinglt isthe name of one othe gamesn this book Not surprisingly, the
game opens with play by just 3 balls. During its pendency, the team with two balls can win even befdtdéidstable to enter.
Depending upon which rules the participants choose, this is done by completing eithan(tilggndh(12) or three (adch(10)
3-Ball Peek. Here 3-Ball DoublePeet and 3Ball TriplePeek are more than just fanaythey are important elements of this game.

In this sectiorwe show how 3Ball Peet are run. We will see our old friends, Transit, Back and StrRiggt from 4Ball playare
back but, in each case, progress irfPaeing break is significantly moufficult.

Comparing 3 andBall Peek (Transit, Back, and Straight)

The 3Ball UniversaPeeing Procedure is theHPTransitPeel It works for alPees at all hoops. It can be modified to be safer for
BackPeet and more efficient foBtraightPees, just as we saw for-Ball Pees. It can be summarized as follows:

) Make the CurrerHOOR h(i), with the OpponenBall (r). Then deviate from the normaBall break routine to send r to
the Peeing-Hoop as the Escaggall to h(i+3) [orfollow the normal break and send it as a Pioneer to h(i+3) if aHeellis
possible/desired] as Striker proceeds to his Ndabp.

(i) Make the NextHOOR h(+1) withPartner(u). u is P(i+]lat the NextHoop h(i+1). Make the hoop and then rush u to the
Peeing-Hoop.

(i) Finally, attempt thePEEland escape or roback to the break at h(i+2).
The strategy for a-Ball TransitPeelfollows that outlined for 4Balls. However, with just three ballBeeke will be the Pioneer
(albeit misplaced) for the NestfOOP. This precludese-sendingit to the Peelng-Hoop. Instead, it must be rushed to tReeing
HOOP and immediateReekd. In this regard, executingBall 2HPPeet hassimilardifficulty as executing-Ball HPPeek.
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The Delayed Double

The nextwo panels compare 3 and-Ball finishing turnsieeding to complete two Peels, 1) and h(12). These are the Peels
needed in the basic version AG3BQ While the process could be started earlier or later, we shataitting at h(8which is
consistent with running ®elayedDouble.

Figures NPZ With 3 balls: k is in position at h(8) with r as R(8) and u as P(9,11). k makes h(8) and sends r to E(10,11), the Escape
Ball to h(10) from h(11) as k goes to u. k sends u to R(9,11) as k goes to positionFadyin@ NFBO.

Figure NRB84: With 4 balls: k send Peeke and the Escapiall (r) toh(11)before going to the @ ball (y) at P(9)Eigure NP8,

Figures NBO: With 3 balls: k makes h(9). Then k rushes u from h(f({bl)and immediately attempts th@eel k escapes to h(10)
with randsends r to R(10) as k goes to position at h(E@ure NRB1.

Figure NP.B: With 4 balls: k makes h(9) and sends y to P(11) as k goes to u. k adjusts u aietsenn going to r. k escapes with r
to h(10),Figure NF1.

Figure NRB1: With 3 balls: Not shown, but k could treat this as a TranBieel In this case, he would make h(10) with r, send it to
h(12)as E(12,12). Then he would make h(11) with u, rushh{i@)and try thePeell Yy R a Sa Ol li8%E sAGK NJ (2

There could be a better way: k makes h(10) and sends r to R(11) as k goes to u. Then, with a L&H, k sends u to RibR]|$2pm@s k
position at h(11)Figure NRB2. Proceeding this way follows the pattern for a Straigletel

Figure NP.8 With 4 balls, k follows the course for a Straighfl2)}Pee) sending South of the pe@nd thensendingu toh(12) as k
goes toy at h(11K rushes y to h(11) and sends it to R(11) as k takes position gtHi¢li¢ NP.3.

Figures NB2: With 3 balls:k makes h(11) and goes to r. k sends r from R(11) to R(12) as k goes to u. k adjusts u and then attempts
the Peeleither Irish or making sure to remainjumpingposition after thePeelattempt, Figure NRB3.

Figure NP.B With4ballss { YIF1Sa Komm0O gAGK @3 ASYR&a @& la GKS aRSSLX ol ff
gaining a rush on u tb(12) k rushes u t®eelposition and attempts th&ee) preparing to follow u through the hoobigure NP.8.
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Pegouts can follow using either three or four balls, with th&a&l route being slightly more difficult.

3-Ball TransitPeelat h(11) 3-Ball StraightPeelat h(12)

NP79¢ h(8) NEQ ¢ h(9) NEL ¢ h(10) NE2 ¢ h(11) NB3c h(12)

4-Ball TransitPeelat h(11) 4-Ball StraightPeelat h(12)

NP84¢ h(8) NF5& h(9) NF6&; h(10) NFZ8h(11) NF8& h(12)

The Standard Triple

WylieQad R A & O-iall Rdelgaydth ddvancedversion ofAC3BO botlinvolve a third peel, at h(10) the next panele show
this peel as part of a Standard TripWe begirin Figure NP.8 where Wylie begink is for h(2), usthe Peeke and is R(2), and r is
P(3).We also show thePeelat h(11)beginning inkigure NFB2 with k for h(5). This time r is R(5) and u is B@&)misplaced pioneer
for h(6) that was left nean(10)after that Peelwas completed. For botRee§, k makes his Currehtoop, sends the Receptiesall
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[u in Figure NP.8and r inFigure NP.90 the PeelingHoop([to R(3,10) irkigure NP0 and to E(7,11) ikigure NF1], as k goes to
the PioneerBall[r in Figure NRB9and u inFigure NP.g] . It is massaged around the NeRR&eing-Hoop to set-up for thePeeland
the escape to the hoop at (i+2), [with a short L&H to reBiiure NP0, and with a rush and croquet shot to reaiyure NFR3].
Finally, the hoop is made, theeelis completed, and the escape occurs, to h(4zigure NP1 and to h(7) irfigure NF4.

Peel ath(10) Peel ath(11)

NP.® ¢ h(2) N®O ¢ h(3) N®L ¢ h(4) NR.¢ h(5) N&3 ¢ h(6) N&4 ¢ h(7)

Theobservant will see that there atgvo different ordering of the ballswhy thisarose is the unstated magichow Striker made his
way fromFigure NP1 to Figure NF22: In his uniquely understated way, Wylie writes:

As for the break itself, you do the Peelafter 3 and make 4 and 5 off R with a short two ball break. Then you rush R near Ill and
make 6 off U, which you thdéPeelthroughh(11)getting a rush on R to 1b. You want to do Beelquite firmly because U is to be
your 2b pioneer. Now a thrdaall break brings U tb(12)for the lastPeel (K. F. Wylig 1.V.3 with the colors of the balls changed to
be consistent withour text.)

That is, Wylie reaches his equivalent=afure NP1 and realizes there is a practical problefollowing2HP, Striker should send r to
h(6) and make h(5) with u. But, to make h(5) with u requires rushing u from its position afteflibgeelto pioneer position at
h(5). This is a very risky proposition and likely to fail. Wylie sweeps this problem under the rug by having-Saflkezt&een h(4)
and h(5)! Obfuscation aside, there is no good alternativeysdo the same betweefkigures NP1 and NP92!
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Is There HP with Just 3 Balls?

Continuous HP Straigitees with just 3 Ballare theoretically possible as illustrated by we Ol € K SG DNA S @2 dza wdza K

starts inFigure NP.Swhich was assumed to be reached as follomsas in the process of pegging out for the win when his rush on
@ KIR & KAUG 0K §tha@iaaus BughRulkyfaRe olgR Assuimitmtyiat u and k are both for h(1), what is the best
outcome they can have on their next turn? The answer is tiflatan win the game 26 to 25! They do this with twelve consecutive

StraightPees followed by a pg-out of both u and k.

StraightPeek after a Grievous Rush

n n ° n n 8 @
0 n n n
{ { 1 I
ol nw 0 0
(1 - n .‘§ n (0 n (0 n
NP.% NP.% ¢ h(1) NF.g h(2) NR8g h(3)

Figures NP®c NP.SB illustrate the first three hoops in this process. Assuming k chooses to play: k roquets r and then croquets it
near to h(1) while gaining a rush on u. k rushes u to l@éf u at h(1) and goes through h(1) himself, perhaps (but not necessarily)

Ay (GKS &lYS GLNREAKE ai0NR{1So /2yiUAydAy3d | FGSNI Komu denyR (GKSy

croquets it to the next hoop while k gains a rush a tn(2). k rushes u to h(2) and th&traightPeet u. This process continues for

Fff G6St@S K22LJa yR GKS 1S3 2dzi> 6AGK NI Fff2gAy 3 Reebany SNA

the pegout are accomplished Irish (i.e., in one stroke rather than two), this turn will take only 52 strokes.
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Continuous TransiPeeb with just 3ballsare not generally possible. However, with fortuitous geography some are possible but
require anas yetnonstandard skilt the Peetand-Hold!

Peeltoward CurrentHoop Peelaway from CurrentHoop
u Peekd at h(11) r: R(3) to R(4Peelh(12), Hold h(4) r: R(3) to R(4Peelh(10), Hold? h(4)
° ~ ~ ~ ~ O
5 o UL L > UL Ml > L) 5 L . L °
] i i i ]
(0 (0 (0 (0 (0
-~ n -~ n ~ O ! ~ n m n
L L @ - ‘- @ - : (] ' : @
NP.® ¢ h(3) NE0¢ h(4) NER1¢ h(4) NB2¢ h(4) NP03¢ h(4)

In Figure NP.9u was justPeekd at h(11) and k escaped to his Currétdop, h(3), with r. The goal now isReelu again, but to do
so HP. The theoretical feasibility of this maneuver depends on the placement Bétieg-Hoop relative to Strike® Next-Hoop,
h(4). HP iseasonably accomplishddr all Peeing-Hoops other than h(2), h(6), and h(10). For example, supposeRestis to be
conducted at h(12). k makes h(8gndsr from R(3) to R(4) gaining a rush on u to Beeing-Hoop, h(12) Figure NPLOO. Then k
rushes u to h(12) anBees u while simultaneously progressing to position at egure NPLO1 ¢ a Peeland-Hold A successful
Peetandl 2f R gAff 3IAGBS | | aNBlLazylofSé¢ K22L) aK2i 4 Konuvo

Now consideFigure NP.9once again this time knowing that the neéXgeelis to be completed at h(10). Once again k makes h(3),
and then rushes/croquets r from R(3) to R(4), this time gaining a rush on u, to ke NPLO2 kPeek u at h(10) but the best he
can do as part of that croquet shot is to leave himsealégy longhoop shot,Figure NPL.O3, one that is unlikely to succeéd.

Needless to say, Reetand-Hold is a challenging maneuyé&ut ane that, in the context of HPhas relevance at selected hooyiisis
something to remember for desperatgtuations!

2T This is prioritizing th®ee] whichis reasonable in a game where the break cannot continue without completing a Peel. In prioritizing the hoop shot, k might
rush u farther South to lengthen the Peel attempt while shortening its own etayp. Maximization would be somewhere betweenl®yard peel and hoop
shot.
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Changing?eekes when Playing with Just Three Balls

We start again fronfrigure NF39. Now the goal is to switch frofeelng u toPeeing r. It turns out that this can always be

accomplished in two, or three hoops, and, depending upon the placemtrd geography of four hoops (theurrentand Next-
Peeing-Hoops, and theCurrentand Next-Hoops)g it sometimes can be done in only one hoop!

® One Hoop Suppose th&eeing-Hoop for r and is at h(7)Ve chose h(7) because it is possible to rush r from the Current
Hoop, h(3)Figure NP.9, to the Peeing-Hoop h(7), Figure NPLO4, and thenRollPeelr at h(7) gaining a rush on u at the

old Peeing-Hoop, h(11), to the Currertioop, h(4) Figure NP.18 This can work because of how the balls are situated
geographically. It would not woiks wellif the Peelng-Hoop for r was h(2).

(i) Two HoopsThis strategy is not dependent on geography but relies on a L&H. FFogpre NP.9, k sends r from R(3) to

R(4) and then with a L&H, k sends u to FEure NP.1® k makes h(4) and timerushes r to h(7) an&oltPeek to u at
h(5),Figure NP.1D

(i)  Three HoopsThis ighe easestway to proceed and the ont® useif there are sufficient remaining hoops. k continues
his break one hoop sending r to P(5) and u to Fgure NP.18 to be followed by a standarZHPPeel

One Hoop Two Hoops Three Hoops
Start rush r to h(7) Peelr, gotou r to R(4), u to P(5Peelr, rolling to u rto P(5), uto R(4)
NP.® ¢ h(3) NE4 ¢ h(4) NP.2@ h(4) NP.&Q h(4) NP.ZI@ h(4) NP.2Q h(4)
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Failing and Jawsing with Just Three Balls

If Striker has unlimited rushing skills, then, as long as he can gain access to a ball it can be rushed to a desireBubgatieimg is
a different story. Jawsing determines the direction of BeshPeelwhich can leave Striker with an untenable croquet shot,
sdz33SadAy3 R AYIKS 2aad@A ViKWNBES ol tfax 2Fgaraya Oy 06S g2NBES (GKIy 73

a T2N) az2yvys

We will let Wylie have the last word onBall Peeing breakstt X ¢ KA a t
0dKS & NI ¢ Wyliedafvis.
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LINKEEPEELS

Here is a neviPeelingpattern, HHPPThe basic structurealls forPeelng two balls, one immediatelyftar the other atthe same
hoop. An elegant way to transition betwedteeS S& S Y S NH SRes& & | d [t Atxfopi&iriedI2hodpStiugture. Thest
Peeke is the ReceptioBall at the NextHoop. It is rushed to théeeing-Hoop andPeekd. This is followed by a Linké&eelof the
PivotBall that is waiting at th®eeing-Hoop, and finally there is an escapettee PioneerHoop with the last ballHHPP can be
repeated multiple times, each at a new HoMge then turn toPeeing all three balls at the same hoop. Our old friend HP can be
tacked on to HHPP t@eelthe 39 ball. This shoop cycleg HHPPHPC is selfcontained and can be repeated multiple times.

Next,we revisitPeelng two balls this time requiring that the PivBall at the NexHOOP be thes1Peeke. It isPeeeéd HHP. Then a
39 hoop is made followed beeing the ReceptiosBall at the # Peeing-Hoop, immediately followed by a Link&kelof the 15t ball
at the 24 Peeing-Hoop, HPP. Here the Linkeeelis spread across twBeelng-Hoops instead gblaying outat just one. Finally, the
2"dpall isPeekd at the 29 Peeing-Hoop HP. The structure becomes HHIPRHP.Thenwe turn againto Peeing all three ballsiow
HHRHPPHPPHPH. It encompasses six hoops completingPaek on each of these balls. There are two LinReegk.

In each of the exampldselow, we show the patterns run twice. While the Peels could be at any specified hoops, we have chosen to
Peel first at h(11) and then at h(8), which keeps the Pedlingps away from the break making it visually simpler to follow.

Finally,we look at onegpracticak application of LinkedPees ¢ POP two balls at h(1) and h(Bnother example can be found in the
notes on the gam®eel and Reverse
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HHPP: ShowingHP(u@11)P(r@11) followed by HHP(u@8)P(r@8)
k starts for h(1) with r as R(1), y as V(1) and u asHfixre NP.19

Figure NP.1@ HOOP k makes h(1) and sends rh¢l1)(the 15t Peeing-Hoop), as the ® Peeke, as k goes to y. k sends yhtd1)to
be the E(3,11) as k goes to u. k croquets u to R(2) and takes positid), &idpire NP.10.

Figure NP.10: HOORPEE|PEELk makes h(2) and goes to u. k rushes h(tdl)and Peesk u, the ¥ Peeke, going to r. Then,
k rushes r tdPeelposition, LinkPees r, and escape to h(3) with y. k send y to R(3) as k goes to position d&ig(sg NP.11.

Figure NP.11: HOOP k makes h(3) and goes to y. k sends y to tHé*Reing-Hoop, h(8) as E(5,8). k goes to u and r, sending r to
h(8) as the 2 Peeke going to u. k rushes u to h(4), croquets it to R(4) and goes to Position d&ig(#e NP.12.

HHPP ah(11) HHPP at h(8)
PositionPeeke r make h(2Reelu make h(3), position make h(4yeelu,
Start abBdcapeBally Peelr, escape with 'y ry at h(8) Peelr, escape with 'y
NP.1® ¢ h(1) NA.Q¢ h(2) NPL1¢ h(3) NRAc h(4) NPL3 ¢ h(5)

Figure NP.12: HOOP k makes h(4) and goes to u. k rushes u to h(8)R&itk u going to r. Thenrkishes r toPeelposition, Link
PEEE r at h(8) going to y, escapes with y to h(5) and sends y to R(5) as k goes to positiorFajuréoNP.13.

Double SextupleHHPP can beepeated If aPeeing-turn is started with r and y already at thieelingHoop and k about to make
h(1) with u, then it is possible to have the first cycle be HPP and to follow it with five cycles of HHPP, leadingdgseaxtiapiel.
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HHPPHP: Showing HHP(u@11)P(r@-HP(y@11):

HHPP can be combined with HFPteelthree balls at the same hoop generating the pattern HHPRWe start from Figure NP.11
with HHPPReet by k on u and r) completed at h(11). Then k escaped from h(11) to h(3) with y. k is in position to make h(3). Now,
instead of repeating HHP®/e choose toPeely, the 39 ball, which is R(3). y will B&eekd at h(11) with a cycle of HP.

Addy Peekd HP repeat HHPRHP
Start fromHHPP k makes h(4) k makes h(5) k makes h(6)
u,r Peekd ath(11) k to h(4) with r sendsrandytoh(8) LinRedbk u,r Meekd HP
n O. n n n
O
i ] ] i ]
o)
(0 ) gr . Q ) (0 ) O (Tl )
- m . .-":O : ;
O
NP.111¢ h(3) NP.114¢ h(4) NP5l4.h(5) NP.&% h(6) NP.1% h(7)

Figure NPL11: k makes h(3)}HOOR and goes to y. k rushes y to h(11) &ekbk, PEELy going to u. u is sent to be P(5) as k goes tor.
ris rushed to P(4) and then croqueted to R(4), as k goes to position aElydie NP.14. The HP cycle is done. Now it is time to set
up to repeat the entire three hoop HHRHP cycle.

k makes h(4)the *HOOR and goes to r. k sends r and then y to the reeeing-Hoop, h(8) as k goes to u at h(5). k sends u to R(5)

as k goes to position at h(Higure NP.18. k makes h(5), the"HOOPR and goes to u. k rushes u to h(8Rées u, the # PEEL

going to r, escapes with r eelposition, LinkPees r, the 24 PEELescapes to h(6) with y, croquets y to R(6) and goes to position at
h(6),Figure NP.18. k makes h(6), theBHOOP and goes to y. k rushes y to h(Bges vy, the 3 PEELgoing to u. k sends u to P(8)
goingtor.risrushedto P@RSLISYRAY 3 2y NR& LINRPEAYAGE (G2 Koyosz 1 YIFé& TFANADG
furniture]. k croquets r to R(7) as k goes to position at IKigure NP.17.
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HHRHPRHP: Showing HHP(r@1HP(y@11)P(r@HP(y@8)

We start from the same initial positiorkigure NP.19) this time planning td”eelr, the ReceptionBall, and y the PiveBall, but not
u, the PioneeiBall. k makes h(1), the'HOOPand goes to r, R(1). k sends mReelposition at h(11) going to y, V(1). k sends y to
E(3,11) going to u. k sends u to R(2) as k goes to position aFiyi@e NP.18.

Make h(1) Make h(2) Make h(3) Make h(4)
Start hi@d 1) Peelr at h(11) Peely at h(11) Peely at h(8)

NP.1® ¢ h(1) NP &g h(2) NP4t h(3) NRQc h(4) NR1c h(5)

Figure NP.18: k makes h(2), the"®HOORand goes to u. k sends u to be E(4,8), to tfeP2eing-Hoop, as k goes to r.REEST
and escapes to h(3) with y, k sends y to R(3) as k goes to position &it(B¢ NP.19.

Figure NP.19: k makes h(3), the®8BHOOR and goes to y. k rushes yh@l1) PEEsy, and escapes with r to thgext-Peeing-Hoop,
h(8). k LinkPEE&r at h(8) and escapes with u to h(4). k sends u to R(4) as k goes to position Biguie) NP.20.

Figure NP.20: k makes h(4)the 4" HOORwith u and sends u to P(6) going to y. k rushes y tn¢hi)¢ the 15t Peeing-Hoopc¢ to
h(8), the2"d Peeing-Hoop,PEE&yY and escapes with r to h(5). k sends r to R(5) and goes to position, as sHearanNP.21.

The balls are in position to repeat the process.

44



HHRHPRHPRHPH Showing HHP(r@1hiP(y@11)P(r@&iP(u@11)P(y@&P(u@8)H

Finally,We add inPeeing the 3% ball uto the previous patternThe process is the same frdfigures NP.1®Dto NP.20 but then
instead of finishing am Figure NP.12ith the two Peels done and Striker set to do it agaime proceed fronFigure NP.12@
Figure NP.122and then toFigure NP.121

Make h(4) Make h(5) Make h(6)
Start Peelu at h(11) Peely at h(8) Peelu at h(8) Reset the break

NP.120 NP.122 NP.21¢ h(5) NP.23¢ h(6) NP.24¢ h(7)

Figure NP.20: k makes h(4), HOOP, and goes to u. But this time k rushds(lipFigure NP.22, andPeet u, PEEL. Then k rushes
y to h(8) and Lirleeet y, PEEL. k escapes with r to h(5), croquets r to R(5) as k goes to positionFin@&NP.21.

Figure NP.21: k makes h(5), HOOP, and goes tor. k sends r to P(7) as k goes to u. k rushes u tcPe@ anBEEL. k escapes
with y to h(6), croquets y to R(6) as k goes to position at R{Gure NP.23.

Figure NP.23: k makes h(6), HOOP, and goes to y. k sends y from R(6) to P(8) as k goes to u. k sends u from V(6) to V(8) as k goes to
r. k croquets r from P(7) to R(7) as k goes to position at Ri@dye NP.24. This final hoop allows the balls to be reset for another

iteration, if desired.

Triple QuadrupleHHRHPRHPRHPHcan be run multiple times. IfReeing-turn is started with r and y already at tlieelingHoop

FYyR 1 Fo2dzi G2 YI1S Kom0 GAGK dzz GKSY Al Aa LlRaaraotsS (2 KI @S
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HHPPPeelng Both Opponents to h(3) in AC

When Robert Fulfordés playing aggressively defensive, he will POP Bgio-Balk to h(3) while making his first 9 in order to deny
hisOppment any attempt at &tandardTriple This can realisticalf} involve linkedPees if one POP (on u) has been completed
before h(4) as shown iRigure NP.12

Make h(4) Make h(5)
Peelu at h(1) Setleelat h(2) Peelk at h(1) & u at h(2)
O

n n VO\ O n n . n
n n n
(]
o i i

? . _ 'Lg : * :

m O"-’ ! n

NP.15 NP.15 NP.1Z

Figure NP.12 r makes h(4), HOOP, and rushes y to the West. r sends y to h(2) as E(6,2) and u to position at h(2) going to k at P(5).
r sends k West of h(5) as R(5) while going to position at Rigldre NP.1@

Figure NP.1&@ r makes h(5), HOOP, and fortunately gets a good rusteéing position at h(1). RoltPeek k, PEEL, going to u at

h(2) andPeet u, PEEL, while getting a rush on y to h(6). r rushes y to P(6) and croquets it to R(6) while going to position at h(6),
Figure NP.12 In this scenario, r has completeslo Linked-Pees and will probably attempt to continue win HP POP as a back
Peelat h(7) leavingwo hoops to organize a tidy leave.

Last Thoughts ohinkedPeels

If nothing more, LinkedPeek provide entertaining mental and physical gymnastics for those so inclined. In the longeruope
that LinkedPeelik Sy GSNJ 0 KS @SNy Odzf I NJ ' YR NBLISNI2ANBE 2F O2YLISGSyd LI |

28 While theoretically a reasonable play, the Authors have not confirmed if Fulford (or anyone else) has attempted or catimiglsfeetific play.
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PROGRESEEELS

In AC each ball has its own clip. Striker making a hoop has three implic#tignaR @1 y OSa { @i)CkaisSNEeof Of A LIZ

deadness, and (iirants Striker a continuation shot. Strikeeeing a ballPartneror Oppq at PeeS S Q & advah@ kel S @i

but does notgrant Striker a continuation shoThereisnonotonoPeeh y3 | o6Fff 4 {GNA]1SNDa K22LJ) {2

In three of the games in this bop®nly-Once Peet Only andPeeland Reversewe have chosen to have the two balls of a team
share a singldeam-Qip. Ths raises the questiogwhat should bethe implicatiors of making oPeeing at hoopghat hold the
TeamClig? We have adopted three different sebf rules, each specially designed for the game at hand.

Only-Once If Striker makes a hoop, then tieam-Qip is advanced, and Striker earns a continuation shot. But, given the basic
premise of the game, Striker can only use the othersmadte a turn, making a hoop does not grant a clearing of deadResing a
ball (any ballPartneror Oppo) at theQurrent-Hoop moves thefeam-Qip, but that is it no added continuation shots, and no
clearing of deadnessccurs.

Pees Only. Striker making hoaghas no imporancein this gamePeeing a ball (any balRartner2 NJ h LJLJ2 0 | Qirrent-K S
Hoopis the only way to advanceT@amQip. Peeb also clear Striker of deadness ajnants Striker a continuation shot. Together
these rulesallow Striker to run break

Peeland ReverseThis game is made interactive by limiting the number of hddipercan makesachturn to four. Each hoop
madeby a teamadvancests Team-Qip. While Peeing has other important roles in this game, the questremgrappled with was
what should happen if Striké?ees Partnerl i { K SQurie®-Ho60\We have chosen to have this action advance Team-Qip
but not give Striker a cleaningf deadnessior granta continuation shot.

We call theseProgressPeesk. It turns out that they follow familiar patterns, 2HP and E®&outlined below.
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2HPProgressPeek

Two things distinguish ProgreBegels: (i)n T-AG the breakoften continues after failed2HP attemptWith ProgressPeels
continuation is still possibjéut to enhance the prospects, it is best to use Esdaglés and not Rello-Peels And (i) The key to
2HPProgressPeels is after making each hoop to send the RecegfB@lithree hoops ahead, instead of the usual twihe figures
below shows two successful 2IRRogressPeelsg one at h(3) and one at h(6)

Start Hoop @h(2) Hoop @h(2)Peel@h(3) Hoop @h(4) Hoop @h(5)Peel@h(6)
NP.18 ¢ h(1) NP.1®8 ¢ h(2) NP.130¢ h(4) NP.131¢ h(5) NP.132 ¢ h(7)

Figure NP.12 k makes h(1) and goes to r. k sentis E(34), as an EscapBall for a hooghree ahead®, going to u. k sends his
Partner(u) to thePeeing-Hoop, h(3) as kgoes to y. k setap to make h(2)Eigure NP.12

Figure NP.12 k makes h(2) and sends y to P@hoops aheadas k goes to u.Reek u going to rescapes to h(4) with and then
k setsup to make h(4)Eigure NP.30.

Hgure NP.B0: k makes h(4) and goes to r. k sends r to E(firée hoops aheads k goes to u. #endsu to Peelposition at h(6) and
goes to y. k sets up to make h(B)gure NP.31.

Figure NP.31: k makes h(5), sends y ta8R3-hoops aheadgoes to u. Peeb u at h(6) and escapes with r to h(Figure NP.32.

2%t can be sent to h(4) as a pioneer and the peel done as-peell But if it fails continuing requires také back to h(3) instead of using the escape ball.
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HPProgressPeebk

As with 2HPthe distinction forHP ProgresBeet from standard HRs the everpresentdangerthat the Peelfails and the turn ends.

Hoop @h(2) Ho@ph(4) Hoop @ h(6)
Start Hoop @ h(1) Peel@h(3) Peel@ h(5) Peel @ h(7)

NP.1B ¢ h(1) NF33¢ h(2) NF32 ¢ h(4) NP.58 h(6) NP.63; h(8)

Figure NP.12& starts for h(1) with r as R(1), u as V(1), and y as P(2). k makes h(1) and sendsthtedtops aheadias
Peeleeto P(3) two hoops ahead, goes to y, sends y to R(2) as k goes to position Bidui@ NP.133

k can now start to runhe HPProgressPeels Peeling Partner u at every other hodfe show an example that includes making three
hoops and three Peels that advances TeamClip to h(9)The key is sendirthe ReceptiorBall four hoops ahead.

Figure NP.33: k makes h(2), sends y R{6) goes to uk rushes uRoll-Peek u at h(3),going to r, sets up at h(4kigure NP.34.
Figure NP.34: k makes h(4), sends r to P(8), goes to u. k rushesltPeet u at h(5), going to y, satip at h(6) Figure NP.1R

Figure NP.18 k makes h(6), sends y to P(10), goes to u. k rusheslkReet u ath(7), going to r, setup at h(8) Figure NP.1&
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WHEN YOWBSOTIVELY POSILUTEUST COMPLETE THELPEE

62 UKAA AT @2dz YdzE OGP 52y Q0 ale L G2t R @&2dz
Keith Wylieg Expert Croquet Tacticpage 47.

For some games in thimok, Peeling is perhaps even more important than the break itself (or is the break.iSelflyhat should

you do if you absolutely need to get a Peel? The following suggestions and examples should never be your plan A, but it is an

important trait in croquet to continuallyré 3 8 S&da @2 dzNJ 2LJGA2yad 2 AdGK Gfkhe @aysitg/coaXd Yy R £ S
NBf dzOGlFyd olFff GKNRIzZAK Ala Kz22LIX

We begin with a review of basic information on Peeling and then turn to specific examples that may be new.
Reviewing Basic Information on Peeling

TypesofPeel® | NY¥ ASNJ Ay GKA&a OKILIISNI 6S 2NHIYyAT SR tSSfta Ayidz2z GKNBS
RSLISYRAY3I 2y t SSt SSQaci1g NRos I OpvioushziuSto thefgéo§riydhyioKaSroduet 2oudt, not every

type of Peel is available at every opportunity, but it is still important to understand the various pros and cons of daahthso

Striker is able to make the best judgement depending on the situation

We identified Peels of the ReceptiBall, the 36 I f £ dza SR & ! ¢ T ( S NPe¥li gsihg/tid ndtatick Zi@)LJ> | a . | O]

BackPeels:Strategic placement of the Escapall can be used to determine how the Striker wants to play the @t Striker can

plan to play the Peel firmly with pull, or gently with no pull. Usually, a dolly rush is not required on the-Bsdlapeorder to

continue the break; sometimes no rush whatsoever! This gives the Striker a lot of flexibility. With Striker alive on both other balls

after the Peel attempt, aggressive recoveries are available if the Peel finishes in the jaws, such as bombarding ttredRegiee

the hoop with the EscapBall while Striker goes to the Pioneer. On the downside, a-B#8IiKS f dza dz- f € @8 R2Say Qi | f f
adjustment of the Peelee before the Peel attempt, as any rush is dependent on controlling the hoop shot.

We identified Peels of the PivBall, the 29 ball used after making a hoop, as TrasiS St a ® ¢ K S &the2 I NB RI2Y S KB2 W
hoopc usingthe notation Wh(#).

30 Paddy is responsible for most of this section.
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TransitPeels:With the PivotBall as Peelee, there is the opportunity to adjust Peelee with a rush before the Peel is attempted. This
means that TransiPeels can often be played from a closer position than Baads. There is a cost for this adjustment; it usually
means playing the Peel with some split, which imparts pull onto the Peelee and someavitkimizeghe Peeling line. There are
occasions where careful placement of an EseBpkt means a Trangieel can be played without pull [e.g. in a Standariple,

Peeing h(10) and escaping to h(6)] if Striker has good control of the court. Unlike with a traditional SRadjlor Backeel, there

is no immediate plan B if Peelee jawses. Although of course this is often not an issue in AC as a jawsed Peel cRedledRaitbr

the next hoop is scored.

Finally, we identified Peels of the Pion8ail, the 6 I £ £ dza SR | F3G SNJ Y I -Peelg Bsing thekndtiad(#). & & { ¢ G 1
These are completed in one of two ways:

G L NR & K éPed]: Strikédr intankoinally makes the hoop at the same time he completes the Peel. This technique is the most likely

to lead to a successful Peel as it is played firmly, with no pull. Even if the Peel is lined up poorly and the frorgdsalthavGtriker

Bal Q&4 Y2YSyiddzy Aa tA1Ste G2 OFNNER (GKS tSStSS (KNRddz3KD® ¢KS NAa
chance, as the hoop is attempted to be scored in the croquet stroke. It requires well placed-Batape ensure safety.

G ¢ NI RA U A 2 ypeetSirikef Redld Peelei \iiith a croquet shot and then makes the hoop with the continuation stroke. Like the
Irish-Peel, this technique is very likely to be successful because it is played without pull. However, because it is playattlynare ge
ismoreind YyIASNJ 2F 2t gaAy3d GKIYy (GKS LNARAKEI gKAOK YI & NBIljdzZANBE | KIf

Thoughts on Placing the Escapall

It may be true (up to a point) that placement of the Esc&adl is more important than placement of the Peelee itself. Certainly, it
can dictate the method in which the Peel is played, particularly in the case offgatk Taking the wekhown h(10) Pel Ah(3) as
an example, an EscajBall placed 2 yards south of h(10) may enable any attempt to be played without any pull whatsoever,
maximizinghe chances of at least jawsing the Peel. Conversely an EBadipglaced strategically level with h(3) allthe Peel to

be played more firmly, perhaps important if the hoops are togdhe key takeaway here is that the Striker has control over where
he puts the EscapBall and therefore it is up to him how he plays the Peel.
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Another example of Escagigall placement may be seen witte BackPeel¢ h(11) Ah(6). The same options apply as with the h(10)
Peel, but probably even moigo. A northerly Escagi®all enablethe Peel to be played gentlynaximizinghe jawsing opportunityg
this is perhaps very important if the Peel is played from an acute angle. Striker naturally obtains a northwards rudbscajke
Ball. More commonly, if the Escaall is placed level with or slightly south of h(11) and ®west, the Peel caneoplayed more
firmly, allowing enough room to send it all the way to h(12), where it will be useful later. However, in this scenarobpatibn
becomes apparent with Escayigall placement, the opportunity for bombards, the driving force of the exames that follow.

Examples
Applications for the lines of play we are about to discuss may be scare&Gn Gut the options exist. And, in some of the games |
following in this book, these options can really prove theirwotts G Q& f 221 G &a2YS 2 LIACPIgars 6 KA OK  (

wince...

Bombarding as Part of a Badkeel

When getting the Peel successfully done before making h(7) is extremely important [pertizged @roquetwhere continuation of
the break depends on a successful Peel if a break started two hoops earlier at h(5)], tHeeBhpkovides facilitg again it is all in
the placement of the Escag®all. Take an example where Peelee is at an acute angle irmofrbt1) and Striker is approaching h(6)
off of one Oppo ball, and the other is a good Pioneer at igure NP.137

k for h(6) y NE of h(6) k bombards y into u
u for h(11) k sefs k makes h(6) k roquets u k jawses u in h(11) k roquetghjle going to r

ol e O o

O O O
a b b Bttt qa ke

o « o

NP.137 NP.138 NP.139 NP.140 NP.141 NP.142 NP.143
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The first and most obvious option might be to use the croquet ball from the hoop approach to bombard Peelee to a fringldlier a
in front of h(11) before running h(6). However, this may not be possible if Peelee is west and the croquet stroke isqlayeel f
east. Here, consider instead croqueting the EseBpk (y) to a position northeast of h(&igure NP.138& makes h(6kigure

NP.139 and then roquets ugigure NP.140This way the attempted Badkeel may be played gently to jaws PeelegureNP.141
then the Escap®all may be roqueted gently, and a bombard can then be pldyigdre NP.142scoring the Peel at h(11) while
Striker goes to the Pioneer, r, at h(Rigure NP.143

The Aspinall Peel

This technique is named for the great English player Nigel Aspinall who made it popular. It carries with it a certairoanskuand
should only be attempted on a Peel which is too angled to succeed naturally, and from where it can only be jawstedkd e
played essentially the same way as an Hrglel, whereby the front ball jawses in the hoop and in the same shot the SBater
catches up with it, knocks Peelee through, and cannons itself out to the side. These are best played from wtse/edypnge. With
this shot there is always danger: the Peelee could catch the near upright of the hoop and flick out of the way, bouncé dyatobi
the hoop, or even go through the hoop. Any of these outcomes could lead to Striker Ball gettingredrapgwsing itself
normally a disaster.

k for h(3) k sets up at h(3) and while still rolling  u is thru h(10)
u for h(10) u too far east k makes h(3)k croquets u k bombards u k escapes with y

2 o
ol =alal al ol s
(@) O O 0. ® L

QO O @ @) QO QO

NP.144 NP.145 NP.146 NP.147 NP.148 NP.149

Our example begins asabproaches h(3) with y, u is Peelee and southeast of hEl@)re NP.144The EscapBall, y, is sent
deliberately well south of the hoogigure NP.145 makes the hoogkigure NP.146< hits u to a very angled position and the Peel
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is lined up with as little pull as possibkgure NP.147 has jawsed with k still in motion at this poikigure NP.148The outcome
of the croquet stroke: k has ricocheted out to the side after hitting u a second time causing u to score thEigomNP.149

Completing the Peel using the Bafl-Hand

[ SGQa KIFE@S | €221 Fd y20KSN) aAddzZ A2y G 1Sy FNRuoeNP3IIE / NP Ij dz
Striker must complete a Peel before making h(9). The Tr&est option [Peeling u going to a Pioneer, r, at h(9)] is really not

attractive. Instead, k sends u to Reception R(8) going kigyre NP.151The key ball here is y. k approaches h(8) off Bfgure

NP.152 leaving it close to h(8) in a northeast positiéigure NP.15%k then runs h(8)gigure NP.154and goes to u, roqueting u

back in front on h(8)Eigure NP.155

As we can see, u is still not in a perfect spot for Pedliagause k identified this possibility in advance and placed y in a useful spot,
k can now play the Peel with no pull with the maximum opportunity to at least jaws u, while leaving k northweSigoirg, NP.155

k then roquets y in the direction of its break, aiming k to ricochet off y and bombard u through h(8) in the pFogessNP.156

t SSt O02YLX SGS I yR ¢R Qebalkinikahd i$ picketl yp ard puf it doptaSvith y!

k for h(8) uto R(8) k takes croquet k in position k rushes u north u jawses, kto 'y
u for h(8) k goestoy fromy y northwest of h(B)akes h(8) sets up for the Peel k bombards u

Te e e e O % o ®5

Il Il Il Il ! M o
o o o o

NP.150 NP.151 NP.152 NP.153 NP.1$R.155 NP.156
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Completing the Peel using a Scati8hot and Roquet

The squeamish maghoose to look away now!

[ SGQa 32 o6l 01 G2 GKS &alYS SEFYLX ST 6AGK { GNA]1 SN | yRFiduite NI y S NJ
NP.1570nce again the croquet stroke placing u beside h(8) went a bit long and k cannot be sure of getting a good rush back to

Peeling positionEigure NP.158Again, the TransiPeel is an option, but considering the requirement for a mandatory Peel, k does
not want to play the shot with an 8@egree split.

k for h(8) u short of R(8) k rushesy k rushes Kk ostiers u
u for h(8) ktoy near h(8)Upright k goes to position k makes h(8)  set up for Peel and roquets y

% O . ve @ % P
I I I e ple o BO
O O O O
»

NP.157 NP.158 NP.159 NP.160 NP.161 NP.162 NP.163

Another option open to Striker is to jaws the Peel and then complete it using a scatter shot directly, and roquetinglpafted
this end, k rushes Eigure NP.15%nd then croquets y to a specific spot very close to h(8), just northeast of the hoop as k goes to
position at h(8Figure NP.160Then k runs h(8kigure NP.16land goes to u, rushing it back, as close as it can, to in front of h(8),
Figure NP.16Z then plays the Peel without draw, giving every opportunity for u to enter the jaigge NP.163Now with the
three balls in close proximity and k still live on y, k scatters u through h(8) completing the Peel and ricocheting off ofto §nd on
making a roquet to continue its break!

Conclusion

As previously mentioned, opportunities for Peels of this nature are generally quite rare and the appropriate caution shamdd b

before deciding this is the best line of play. However, being aware of them may very well be the difference betweenalour bre
continuing or not.
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Il.. Facilitating the TriplePeel
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1.62 L[ . ¢ t99[LbD 5wL[[{Y !b Iha!D9 ¢h YOL¢I 2

X AY Yé @GASs GKS NBIFE aAady 2F |y SELSNI Aa (KFIdGé GAYS | yR
ExpertCroquet TactigKeith Wylie, page 3.

dSince the second edition of Wylie was released, over 25 years ago, it is fair to say that the standard of croquet dofhievelry
has improved markedly and the number of players at thequite-expert level who regularly attempt and complete triplees has
F £ a2 NRA aBeyondEXgert Crdq@éedTacti@ECT)PaddyChapmanpage 53.

Expert Croguet Tacti@d BECTcombineto providea road map to the land dlriple-Pees. They helpreadersunderstand how
individualPeet are formed and combined inflriples that begir@andard, end3raight, and follow alfoads inbetween.The drills

hereincan expediteyourjourney. There ionefor each ofthe three Peesin a Triple. Gllectively, theyincorporatemost2 ¥ 2 8 f A SQa
situations®. They can be run individually or as a growggoe can be keptrackingprogress, andhe drills can be used in competitive
gamesf that is your desire

The initialPeelattempt reflects its timing ira StandardTriple After that,the Peet arerepeat,experienedlater and later(more and

Y2 NB & RS thé bee&kRjdstiashayyvould in actual play if things do not go as pladmaad you kept at it The last possible

time aPeelcanreasonablybe done in a AC gamevith Striker finishinggoincides with the last attempt in each drill. It involves a

sequence obne or moreSraight-Pees. If they are successful, th&trikerattemptsto peg2 dzii 6 a F A y SrdighttPéetfails, dzi A F
then the best Strikercan do is to set a leave. YdDppcs determine how googlour leaveh & 06 & (I NiByA¢éydlE suddeipra K A (i
failure alters your score.

The drills are presented ieverseorder ¢ h(12)first, thenh(11) and finallyh(10) This orders thm by difficulty, from easiest to
hardest. Itisuseful to rereadapplicablesections othe booksat the same timendin thissamereverse order!

31 The Appendix compares thligeeb Wylie analyzes to those used in these dilist shown, a h(10) Drill is also possible for those interested in Sextuples. It can
be structured to allow attempts on the h(10) Peel as early as(®y and as late as running a straight quad.
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MECHANICS

Repeating the SamPeelDuring a BreakA key elementf these drills is that #eelis attempted a prespecified number of times
during the running of 4-Ball break. After each attemptyhether successful or not(FPeeke is repositioned at the sam@eelng-
hoopto set the stage for the next attempt, which will occur after thext-Hoop is made in the break.

EveryPeelattempt should be treated serioustyyou want to make itBut, knowing that tre samePeelwill be repeatedagain
immediatelyafter the next hoop forces plaring for the next attempt whilestill engaged in the current one. This involves sending
additionalEscapeBallsto the Peelng-Hoop; or, when the geography permits, preparingRall-Peelto Poneer-Balls.

Keeping Score and Finishingeeping scorenaintainsfocusandtracksprogress. Scor2 points for each successfikeel It is

aGFyYyRIFENR RAOGdzY GKIG G2l gheely I MR 2FYVISYA YEE 322 R3S NE & 4 R NS T KN
to makingor Jawsing a Peelattempt. $ score two points for each jawsdelee| except for the finaattempt in each drillvhere it

must be madeHere Jawsing can be definedasurring wherany part of the Peeéeis visible on thenon-playing side of the hoop

The final attempin each drilinvolvesSraight-Peek: The Straight(12) The StraighDouble; andTheSraight-Triple. In each case,
the break is run to the peg during the firkéelattempt. If allrequired Sraight-Peeb succeed, theattempt to finish by peggingut
Peeke andSriker. Add one point for each ball that is pegged ot

Setting a Leave, And Hittintn: If a Sraight-Peelfails, then it isusuallyimpossible to finish a drilly pegging ouboth balls Instead,
Strikercan add tchispoint total in various waysg A (iPEsthidmousPeett 33, by pegging out one ball onflgr one point, or by
setting a successful leav& PosthumousPeeliscompleted at a hoop thaftriker has already madé&uccessful posthumouBees
collect two points, just like reguldeek. However, as in a real AC game, the benefits and costs of posthiraelisieed to be
weighed carefully. To make situations more realisfigpos aregiven a chance to hin if yourdrill ends withoutyou havingpegged
out both balls The hitin attempt can be from where the balls lie, or from a-lift-baulk. The resulimpactsthe score: A successful

32The drills do not distinguish between situations when peggingonly one ball is logical and when it is not.
33t is sometimes possible to executéaelposthumously but convert it into a successBright-Peel For instance, Peeke sticks irh(12)and Strikerjumps

and makes the hoop, but fails to dr&geke with him, it may be possible to uSppment balls to bombardPeeke through, withStrikergaining a rustireete
to the peg and then finishing@his is discussed by Paddy ChapnB#C Tpage 66.
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hit-in reduces your score by 3 points; a failedihitncreases it by 2 point$hus, there is a balance between progressing and setting
a good leave.

Play After a BrealDown: Playcontinueseven ifthere arebreakdowns, but at a costDeduct onepoint for each brealdown, where
three different types of breaklowns are possibldi) A hoop shot is missed (it is replayed frarfeet directly in front of the hoop or
peq);(ii) A rush is missed or deemed unsatisfactory (it is replayed fréeet from the ball being rushed]jii) A croquet shotpther
than aPeelattempt, that yieldswhat Striker considers to ben undesirable position durn-ending result (it is replayed)

Randomly RePositioningPeeke: We suggeste-placingPeekerandomly around thé”eeing-Hoop. Thisshouldbe done

immediatelyafter Striker escapes @®ll-Peekto his next hoopregardless of the outcome of thast Peelattempt. Themost

generalprocedure uses a bag containing blocks numberd@1Two are drawn each time a new location is neetfe@ogether,

they define a vector: The first determines directigits number identifies the position of an hour hand of a clock, that is anchored

at the center of thePeelingHoox g A G K mMH 2QO0f 201 NHzyyAy3a RANBOGEIE& (GKNRddzAK (KS
distance, measured in feet. If its number is between 1 and 6, then it is used as is. However, if the number is betweh thand

six is subtracted from #hnumber before it is usedonce again yielding a distance between 1 and 6 fedteeke is placed at the

specified distance along the chosen direction.

It is possible tanterrupt play after eactattempt, draw two new blocksand then resePeeke. However, a more efficient way is to
do all the drawing oblocksd0 ST2NB LJX & adal NGad ! G5NRAEf LYF2NNIOGA2Yy C2NXE Aa
processand to keep scoreAn even faster way to proceed is to use the-drawnda NJ- Yy R@&siWahs thatare provided.

These drills are challengin@uradvice is to simplify them in the beginning. Start by placing amlaengPeeke in an easy position
(perhaps 2 feet in front of th@eelingHoopeach time) instead of randomlIg. 2 Yc®eep score. Instead, redo unsatisfactory results:
Doc Replay shots that position the nekscapeBall while simultaneously approachifgete; Repeat faile@®eelattemptsc to learn
about pull, and how to get thBeeldone while simultaneously going to yobscapeBall, orRoll-Peelng to a pioneer; etc.

34The blocks are returned to the bag after all have been drawn. Then, they are mixed and used again.
35 An alternative is to use the second block without adjustment producing distances between 1 to 12 feet. This procedurecteashegause it can put

Peeke at a distance from the hoop where, in real play, it may be logical simply to skigé#i&ttempt ¢ a rational action but not one that is commensurate
with the goals of these drills.
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STARTINBALLPOSITIONS

Each drillbeginsfrom a position thatllows Striker to embarkn or continuea SandardTriple ¢ with the h(10)Peelfirst attempted
after h(3), h(11)after h(6), andh(12)W-h(9). Any color balls can be usédt hereconsistent with Wylie, ys Sriker andr is Peeke.

Theh(12)PeelDrill: FigureWPDL is the starting position for th@(12)PeelDrill. This position is arranged in three steps:

1. Draw Blocks t®ositionPeeke: Ifo f 201 a p YR ¢ NS RNIgy® Nh@za LI OSR |4 p

2. PlaceOpponents Positionu as thePioneerfor h(7) anywhere you want

3. Position StrikerGivey a dollyrush on Krom south ofh(11)toward the north.

Starting Positions

h(12) Drill h(11)Drill h(10)Drill
_ . . %o
(o . n n

ol ol n
{ { {
) O°
(0 w w
m n m n m o
WPD1 WPD2 WPD3

It is possible to complete thie(12)}PeelW-h(8) ¢ one hoop before its timing in &andard Triple. This will be followed biree
attempts, still at h(12) W-h(9), its timing in theSandardTriple, W-h(10) andW-h(11) There is then a fourth andinal attempt
which coincideswith the timing of a DelayedTriple. Itisthe h(12)Pee| Sh(12) If successful, tis Sraight-Peelis followed by an
attempt to pegout Peeke andSriker.

12 pointsare possible; 8 from the four basi®ees, 2 for the singl&raight-Pee| and 2 for the pegut of bothPeeke andSriker.
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Theh(11)PeelDrill: FigureWPD2 shows the starting position for thig(11)PeelDrill. This position is arranged in 3 steps:

1. Draw Blocks to PositidReeke: If Block2 and 9 aredrawytA & LJ | OSR | (i -6%B) feeddth@ X | YR o 6

2. Position Strikery should be positioneas if he just made (B) ¢ within six feet of I5).

3. PlaceOpponents Gvey a rush on onéppaent (u).In FigureWPD.2a north/east direction for the rush was chosen. The
other Oppment (k) can bglacedanywhere around(11) It is shown slightly north and west lof11)

From here it is possible to complete th@&(11)PeelA-h(6) ¢ its timing in a3andardTriple 36. This will be followed by three
additional attemptsstill at h(11) W-h(8), W-h(9), andW-h(10), its position in theDelayedTriple. Thee is a fourth andinal
additionalattempt startingat h(11)andinvolves &3raight-DoublePeel[S-h(11) andSh(12)][i.e.,y andr start both for h(11}, If
successful, th&raight-Peelat h(11)is followed by é8raight-Peelat h(12)and then an attempt to pegut both balls.

14 pointsare possible; 8 for the four basid®ees, 4 for the two straighPees and 2 for the pegut of both Peeke and Striker.

36y sends u to 7) while going to k and (in whichever order is most convenient)is put inPeelposition, k inEscapeBallposition andy in position to make
h(6). y makes 16). Nexty roquetsr and thenPeetr hard, such that ends neah(12)andy has a rush on k to the north.
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Theh(10)PeelDrill: FigureWPD3 shows the starting position for thie(10)PeelDrill. This position is reflective of play that leads to
the start of a Standardriple®’. This position isrranged in 3 steps:

1. Draw Blocks to PositiodReeke: If blocks 10 and 12 aredrawnA & LJ F OSR | i mn-6B)@&aodnth@0) | Yy R

2. PositionStriker Puty in contact withr so y is taking croquet on r.

3. PlaceOpponents OneOpponent (k)should be near @), and the other (u) near(B), where vy is still alive on.u

Starting fromFigureWPD3, it is possible to complete thie(10)}PeelA-h(3) ¢ its timing in aandardTriple®®. This initial attempt is
followed by five additionahttempts, still ath(10} W-h(5), W-h(6) ¢ its timing in the DelayedTriple, W-h(7), W-h(8), andW-h(9).

Thesixth andfinal attempt involves eSraight-Triple-Peel r and y start foh(10)and theh(10)Peelis attempted one last time as a
Sraight-Peel If successful, it is followed [Braight-Peelattempts ath(11)andh(12)and then an attempt to finish by pggqgout
both balls.

20 pointsare possible; 12 for the six basiPees, 6 for the threestraightPeet and 2 for the pegut of both Peeke andSriker.

371t isalsopossible to start by givinga dolly rush on from h(2) to h(3), allowing practicef this importantshot.

38y croquetsr to Peelposition ath(10)while going to u at {8). y makes i3) with u and theny roquetsr. y Peekr at h(10)and escapes with u.
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COMPETITION
A total of 46 points can be earned while runnadfthree drills.

In a competitive situation, players take turns running one or more dolsziously, the winner is the player who accumulates the
most points, net of penalties for brealowns, and points lost because of-fmt byOppments.

Ly GKS Ol ReelplayE T IF ¢ (hKlB)Roopkad ée used to determine a winnedtart by placing one balPéeke) 5 feet
directly in front of theh(12)hoop. Then place a second b&iriker) 3 feet directly behind th®eeke. Have both teams attempt the
rush andPeelfrom these positionsif both teams succeed, then move both balls 5 feet further fromtfi2) hoop and have them

try again. If both teams fail, have them try again at the same distance. A winner is determined when one team succeeds and th
other fails thePeelattempt.

DRILL INFORMATION FOIRM

The wo forms presented below can be uséd keep score antb trackall positionsof Peeke around thePeelingHoops. Keeping
this recordallowsdifferent players to attempthe Peet under the same conditions.

The form can be filled out before a drill is started. This expedites play and provides greater continuity 8nkbewhile he runs a

break. This is accomplished by drawing as many blocks as are needed out of a bag (refilling when necessary) and wtfitgng down

gl tdzSa 62N I R2dzad SR G tdzSa Ay (GKS Ol asS 27 Si KRS NSOUARR 00 fl /@R a5
stands for distance)lhe completed form is then usetliring play to determine the direction and distance for le&eelattempt.

Another way to proceed is to uske last page of this document. Hevee have taken a Drilhformation Form and filled in the Clock
Positions and Distances, having drawn them randomly from a bag.

The final column for each drill is set up to keep score for one or two players. Score 2 points for each: Skesdeshdre S4B, SP

and SR are the straighPees ath(10), h(11)andh(12), SuccessflitegOdzii -toéad > 2 NJldade@itaSs) & fFilddthin
0 &U € 0Oppments). Score-8) points for an unsuccessful leave (that is, a successfir hitOppments).
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With Randomly Drawn, Clock and Distan

ce Positions

h(10) h(11) h(12)
When Clock Dist ScoreWhen Clock Dist Score When Clock Dist Score
Ah® _ _ AhG) ___ W-h@E) —
W-h(5) W-h(8) ~ W-h(9) —
W-h(6) W-h(9) — W-h(10) —
W-h(7) W-h(10) — W-h(11) _
W-h(8) Sh(11) — sh(12) —
W-h(9) Sh(12) . Peg-out o
Sh(10) ___Pegout Hit-in o
S.h(]_l) L KN o ————=—=—=—=———————————=—=—=
S.h(]_2) o —====—=—=—===—=—=—===—=—=====— QTAL o
Pegout TOTAL L
Hit-in o

TOTAL
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With Pre-Specified, Clock and Distance Positions

h(10)Peel h(11)Peel h(12)

When Clock Dist ScoreWhen Clock Dist Score When Clock Dist Score
Ah®) 11 4 ____Ah®) 11 3 ____ Wh@® 9 1
W-h(B) 10 3 W-h@® 2 6 ____ Wh(@) 2 1
Whe) 5 1 wWh@© 5 1 ____ W-h(10)12 6
W-h(7) 3 2 Wh(10) 8 1 W-h(1l) 5 4
wh@® 2 6 ___ sh@l) 3 2 ____ sh@21wo 5
W-h(Q) 12 4 Sh(12) 7 Pegout T
Sh10) 9 3 Pegrout " Htdin -
S.h(]_l) KN o ———————————————————=—=—=
S.h(]_2) L =====—=—=—===—=—====—=—=====—FQTAL o
Pegout TOTAL L

Hit-in _

TOTAL
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Here is a list of th®eel
F2N) BTk YRE a{ ¢

h(10)Peel
When Wylie Drills

W-h(3)

Ah(3)
W-h(5)
W-h(6)

Ah(6)
W-h(7)

Ah(7)
W-h(8)
W-h(9)
Sh(10)

X
X
X

X

Ah(3)
W-h(6)
W-h(7)

B><><><><><><><><><><

~N X X X

WX X X

I RRNB&aasSR

h(11)Peel
When Wylie Drills

0e

Ah(6)
W-h(7)
Ah(7)
W-h(8)
W-h(9)
W-h(10)
Sh(11)

X

NPX X X X X X X

W-h(7)X
W-h(10)X

GIX X X X

APPENDIX

23fAS AYy KAA
Nubeds dgntifyiki2223 8aEebdd CA Y | £ £ & = ih thle deils

0221 YR
€

h(12)Peel

When Wylie Dirills
W-h(8) X
W-h(9) X X
A-h(9) X
W-h(10) X X
W-h(11) X X
Sh(12) X X

5 5

After Jawsing Situation®

2

W-h(9) X
Ah(9) X
2

Q¢

> R
w N

<, o

> ()

> Q.
U» ¢

Q¢ (Y

P

¥4 1 T ip&edthat are not associated with baBlees are important and can be practiced on their own, but do not lend themselves conveniently to inclusion
in these drills. Th®eetwe arereferring to are:h(10)Pees Ah(6)and Ah(7), h(11)Pees W-h(6) and Ah(7), and theh(12) Peel A(9).Finally, neither Wylie
nor these drills deal with thé-h(4) Peel or thé\-h(8) Peebf h(11)

02 3t A SQawsiayr F G5NT 2H G A 2y & ¢

oty

0S5

| Reée8 af thitiappropriatg time n&eadof rRrddmiy ideternonéng i@ pogitioi. y 3
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[ SGQa D2 d12 GKS +ARS?2
Videos ofSherif Abdelwahab and Charlie Xavdaempeting in the three Wyli€eeing Drills are available. Sherif won the overall

match winning theh(12)Drill [10 to-6] 4%, tying with Charlie in th(11)Drill [8 to 8], and winning theh(10)Drill [7 to 6], which
came down taa final shot bySherif hitting-in after Charlie was forced to set a leave.

12, 14 and 20 points were perfect scores for théividual drillsg a total of 46 pointavere possible for each playdn fact, Sherif
I OOdzydzf F i SR Hwp G2 [/ KFNIXASQAa y Hredoes (052, aBdS)ifor SHef and 8 AL, atid) for Cliadiel K LIt
Both players also suffered Hits: 2 by Sherif, andlL byCharlie.

Finally,Sherif was able to pegut ¢ completeStraightPeet ¢ in the h(12)andh(11)drills, but not theone forh(10), while Charlie
did not pegout in any of theDrills. Both wanted to run thérills again!

Thispreliminarydata suggestthat the drills arechallenging andvorthwhile whetherdone aloneg as part of your individual practice
routine ¢ or in competition*?. TheDrills could even be extended tol9), h(8), andh(7)to breed familiarity with Quadrupl®ees,
QuintuplePees, and Sextuplees.

“LYes, that is minus)(@ In fairness to Charlie, this was his first exposure 8 ¢ | §dn@sawhile Sheréxperience them previously

2¢KS NMz Sa FT2NJ 6KSaS RNRtfta | a 3t YS poutdtiadostlikely JBeyweuid tothave 2akiel in telil play. AhdEve (1 2 2 {1 &/
F2dzyR | gl @& (2 a3 YS (KS -PeelsiSalaw andiier tanmpHor 0HEIE KB E NIy I K SNI AAIKYT IABAYy T dzLl) 2y
technically allowed, but not realistic.
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2..PEEIOR BUS®
RULES

In this gameeach turn is @eeing turnwith the goal to complete a certain number of peglsa triple peelind then peg out both

balls Playis handicapped byssiging differentpeeling requiremergto different playersThe requirementan be to complete a

single pee[h(12)],a doublepeel [h(11) and h(12)] a triple peel [h(10), h(11), and h(12)]. The first three balls enter as per AC rules

but cannot make a hoop or peel. Running breaks and peslimgssible with the entry of the fourth badindthen duringall turns

thereafter. If{ G NA { SN & asBdjedraeBnYSTilestartsaiturn with his clip om(7) andhisPartneQ & h(22y. If

{ GNRA 1 SNDR& NXBI dzA NB Y Stykérstakish tuinwitR Bisizbpfordi(4) kil Bi$ PArtnékaSh@y AndA T { G NA 1 SN A
requirement is driple ped, then Strikerstartsaturn with his clip orh(1) andhis PartneNI2 ah(18).yh a single game format, the

winner is the first team to have its Striker complete his required peels and peg out.

AStrikeQ & U dzNJY/failStyaRcomplish isSequired pee)(srfails topegout both ballsthereafter. The next team takes over
they choo< either ball as Strike and placehe clips acordingly The non-StrikerBalk remain on the lawmwhere they wereat the
end of the previous turn. Striker can be played from where it was left, or optionally, ifthta-baulk if Ops failed before h(7),
with a lift-to-contact if Oppemade h(7) but failed befork(10), and with dift-to-position ifthey made h(10)but failed to finish*.

Thereisalsomui I YS aYIF GOKE F2NXYIFG GKIFG A& | LILINI pohds aré éarnel oNcbnpleth@ Y LI A &
a Triple andPegging outzero otherwiseAnd additional points are earned Ipegging oukarly. That is, pegging out can be done

anytime after the three peels are completed. ¥ & - ¢ A& (KS v dbéeors pehghd outihéh $12)Q adalitidnay+ R S

points are earned for completing thearly pegouts. Here, ime points wirs match with new games started each time a successful

pegout occursLoserchooses to go first or second in the next game.

43 A Note on Similar Gamedriple or Busts similar to the Australian gante 9 | #(8thedmames like it exist elsewhere). Hete RIi y SNDa Of A L) 3254
soon as Striker makes h(TheNXzt Sa 2F a9l a& dpé R2 y20 KI @S | NBAJGNX G xrplgint@pfay!)igkhdonF A NBE G o
includes the regular lift hoops from AC. If a player completes their TP, then in the next ganteattredr clip can be moved back one hoop to h(9) for an

attempted Quad (and so on) for an extra challenge.

44 This way of starting rewards the eptayer for time spent on the bench!
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NOTES OREEIOR BUST
We describe onlyTriple or Bustbelievingthat noteson this version of Peel or Busill facilitatethe play ofthe others.

The First Three ballshe first three ballgenter with a lift-to-baulkbut cannot score a hoop or complete a peel

The 4" ball and BeyondThe 4" ball (y), plays, with a lifio-baulk.At the start of histurng@ Qa Of A LI A Parhe®dfal OF YA LK GO
ispocketed Thereafter, achturn starts with all clips on(ft). The Team playing thern identifies its Striker anBartner(Peeke)
olftfa oe f SI @AY, makihgihlhahdshedpéackepParttde@ay add pattin it on 1§10) when Striker is at h(3)

Scoring:Striker plays hisurn. Ifhe succeeds; Triples and Pegdutci KSy LI Ay da | NBE | RRSR diteeKAa ¢SI
for the Triple andPeg-Out of both ballsandone additional point for each early hoop. If the cumulative total is less ghémen a

new Game is startedlr'he loser decides who goes fil$tStriker breaks down or does not complete the Trighen the balls remain

where they finishedluringthe lastturn, the clips are all returned to(h), andOppments take over starting newturn.

Lifts: Lift possibilities for all subsequent turns depend on the result of the previous tutre last Striker broke down before h(7)
then there is liftto-baulk; if he broke down after h(7) but before h(10) then there is dditontact, and if he broke down after
h(10) then there is a |#to-position. The lift rules were influenced by playing this game veitin favorite croquet curmudgeas True
to form, they continued turns thatare hopeless; ones that might be better served by setting a lealke rulesewardsthe out-
player for his patience and teiésto protect players from their natutaexcesses.

Abandoning Shiplf a situation is looking bleak, then stopping before h(7) and giving justta-lihulk can be a good strategy.
Of course, the earlier you make this decision, the better the leave that you can set. Remember that giving contact imndifiosit
increase dramatically the possibility of points for early completion offiif@e and thePegOus.

Extra PointsThe scoringystemof the game is such thaiompletingthree Triplesand standard Pe@utswill win. But it is also
possible to win with just twdriples if an additional three points are earned PgggingOut early. The extra points can be earned in
one game; PeggingOut before h(10); or across two gamese.g.,PeggingOut beforeh(12)in one and befordn(11)in the othe.
Understanding how, or if, to seek extra points is key to sucéessexample; do you send a pioneer to h(10) if you think you can
Peg-Out W-h(9), or is it better to sendit near to partner to assiswith the Peg-Out andonly go to h(10) if necessary

69



[ SGQa 32 G2 GKS ARS2a

Spread over two videos, total of3 hours,43 minutes and50 secondq!) of a Triple or Bust match was played by Sherif Abdelwahab
and Charlie Xavier. Before play begar,all wondered if requiringnly 9 points to win would behallengesnough. After all, while

being the first to complete thre@riples always win, victory can be achieved in just two turns by eaBypuaints for eachlriple and

an additional 3 points bipeggingOut early¢ for example before h(11) and before h(12). And it is even possible to win in just a single
turn, completing theTriple andPeg-Out before H7) thereby earning 3 points for the triple and 6 points for a very early completion.

In fact, as it was getting dark, we chose to end the match without a Victor

Charlie won the toss and chose to g8, 2vhich also meant that he would play th& #urn and have the firsbpportunityto Triple.
Charlie and Sherif each failed on their initial turns. Then Charlie began a turn (at 0:13:36). It started well but end@i2iagl
Charlie succeeded in organizing the balls f&tandardTriple but was unable to make h(3), bouncing off thgightand going out
of bounds. Sherif came on the lawn with a real chancacmumulate sufficient points to finish in just ongn! Sadly, it was not to
be. Sherif completed the Triple (!) but failed in his attempPég-Out before making h(11) (at 0:44:30).

What Might Have Been

FiguresTOB1 ¢ TOBS8 present whatmighthave beerg an example of a very earlyiple that would havevon the game. From
FigureTOBI1, Striker picks upandgoes to BBaulk,FigureTOB2.

FigureTOB2: r roquets u and then sends u to P(2) going to y. r rushes$?gétposition and therPeet y at h(10), \Wh(1), gaining a
rush on k to h(1). r sends k to R(1) as r goes to position atFi@LxeTOB3. This was HP starting from a hypothetic&l@op!

FigureTOB3: r makes h(1) and goes to k. r sends k(bl)as theEscapeBall to h(3) E(3,11ps r goes to y. r moves y Reel
position at h(11) as r goes to u. u is sent to R(2) as r goes to positi@2) &iqureTOBA4.

FigureTOBA4: r makes ) and goes to u. r sends u to P(4) going to y. r rushe®aaly at h(11), \Wh(3), and escapes to h(3)
with k. k is sent to R(3) as r goes to position at IHRreTOB5. This was 2HP starting from h(1)
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r hits u, u to P(2) r makes h(1) r makes h(2), u to P(4)

Peely at h(10) Wh(1) k to E(11,3) Peely at h(10) Wh(3)
escapes to h(1) with k y to V(2, 11) escapes to h(3) with k
Sy 2T dzQa ( dzBJBaulk k to R(1), r to pos NUJtofRE2)E ritciposi 2 k to R(3), r to pos

TOB1 TOB2 TOB3 TOB4 TOB5

FigureTOB5: r makes h(3) and goes to k. k is sent to lg(@)th the intentof doinga BackPeelat h(12)¢ while r goes to y. r sends y
toward Peelposition while going to u at h(4). u is sent to R(4) as r goes to position aEld)eTOB6. ThisPeelconsumed 3 hoops
as it was done as a Baélee| A-h(6).

FigureTOBG6: r makes (4) and goes to u. u is sent to h(6) as P(6) as r goes to k. k is md®edttBall position close to h(5) as
rgoestoy.yis semd R(5), alsd’eelposition at h(12) as r goes to position at h{BQureTOBY.

FigureTOBY7: r makes h(5) and goes to yPeeb y ath(12)A-h(5) and goes to k. r leaves k near y &ebper-Ball for thePeg-Out as
r goes to u. u is sent to R(6) as r goes to position at Ri@yeTOBS.

FigureTOB3: r makes h(6) and goes to u. Then r uses u to get to k, and k to get to y, and then r pegs out y and then himself.

In this hypothetical example r/ly completes tfigple leaving h(7¥ h(12) unused, generating 3 points for the Triple and 6 extra for
a total of 9. If this had happened, then r/y would have won the match in a singlé turn
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r makes h(3) r makes h(4) r makes h(5) r makes h(6)

k to V(4) u to P(6), k to V(5) Peek y ath(12) A-h(5) uses u to get to k
y to P(5) y to R(5) leaves k as helper ktogettoy
u to R(4), 1to pos r to pos u to R(6), r to pos pegs outy and r
n g : O"; n
] ] ] i
%
(o]
% ik me m
n * 3 » * & w  ° n m o
TOB6 TOB7 TOBS TOB9

A Most Amazing Posthumous(12)Peelthat led to a Standard Finidh

At (57:45) Sherihiada possible lifto-baulk but chose to play r from where it was left the law After some initial heroics, in
particular an amazing passell and followon roquet, Sherif settled down and completed th€l0)PeelA-h(3). It looked like he was
on the way to &tandardTriple However, he failed thbB(11)PeelA-h(6) and failed it again W(8). He finally completed it

W-h(10) but senPeeke (y) substantially south &{(12)during the successful crogu&eelshot. Two amazing passlls later (!), at
(1:20:15) Sherif ended up as showrFiqureTOB10 ¢ r about to makeh(11)with u waiting as reception, y on the playing side about
4 feet fromh(12)and k in a useful position, also on the playing side(tR) We wereprepared for a routine Straight(12)}Peeland
follow-on Reg-Out ¢ but what we gotinsteadwas a special treat!

FromFEigureTOB10, r madeh(11) sent u as the deep ball going to k, skmis a shallow ball going to FigureTOB11.
r overrushed yFigureTOB12, such that neither théeelnor a jawsing was possibl€herefore, r croqueted y tBeelposition as r

went to position ath(12) FigureTOB13. At this point prospects for finishing look dim! r mau@?2), FigureTOB14, and then
roqueted k,FigureTOB15.
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Then, Sherif took croquet with r on k and intentionally bombarded k into y which sent y througiifitBeHoop¢ posthumously
completing theh(12)Peel-- as r went to uFigureTOB16“°. Since Sherif had not yet used u, the rest of his turn was routine (and
not shown). Sherif used u to gain a rush on y to the peg and a n&eg&ut. This turn earned the first points for Sherif in this the
first game of a Triple or Bust match. But only 3 points, the ffangnimum ¢ what results from a successfiitiple-Peeland Peg-Out
that did not finish early.

We took a lunch break and then started the second gafrithe match. It can be seen in the second video. 2 hours and 20 minutes
later we called it quits; when the score wastill only 30 ¢ with Sherif aheadDuring this time period there were 1eeing turns.

Only three involved completeBleet ¢ Early on, during the thiréeeing turn, starting at (00:05:45) Charlie had his best turn making
it to h(11)while completing twdPee$ along the way. Sherif immediately followed during tHetdrn starting at(39:30), also
completing twoPees but failing at h(7). Finally, during turn 9 (104:42) Charlie goPa@done before failing at hoop 5.

Summary and Conclusiodicross both games there were a total of 27 turns. Claaviyas aninteractiveafternoon! However, only

5 turns involveccompletedPeet while 22 hadho Pees at all 13failed at h(1)5 at h(2),3 at h(3) and one at h(8)A lot of time was
ALISYG SENI e Ay Gdz2NY a Rafn2rMXba hoies of setbing Op far 8 Stam®@ifdpd aRdhaving airéal chance
at finishing earlyo earn extra pointslt might have seemed borirgg the time,but, upon reflection and reviewgccepting the
possibility of a Delayedlriple and fewer points might have led to more complef&gples and higher scores.

45 paddy would have been proud
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I1l.. BeyondTPs: New Games with Short Turns
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1.. ONLYONCE
RULES

This game uses the structure of @& rules of AC, and some strategies from AG¥American 6Wicket Each turn is limited to
NRIjdzSUGAY 3 GKS O KNRS ¢2 BKKANIKO 1 £SESH.Jad hiyieNg/ & a K2 NI 6 dedypmeréctive. v A K2 {

1. ORDER OF PLAPLAYERS and HOOPEe role of Striker rotates in color order (u, r, k, y) as in GC. The game starts with
both teams competing for h(1), the initial Currehjbop.After itis scored by any balli.e., the hoops made orPeekd),
attention turnsimmediatelyd 2 (G KS ySEG K22LJ Ay 2NRSNE KOHHBEpPKOOUOI X3 KOM!

2. CLIPSThere are three types of clips: While not required, here is an effective way to deploy them:

(i) ScoreClips (SCuseu and r Subtracting one fromthe hoey dzYo SNJ 2F |y {/ 3IABS& I GSIFYQ:
(i) PeelClips (PLCusek and y PLCs track how mameet u/k and r/y still have in thelPeelng Requirements, if any.
(i)  CurrentHoop Clip (CHC)sewhite, or another special colo€HCdentifies the CurrentHoopfor all balls

3. MAKING HOOPS AND PEHEd teams start with their SC on h@hey start with zero points. Single points are scored,
FYyR I G4SIYQa {/ Aa IR@GIFIyOSR (2 (-KddpoyvdheniStrikeRerblRhrtsekoBayi { G NRA 1 S N.
Oppo Ball at ité. Peelsfollow AC rules. Peetompleted with satter shots are allow& Making a hoop earns a continuation
shot but does not clear deadnesit does not allow a ball to be used againScoring a hoop alsadvances the CH&.team
can score multiple points during a turn.

4. PEGOUTS AND WINNING THE GAMEce a team (call it u/k) accumulates 6 points, its SC advances to the peg where it will
join up with its PLC. The goal then isPemrOut both balls, removing clips as appropriate. Thapcsing team (r/y) continues
to play CurrertHoops until it too has 6 points and advances its SC to the peg PEg&ut earns one point. The winner is
the team that is first tdPeg-Out both balls, accumulating 8 points.

46 Summing the hoop numbers of thiwo SCs (peg assigned a value of 7) and then subtractings@m®ther way to identifyhe CurrentHoop.

47 Deadness does not carry over to the next tasit does in AGW.
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5. STARTING the GAME and LIAT®: first 4 turns are played from either of the GC Penalty Spot® & S Y & he@ih NOf S &
repurposed and renamed pportunity Spotg (OS). Subsequent turns start from where the balls were left on the lawn at the
end of the last turn or with a lift to either OHowever, a lift is not available ifReelwas completed during the last tuff

6. MARKINGN: Balls are marketh 1 or 4 yardsluring a turnbut only 1 yard at its end, after the shot that ends a turn. The
next Striker can renark any ball situated between 1 and 4 yards to 4 yards at any time during his turn. Striker does not have
to use his option to ranark to avoid a wiring, nor can he ctaa wiring after remarking balls to 4 yards. A corner ball can be
marked in 1 or 4yards in either or both direction3.he 4yard markin procedure can be waived

7. PEELING REQUIREMENTS (PR) and theTRE®4:C of a team without a PR starts at the peg.

Either or both teams can have a PR, that can be betvdesamd 6 and specifies how maRgek a team must completas

part of reaching a score of 6 when it can thHsegin peggingput. PLCs are originally placed on the hoop identified by

adzo NI OGAYy3 | GSIFYQa t wi3)=RNidthe BLE @ lsced oh [{4); if KeSPRE6WReanaxinuS y 6 T
possible, then (@6) =1, and the PLC is placed on h(1). The Riv€sne hoop forward with eadheeland to the peg after

h(6), then to be removed with Beg-Out *°.

Subject to the final paragraph of this sectiarieam subject to a PR can earn a point by having Striker make the Current
Hoop aopposed toPeeing it onlyif its SC is on a hoop that is earlier than itsFRZ example, suppose the u/k SC is on h(3)
and the u/k PLC is on h(4). u or k can make the Cutieop, whichever one it is, and move the u/k SC to h(4). But now their
SC and PLC are on the same hoop indicatingRtet are required at future Curresiioops in order for u/k to progressto
reach six points and gain the abilityReg-Out. In this case three consecutifRees are required. Scoring the Currddbop in

this circumstance does not generagooint nor does it grant Striker a continuation shot.

CAYlFffex RdzZNAYy3 | Gdz2NYy LRAyida a02NBR FFOGSNI I LSSt i O2 YL
Striker makes hoops instead of peeling them

48 The lift option is reinstated if the Nestriker is wired from all other balls by the actions of the previous team and the previous team is responsible for the
bSEG {GNA{ISNIolftQa LRaAlGA2Yy

49 After a hoop is made two clips are moved, the CHC, and the SC. A Peel moves the same two clifistardPa.G.
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NOTES ON ONHIONCE

Introduction: This game uses the structure of GC, the rules of AC, and some strategies from A6W. Each turn is limited to roqueting
GKS GKNBS 2 KOSKEOWKADKaNYf&a (dzNya NBfFIAGSte aAK2NI odzadz €@
compee to score points by taking turns strict color order (u, r, k, and y), as in GC and A6W. The first team to score 8 points wins.

The first six points are scored by makingPeeing at CurrertHoops. A team with 6 points is then for the peg. The fiwal points

are earned withPeg-Quts ¢ one for each ball.

The CurrentHoop Clipz CHC OnlyOnce follows the structure of Ggboth teamsg all ballsg are for the same Currertoop
(unless one team is for the peg). Once the Curigabp is made, attention turns immediately to the next hoop in order. To prevent
confusionwe introduced a CHC to identify the Currdrdbop. It is convenient if this clip is a different color than the ball ¢lips
we like to use white. The CHC is placed on h(1) to start the game, indicating that both teams are playing for the poirg feaiabl
winning (making oPeeing) at h(1). The CHC appliedbtmh teams and is advanced one hoop in order when a point is scored by
eitherteam.

A point is scored when Striker makes the Curidobp or when StrikelPeet anyof the three other ballsRartner, Spent, or
Danger®?) at the CurrentHoop.lIt is a good idea to move the CHC immediately after the shot that scores the point, not waiting for
end of turn.

ScoreClipsc SCEach team has a single SC that is advanced by play of either/both of its balls. In the abseReelnfa
Requirement (PRyeFAY R AU AyGdzZA G0A @S G2 ftAGSNIrffe aOfAL¥ (GKS dz IyR | O
the u/k and rly SCs. An SC is advanced after a hoop is ma&tkebd. This is best done intrarn.

' FOSNI NBI OKAYy3a Kocoux (GKS ySEG &aiG2L) F2NJ I GSIYQa {/atelpda GKS LIS
colored clip is removed after each successbg-COut.

Marking Balls inBalls are marked in 1 yard at the end of each turn, as in AC. At any time during a turn a ball (other than the Striker
Ball) that is positioned between the boundary line and 1 yard is marked in to either 1 or 4 yards. A ball positioned heaneen
yards can be left where it is or marked in to 4 yartise 4yard markin option can be waived.

50 Spent and Danger are names for Ogpalls from A6W. Spent has just played before Striker. Dangeriptaysdiatelyafter Striker.
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Opportunity Spots:The two GC penalty spots are repurposed and renaopgzbrtunity Spots (OS). All balls enter the game from an
OS After the 4" turn, if aPeelis not involved in a turn, then the next Striker can start from where the balls wereréfte lawnat
the end of the previous turn or th8trikerBallOlF 'y 6S af AFUGUSRéT f SGGAY3T {GONRTSNI adlk NI FN.

Peelng: Points are scored by having Striker make a hoop d?d®ing anyother ball at the CurrerHoop. The CHC is advanced one
hoop immediately after #eeland then play continues. Reelprovides one important benefit to Strikerlf a turn involves #®ee)

then the next Striker can only play his ball from where it lies on the lawn. The option to lift to an OS is lost urdesSthken is
wired by the actions of hiSppments

ThePeeing Requirement (PRA PRspecifesthe number ofPeek (if any) a teanmust complete within thesixpoints it
scores at CurreAaHoops beforét is eligible toPeg-Out. A PR of 3 is often usé@dadvanced plag Onlyh y O $ri@l&Peel

PeelClips (PLCJt is convenient in advanced play to make the SCs the single u and r clips, allowing k and y to be used as the PLCs.
APLCstsgy (KS K22LJ ARSYGATASR o0& adzodNIOlAy3a I (&8d=¥amthe MCFNRY
is placed on h(4); if the PR=6, the maximum possible, theB)£Z, and the PLC is placed on h(1). The PLC moves one hoop forward
with eachPeeland to the peg after h(6), later to be removed with a pmg of that colored ball.

A team subject to a PR earns a point when Striker makes the Ghiweponlyif its SC is on a hoop thatecedests PLC. When the
SC and PLC are on the same hoop, then the onlyhgagam carproceed is with #eel

The Opening Four Turns

Critical DistanceFigure OQ shows a serrtircle with the WOS at its center. The edge of the s@miNOf S A Y RA OF 1Sa dzQa
distance (CDydzQ a pitArkdistance, shown here as 10 yards, a distance that is relevant for intermediate players. Smaller and

larger semicircles would apply to weaker and stronger players. All points within the circle ail® &ta G I y OS f Sda GKI y dz
equivalent semgcircle is shown for the EOS. All points outside of the two €@hiNOf S& I NB 4G F RA&adGFyO0S 3N
Figure O@L also shows 4ardLines around the court. Balls are markedl yard or 4 yards, except when they are played from an
OS®L The 4yard option can be waived, but it is useful in promoting aggressive play at all levels. It is helpful to mayattdides
with chalk or string. If this is not possible, then two markdiesy sticks?at each corner measurenh 4-yards will facilitate play.

51 A ball left on an OS is markau1 yard at the end of the turn that put it there. The next Striker camegk it to 4yards during his turn.
78



10-yard CD u to middle north u wires from WOS r misses u

. : ‘ o : =0 : _eo
) 11 4 ) n P y n p Y n
D il ¢ D il < > i ¢ > i <
0 0 0 {10
001 h(1) Q0 h(1) 003 h(1) 004 h(1)

The Play of i The P! Ball: dzyamestartingfirst turn is the only time a ball cannot score a point. u must go somewhere! In the
absence of a PR, the best u can do i® giver a long shot while also keeping u far from the first hoop. This isridelle of the
north boundary u willbe markedin 1 yard. But r, the next player, can remarko the 4YardLine,Figure OQ, leaving r with a
19.4yard shot from either OS. Ththe maximum distance shot forexceptfor the position showrin Figure OCB where u is wired
from the nearest OS (the WO&)d any shot at u must come from the other OS (the EOS), ay28@Bshot®3,

The Play of  The 29 Ball: Suppose u plays as showrFigure OQ. It is r to playN.X2 &otsatki from the WOS and EOS are both
less than 50/50. Should r shoot at u? If r hits, then r can attempt to make h(1). However, the more likely result isabts atsu,
misses, and goes out of bounds. The player ends hisoginmarking r in 1 yard. Then the next Striker, k, can immediately or later,
remark r to 4 yards, near u, as showrFigure OQ4 >4 If the 39 and 4" balls (k and y) do not hih, then u, has an easy start using r.
Also, by shooting at u, r may create a double, giving k a more than 5@fa@tunity to hit-in. (If k does not shoot at this double,
then y should!).

52 An opening when there is a PR is discussed later.
53 Getting u to this position requires a very lucky stostan error by r that marks u into that point from an initial shot that crosses the north boundary.

54 Remarking in 4 yards is an option and not a requirement and can be done at any time during a turn, but not after a tndetias e
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r shooting at u irkigure OQ is not a good idea¥What should r do instead? Considéigure OGb. r has shot to the outer edge of a
now-imaginary CD senaircle setting a 50/50 tice from the EOS. Why 50/507? If the likelihood of hittilymore than 50/50, then it
is too generous to the next balin an expected value sense. For the same rea$dme ilikelihood of hitting in is less than 50/50,
then the next ball should not take the tice! A good tice should be ahitait for both teams>®!

The Play of kg the 39 Ball: FromFigure O, k has two choiceg shoot at u orshoot atr: We show k shooting at r, whight first
blush might seemto be theappropriateshotbecause it is the shortesin fact, k may be better off shooting at u, which is discussed
in the footnote %6, What k should not do is finessevay from u and as it gives/y the upper hand, &0/50 shotat Partner for free.

In this game shooting is often the best strategy

r sets atice k hits r k misses r y hits r y misses r
005 h(1) 006 h(1) aoh(1) 008 h(1) GO h(1)

If k shoots at r from the EOS alitl, Figure OG5, then he has two choices:

ShT O02dzNES>E GKSNB Oly 06S LISNOSAPGSR 60SySFAda (2 aSdidAy3a Iy 20KSNBAAS dzy g Az

% Supposehe ticeisindeed 50/50 Gven the positions of the balls on the lawnijs more likely to make h(1) by hitting u than by hittinglere k shooting at u

givesk the upper handif k misgsu, then u/k are still 50% likely to win the openiifige., y misses and u is close to k for an easy stargh8gting at u on turn

three, k getsan extra chancef making h(1)that may, at the distances shown, have a 30% chance of success. Note that the analysis could change if k shooting
at u and missing gives y a doultdeget that is easier than 50/50 to hit.
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1. kcan roll with r to h(1). If k is likely to make the hoop, then he should attempt it and use his final continuation jsihot to
Partner. If the hoop shot is uncertain, then k should leave r, the Speailit as a pioneer near h(1) and returnRartner.

2. k can send r to u while trying for position at h€lan unlikely, loaeand-hold. If successful, then k can attempt the hoop. At
a minimum, k should end up as a good pioneerReeke!) for u at h(1), but outside of the 50/50 range foppos.

LY 620K AyadlyoOSas dz Aa ySIENIF o6Ftf 61 2NINDb (KEG KS Ol y

If k shoots at r from the EOS and misgégure OQ, then if r chose his tice position carefully ('), k ends up close to r and a long
distance from uHaving Opponents separated and Spent nearby is a desirable result

The Play of ¥ the 4™ Ball: If k misses, then what should y do? He should shoot at r! If yfigare O, then he should send Spent
andPartnerto h(1) and attempt the hoop. If y missdggure O®, then u will play. u should piakp and, like k and y before him,
take the 50/50 shot at r from the EOS (it may be greater than a 50/50 proposition by now because of a doubletargeple If

u fails to hitin, then r will have 3 balls nearlgyand an easy staft’.

Openings at the Peg

15t Ball Toward the Pegi can start a game by shooting toward the pEiure 00 N & akK2d |G dz Aa | LILINRE
This is shorter than the other possibilities considered above. But thisbpening lacks in distance, it makes up for in intrigue! If r

shoots firmly at u and misses, then r will end near the EOS, and can be aralksk) to 4 yardgzigure OQL1 ¢ an easy target for

k, assuming k starts from the EOS. If r shoots gently, then he risks missing u because of lawn conditions, and hagisks leavi

doublel F NASG F2NJ 1P 2KFG aK2dzZ R NJ R2K dzQa akK2d G2 GKS LS3 tSTi
instead set a 50/50 tice, perhaps as showikigure OQ 2, and turn the problem over to k. k is likely to shoot at r. If k hits, then the
placement of u near the peg will make it easier for k to go u and make h(1).

Another option would be for r to lag wide (probabh2lyards north) of u. This again turns some problematic options ovegto k
does k shoot hard, risking a miss towards an OS spot, shoot gently risking leaving a double for y, or cut its lossesnaydtplay

5" Here r has played the 50/50 game to his advantage. Given that a lawn has borders, it is inevitable that eventually onéhteather will get a slight edge
and gain the inningNote that if this were AC then u would not have had"ad@n lift.
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defensive positionk could also lag to a spot which leaves no target foayalid option but one which hands first chance tQ y
albeit at a ball just slightly more than the CDu/k is the stronger shot than r/y, then this plasich has made u/k turn down a
shotK ' & OSNIF Ay f & KI yRSROpénikdgat thepeghslah intedestidgtienNE ¢ (12 Nk & H

u to the peg r misses u from WOS r sets atice u to north, r to peg
(o]
n 1 n
n n n I
D g < | g ® qa D g < > ® i g
(0 (0 (0 (0
- n m n m 1 ® n n
0010 h(1) 0011 h(1) ae hQ) O h(1)

2" Ball Toward the Pegin Figure OQ.3u has gone to th@orth boundaryand r has chosen to set a 50/50 tice by going toward the

peg. If k shoots firmly at r for the WOS and misses, then y will have an easy start from the EOS. If k shots softlysatitemisse

may leave a doubkaarget for y. If k roquets r, then he shalibe able to get started, or at least be able to send r to u and go to h(1)

&4 | LA2YySSNW® & gAtf LXIFe& ySEGTI odzi Ftf 2F &Qa akKz2da I NB y2s

If k shoots at u on thaorth boundary then k has less than a 50/50 chance of hittingbut an easy start if he does. If k misses u,
then y plays. y should shoot at r. If y hits r, then he should roll with r to k and u, leave r with k, use k to gaimauesidathen
attempt to make h() with u; or y can leave r with k, destroy u, and go to h(1) as a pioneer for r if u n8sse¢ing toward the peg
with the 29 ball is an interesting alternative

Opening Turns when there isRReelng Requirement
The winner of an OnliPnce game completes its PR while scoring its initial six points and then pegs out both balls for the win. There
is no rule specifying when tifeees must occur except that teams must leave at least as many unearned points as it has unmade

Pees. If 3Peek are required, then there are 20 ways to organize the making of hoops (HPemsd P) that worlc from PPPHHH to
HHHPPP, and with all permutations in between.
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The later in the game Striker startsRee| the less freedom he has to time his actions. This may motivate Striker to atfeeept
early even if they are risky. It may also encourage teams to forgo easyQmugtunities saving their gunpowder. Likewise, it may
encourage your Opponents to try to tie your hands later in the game. They can do this by setting leaves that are eafyio fgay
score as hoops, but difficult to play from to completePases. This process can start with the opening turns.

ConsidefFigure O 4. Here u has opened slightly north/east of the WOS. This position only makes sense if r has a PR and u is trying
to tempt r into making, rather thaReeing, h(1). r has an easy roquet but no way to rush u to h(1) Reedattempt. r can decide to

make the hoop, perhaps by rushing u north/east and then croqueting it to a 50/50 tice position near h(2) asafttéeposition

at h(1),Figure OA5. If r makes h(1), then he can go to a position that affords k a less than 50/50tshehiée leaving a 50/50 shot

at u,Figure OQAL6. Note that if k takes the tice shoots at u; then Peeing at h(2) is unlikely to happen. Shooting at r, and hitting,

would facilitate aPeelattempt at h(2), but necessitates hitting with a less than 50/50 shot.

u NE of WOS u tice, r position u 50/50, r<50/50 u 50/50, r<50/50
r | "
n o) n 6 n n
O
> Il < > il < ) i < > i <
(0 (0 (0 (0
- n - n m n °m n
, n D , . , |
0014 h(1) 0015 h(1) Q6 h(2) 0017 h(1)

In the alternative, r could decide nt@ make h(1). r could send u to tice position at h(1) and then go to a less than 50/50 spot on the
north boundary, turning the problem over to Kigure OQL7.

Peeing at h(1) presentaniquechallengesEven if K Beelsucceedsy, the 4" ball, will enter the game from an G®d one of the
benefits ofPeeing¢ removingh LILJ2 Q& 2 WifitokGSgwillhd ockur. y will enter the game with a b-OS andnayhave a
relatively short shot at théeekd ball, since th&eelat h(1) is inwardin the alternative, thé?eelcould be hit hardenoughthat
Peelee progresses beyond h(®je do not recommend counting on this resaf the Peelee could go out on the north boundary
causing end of turn

83



Turns After All Balls are in the Game

The ability to score multiple hoops by running a traditional break was intentionally eliminated with theDQodyrule. It is

theoretically possible for a single turn to make 6 hoops andqég®, however the majority of turns in this game, those that do not
breakdown, will run 8 shots, and usually attempt to makePa&elat a single hoop, or if the stars align, sometimes at 2 hoops.

Within the 8 shots, Striker will structure a leay@opefully, it requireOppoto hit-in from afar to proceed. ppofails, thenthe

other teamregains the innings and can continuetorepeat & 2 i & O2 NA Yy I U daNIBRIZ| NDzy Yy Ay I | @ lj dzl &)

¢KS . Iaao0 | 22 LSuppodtla Jadhd@pensd With U shaotiny'to the middle ofibieh boundary r sets a tice
near c4. Then k, followed by y, shoots at r, and migSigsire OQL8. u is set to take hi&"turn. From this turn on, Striker can play
the balls as they lie or from a Ltft-OS, unless the previous Striker completd@lee| in which case the lift option does not apply.
u can play from his position on thmerth boundary but his prospects are better taking a lift. Therefore, u pighksnd goes to the

EOSFigure OQ9.

Here, in singleshot detail, are the 8 shots of a BHS turn: (1): u shoots at r, and hithing rtowardsc4, Figure OQ0.

(2): u croquets away from the actiontoward h(3), gaining a rush on Yigure OQ@1. (3): y is rushed twardsc4, Figure OQ2, (4):

y is croqueted to h(1) as u gains a rush oRigure OQ@3. k is rushed toward h(1Eigure OQ4. u leaves k south of h(1) as u goes to
position at h(1) Figure O@5. (7): u makes h(1kigure OO26and (8): u shoots to h(2) with his continuation st€igure OQ7.

During this turn, Striker (u) used his4ift-EOS, andthenhk Yy 2 NR lj dzSGAy 3 NI dz aRSA G NRRafree 51 y 3¢
(k) to the CurrentHoop, h(1), made f®, left Partnerwith Spent, and then used his final continuation shot to go toward the Next
Hoop, h(2)This is the Basic Hoop Strategy (BHS). It comes up frequently and is easy to perpepmteiits fail to hit in.

58 For example, u as Striker starts his turn in position at h(3) with r, y, and k as Redggioat h(4), h(6) and h(8) respectively. Then r makes h(3) and h(4) in
one shot, uses r to gain position at h(5), makes h(5) and h(6) in one shot, uses ygogi@dm at h(7), makes h(7) and h(8) in one shot, rushes k to the peg
and pegsout.

59 One important thing to note is that, in making h(1), Striker did not croquet y to the standard Rec8atiiquosition on the noiplaying side of h(1). Instead,
y was left on the playing side, further from the WOS. Not creating/having traditional Rec&#lntakes some getting used to, but it is important because it
1SSLJa olfta Fele& FNRBY (KS h{Qa
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The 8 Shots of a Typical BHS

Start after Lift or not? Shot #1 Shot #2 Shots #3 Shot #4
Opening 4 turns u lifts to EOS u hitsr rdestroyed, utoy y rushed to c4 vy to h(1), rush on k
0018 h(1) Qm h(1) 0020 h(2) Q2 h(1) 0022 h(1) h(1)
Shot #5 Shot #6 Shot #7 Shot #8

u toward h(2)

rush k toward h(1) uto position at h(1) u makes h(1)

0024 h(1) 25 h(1) 0026 h(2) Qexy h(2)
In Figure OA8, u started by roqueting Dangethe next ball to playBut u could have hRartner(k) or Spent (y) instead. A different

sequence of shots would be involved, but it is possible to achieve a position akin to thekigarenOQ@7, with h(1) made, k and y
together near h(1), u at h(2) and r separated from the other balls.
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Start r lifts and misses u  k makeBEebk h(2) h(2) with k, h(3) with r

r to play k to play k to h(3) returning to Partner
= : L : oe . oe °
° L e o - L - S -
> ] ¢ i ¢ > | ¢ > i ¢
(0 00 (0 (0
; n _,i;r n o n 0 n
0027 h(2) 28 h(2) h(2) G0 h(3)

Here, in less detail, is the BHS again, this time starting from where the last one €iglag, OQ7. r picks up, shoots at u from the

WOS, misses, and is markied4 yards, igure OO28. k roquets y, takesoff to r, moves r closer to h(2) going to u, makes h¢ay

progresseso h(3)¢ the NextHoop¢ with his final continuation shot, while leaving u and r together at ly(®)e LastHoop¢ Figure

00290 b2yS 2F dz 2NJ 1 Qa akKz20a ¢SNB LdnNkshauirbebNto&ontRieToimake ticops® ¢ K S|

following BHS.

Hoops vePeek: A hoop or @eelboth score a single point. But there are two important differences: Rigalis desirable because it
GFNBST Saé¢ 51 yaISNI G2 AlGa chprdpning ffomstarithgtsturnavth adifkESOS5and (if) Reelhelps f S F
fulfill a PR, if one exists. Here is how to deesl

The Basi®eeh y 3 { (i NI (i GoBsier agaiiquie O The Currentioop is h(2). r misses the it on u. It is k to
play. k takesoff from y going to r and uses r smjustu to Peelng position ath(2). This time, Pees u at h(2) and then goes to h(3).
The resulting ball positions are showrFigure OQ@9. Here Striker (k) used bothppament balls (r and y) to obtain a rush on
Partner(u) to Peelposition at h(2). StrikelPeet Partnerand proceeds to the Nextoop, leavind?artnerwith Spent, and Dangdar

away.This is the Baskeeeing Strategy (BBS

The Basic Leav®HS and BPS produce virtually identical ball positions. Striker is at thélbl@xtPartnerand Spent are at the Last
Hoop, and Danger is off at a distand@is is the Basic Leave
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Scoring two points during a turnA more aggressive play frorigure OQ@8is for k to takeoff from y and galirectlyto u. By

avoiding r before h(2), &n try to score two points this turn. He can do this in one of four ways: He can (i) Make two hoops, (ii)
Make a hoop and then completeRee| (iii) Complete &eeland then make a hoop, or (iv) Complétees at both hoops

[remember thatPeeing any other balls count towards the scayeaot justPees onpartner]. In each case, Striker will use one ball to
score a pointat h(2) and then escape with the other to attemptscore another poinat h(3). For leave setting purposes, Striker
needs to be aware of which ball he uses at which hoop!

After scoring h(2) with u and h(3) with r, k could go on to ke then CurrentHoop. But ifPartner, u, is used at h(2) he could be
left alone, stranded there without a ball nearby to use to start his turn. In this case, k should not go on to h(4) aftgraco
Peeing at h(3). Instead, k should return to u at h@gureO0O30. Ending a turn witiPartnerand Striker together at a Pastoop,
Spent at another hoop, and Danger off in the wilderrgissa common occurrence.

Play by Oppos

Oppos (rly) must hitin to break a BHS/BPS cycle by u/k, or u/k must breatn! r/y wants to hitin, but, if that fails, then they want
to make it as difficult as possible for u/k to continue to scadelitional points. r/y should plan their turn carefulBeeking to:

(a) make it difficult for u/k tdPeelso r/y can start future turns with a Lito-OS, and (b) force u/k to make long rushes that can lead
to breakdowns.

Forget Finesses Shoot! In Figure OG1, the CurrentHoop is h(2). r has lifted to the WOS. What should r do? By de#iigt is

good play by « r only has shots that are longer than his CD. Because of this, r could decide not to shoot at all, and, instead, finesse
into c4,Figure OG2. But this gives away too much! k plays next. At a minimum, k can roquet yotiaiceu, make h(2) with u, and

then end his turn by givinBartner(u) a rush to h(3)gigure OC3°%°. Then y would play. Like the situation faced previously by r,

Striker (y) is separated from Hartner(r), and all his shots are longer than his CD. But now r/y have let u/k score an additional
LR2AYGH CAySaaay3a RARgityhade it worseJNR bBomNde & hat if lahbdly areXexiated, then u and k can
continue to score points bgushingPartnerto the next hoop OnlyOnce is a shooting game! Setting good defensive leaves is
AYyuSyaGAz2ylffe RaRHEtm@diente 52y Qi CAySaas

50 Here is another good (but slightly more difficult) play starting fiéigure OE4: k roquets y, takesff to r, rushes/rolls with r to u (the difficult shot), makes
h(2) with u, and proceeds to h(8)scoring and setting the Basic Leave.

61 The Super Advanced version of the game, which limits +imaid one yard instead of four, may create instances where finessing has value.
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Responses to the BHS or the BE®nsidelFigure OG1 once again. It shows the Basic Leave after u makes h(1) (with BHS).
r picksup and goes to the WOS. r should shoot, but at which ball? r can shoot at Spent (u) at h(2), thelawgeRigure OCB4,

or r can shoot aPartner(y) and Danger (k) at h(1), the Lé&&top,Figure OG5. We will consider the pros and cons of these two
choices when r misses, and when r kit thus, four scenarios.

Figure OCB4: r Shoots at u andMisses r is markedn near u. It is convenient for u/k that Spent (r) wentRartner(u)! k plays next
and canleave y behind and takeff to u and r, hoping to get Reelandfollow BPSor BHSThis is dairly easy start for u/k.

r lifts to WOS r finesses to c4 k makes h(2) r shoots at u r shigots at k o
finesse or shoot? gives k easy stagives u rush to h(3) shows r missing shows r missing
°wm °wm wP® 0% =~
n (1 n n n
® i < il <D { < { q¢ > i <
w (0 (0 W W
"": "‘(. ) s | | “": N “": N T
0031 h(2) 0032 h(2) 0033 h(3) 30 h(2) 0035 h(2)

r Shoots at u and Hitin (not shown) r could make h(2) with u, but this risky as iteaves y with k. Instead, r should ta&# from u
going to k and y. In an ideal world, r uses k to gain a rush on y back to h{@pgsinabke h(2) with y. Then r goes to h(3). This is BHS,
now used by r/y. If has to hit y first or fails to get a rush ongr the hoop cannot be made, thersendsy to u, andags neah(2),
hoping k will miss. This is a (more) difficult start for r/y.

Figure O@B5: r Shoots atk andy and Misses k plays next. k roquets y and then uses y to obtain a rush on rkdries the BPS at
h(2) with u and goes to h(3), as shown previousigure OQ9. This is the Basic Leave, but the starting position of Spent (r), at the
Last Hoop rather than at the Currehtoop allowed k to ruskito u rather thanhavinga long takeoff.

r shoots atk and y and Hits-in (not shown) r roquets k, and uses k to gain a rush on y toritbeh boundarynear u. Then,
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r makes(or Peet)h(2) with u and proceeds to h(8)following BS. This is an easy start for ify can see kf r can only shoot at y,
this play is tough

ConclusionWhen facing a Basic Leave and having an optionabk@S, which is the result of BHS by the previous team, you
shouldconsider the shortest shot at &dppoBall If that is the ball at the Curresiioop,your offensiveplay is more difficult than if
you hit theOppo-Ballat the PrevioudHoop Missing the shot at the ball at the Currédbop makes the Basic Strategy for u/k slightly
more difficult. The only wrong shot is shootingRartner, unless it isignificantlycloser to theopportunity Spot.

¢CKNBS . Fff ¢23SGKSNJ o6dao. ¢£0

Leaves set at the end a turn (BHS or BPS) should separate/destroy the-Balhg@ut what should be the ending relationship be
between the other three balls? So fave have grouped two of themRartnerand Spent) together, usually at the last hoop, and sent
Striker to the next hoop, as a quasoneer. However, this may not be practical or desirable. It may be better to leave Three Balls
Togetherg 3BT. This configuration can arise as a last resorhgpey in the context of a failed hoop approach, or by design, when the
desire is to seup for aPeeland perhaps an attempt to make two hoops in a single turn

u makes h(2) u does not make r picks up r misses
sets Basic Leave  h(2), sets 3BT goes to WOS  marked in 4 yards

o (o) LJe) LJe Lol
n 1lo o o
n n n n
> i < D i < ® i < D il ¢
0 (0 {0 (10
.- .-v- m ol M
0036 h(3) a0 h(2) h(2) 0039 h(2)

In Figure O0.36 has set a Basic Leave after completing a BHS which included destroying r, making h(2), leaving k with y at h(2) and
having u proceed to h(3). But what can u do if his approach to h(2) leaves him unable to make the hoop? u can go to agaositio
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k and y Figure O0.37eaving three balls together3BT. r will have a IHio-OS Figure O0.38s0 u should be careful to not leave a
double or triple target from the WOS (or the EOS!) to where the balls are near h(2).

If r shoots and misseBjgure OQB9, then it can be marked in 4 yards. k can use r to obtain a rush on u to h(Peahdgoing to y.
If y was positioned thoughtfully as &scapeBallby u during his turngigure OQI0then k should be able to rush y to h(3) and take
off to make h(3)Eigure OQ11. Finally, k would shoot to position at h(4), hopefully wired frorRigure OQ12.

k uses r to help k escapes to k makes h(3)

with Peelof u h(3) with y goes to h(4)
o) o] o)

I H.O - n : CJ . n J

> i ¢ > i ¢ > il ¢
w (0 (0

" n " n " n
0040 h(3) aa h(3) @2 h(4)

A challenge for any leave, 3BT or otherwise, is @gpcs will play next! If they hiin, then they can usthe 3BT to their benefit. For
example, back ifrigure OG89, r might have hin. If so, r should be able to replicate for r/ly what k did for g/Reeing a ball at h(2)
and then escaping to h(3) to try for another hoop. Taabout is fair play in Oni@nce!

Two Miscellaneous Things to Notice about 3@T3BT in the example above was set at h(2), an-euenbered corner hoop. This
allowed the three ballsn particular y, the escapball to h(3), to be positioned far from the W@Q% the north of h(2) outside the
G62E¢ RSTHEIRh@E)E harkcape would not be as easyan oddnumbered hoop, say h(3), wheigeallythe
EscapeBallto the next hoop, h(4), would be in the box making it more vulnerable to attée&ping it in the box couleéquire a
longerPeelattempt. This fact might make it prudent to forgo the second hoop attempt.

(ii) If Oppaents choose to shoot at a 3BT, and miss, then picking up'that should be easy and immediate.
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PegOuts and Endsames

r ends turn r ends turn k to play
sets Basic Leave sets 3BT k lifts to EOS Kk hits in all for the Peg
- : . O
° n ° n {1 L
n n n n n
> To <D { ) i « > { ¢ > { <
m m m m m
w n n m n m n m ®° n
60 - 060 - 060 - .OdO - °
0043 h(10) o2 h(10) G5 h(10) OB h(10) 0047 Peg

After making his 8 point, shown here as havimgmake h(9), Striker will be for the peg awil usually one of two leaveg&igure

OQ43isthe BasicLeax@® YR dz I NB G GKS 130 K22 LIFigkeoQ@Misthe3BR wid A & G |
dzZ NE FyR @ (23SGKSNJ G Kopod LYy 620K OFraSas | KlanodoSSy daRSa
r had aPeelduring his last turn. But no matter how r scored, 3BT is to be preferred as it leaves k a longer shot, either from where it

is in c2, or from either OS. Therefovee will use 3BT as the starting point for the rest of this discussion.

Wel & adzYS NIDA& LINE JA 2 deland dzétgforerk is Rbleyfosiart s yuh 2vith@-$it-EDSFigure OQL5, If k does
not hit, then the game should be over , r/ly has an easy win! y taps u, takes off to r, rushes r to the peg-aod Ipetsfor the win.

Now suppose that k hitg by roqueting rFigure OQ16. The score is (6 to 3). u/k will proceed by having Striker score points by

making CurrentHoops until they too are for the peg, or until rly hapeggedodzii F2 NJ G KS & A yodl Jé5 dENFANOT2 Ri Kdkka]
need to keep r/y from having an easy shot on u/k that could then lead to adtike Partnerand an easy pegut. r/'y must have a

shotg best that it be orPartnerwho is situated well away from the peg.

Figure OQ17 assumes that u/k is able to fend off r/'y and make three more hoops [k makes h(10), u makes h(11) and k makes h(12)]

such that both teams are now for the peg. The score is now (6 to 6) and all clips are on the peg. It is y to play. dir K hiisn he
should be able to get behind r, rush it to the peg, &ed-Out both balls for the win.
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But what happens if y hits r? y could try a |dPegrOut attempt on r andif it works then peg himself out. But there is another way:
Only-Once follows A@nd A6Wrules and therefore once a team has made their last hoop, one of their balls can be prgdnd

the other team if it too has made their last hoop. This means that y could rush the DBatjerto the peg and peg him out. y could
also peg himself out (or not). Now, followingfation, it would be r to play. r should be able to finish and wanify by tapping k and
taking off to the peg to peg out y if necessary and himself.

[ SGQa D2 G2 GKS ARS2a

Matthew Essick and Steve Morgan played three games ofOmég involvindghree different levels of difficulty: The
conclusion is that the Standard Game is good for beginning players, the Adgareds goodor players learning t®eel
and the SupeAdvancedyameis goodfor elite players.

1. STANDARDNo Peeing Requirement, and Possibleydrd Markin: This is the basic gamé/e believe it is well suited for
players seeking to transition from GC to A6W, or for beginning AC players who what to play a game patterned on the
rules of AC before the either ball rule was initiated.

This version of the game teaches cetwder (u, r, K, y), and the desirability of destroyDangerand getting Soent for
Partnerbefore scoring ta hoop. It does not penalizelaywith carry-over deadness and facilitates play, especially rushes,
by allowing balls to be marked inot 4 yards. Finally, while not requirifges, it allows Peet and gives them meaning

by removing the lifOppatunities of Oppas if a point is scored with Reel

The firstvideo establishes that this versiaf the gamecan be overwhelmed by good players! Matthew got way ahead
early on with turns involving 2 and then 3 scores all within the limit of using each batrocdy Stephen made a valiant
effort to recover, coming back from{® to (63) only to see his resurgee thwarted by a faile®eelattempt at h(10).
Matthew won (83). In this game there wamly 1Pee| 1 hoop made without any roquet§, hoops make traditionally,
and 2Peg-Quts, for 11 total poins.

ADVANCEL RequiredPeel and Possible-viard Markin: In this game both Stephen and Matthew played knowing that
they needed to complete Beeb as part of their 6 points before they coutdg-Out to win. ThePeelng Requirement @n
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be any number oPeek (between 0 and 6) andc be different for different players. hsecondvideo illustrates the
importance of gettingPeet done early in the poiamakingLINE OSaa a2 | a Peellaer i 6S aF2NOSR:

Matthew played u toward the peg. Stephen missed with r. Matthew hit r and #eebd u with k. The score at this point

was (20),witha I § 6 KSgQa a02NB NB L2 NIP&hor tldiréaBonsd(i) itwad atcomplished with justzy” dza dzl
3 balls, and it was completed at h(1), an internal hoop. y played next from the WOS and easil\While attempting

Peek on each of his next turns, Stephen ended up accepting three points by making hoops. The scoi® vweist this

left Stephen in the unenvidé position of needing t&eelhis way home.

Matthew scored the next two points, evening the score aBfdut leaving Matthew needingonly twReelt (2 { G SLIKSY
three. Matthew followed with &ee| his second, @) and then a hoop €3). Thus,Matthew joined Stephen in the

unenviable position of having to score his next point witkes| but Matthew only needed one, which he got at h(9)

raising the score to (8). Stephen missedReelattempt and MatthewPeggedOut to win (83).

SUPERADVANCELB RequiredPeet and tyard Markin only. There was some question as to the benefit of the
4-yard markin. For beginning and intermediate playens think it is a significant advantage. But, as this final game
shows, it is not needed by elite players. As with Breing requirement, the markn rules can be used to handicap play.

This game had an entirely different character from the previous gaed St A S@S GKAa ¢l a o6SOFdzasS
FTNRY {(0S0SQa Lil & Ay (KS PdeikanfdWhidihchessing theRhalRéepidndtR (2 32
believe that the elimination of the-ard markin was a significant change for thesarticularplayers.

We describe the opening turn in detail because there is a lot of information here. Stephen opened to the center, with u.
Matthew sent r to max distance on the north. Stephen missed r with k. Matthew then hit k with y from the EOS, sent k
toward h(2) gaining rush on r to h(1), hoping t®eelgoing to u, but it came up short, so Matthew sent r to k and gained
a rush u to h(1). It barely got ®eelposition. Matthew completed th&ee| but it barely came through h(1) forcing

Matthew to shoot to c4 to avoid ging u a liftto-OS due to being wired by h(1). Scoré]1

62\We say this in spite of the fact that, when asked at the start of this final game, Steve said he would not be changatgdyis st
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After this dramatic opening, the players traded 4 m&eek, getting to a score of {3) with Matthew having completed
hisPeeing requirement and Stephen needing one mé&eelbut having plenty of hoops to accomplish this task. Stephen
made a hoop (B), Matthew scored a hoop {3), and StepheReekd, completing hi®eeing Requirement, and evening
the score at (4). So far, the game had beentir-tat with Stephen finally gaining momentum. But, sadly for Stephen,
he lost the innings when this laBeelwent out of bounds, ending his turn with u on the south boundary and k a couple
of inches north of h(8).

Matthew was able to score twice this turn! He hit u with y from c4, rushed k toward h(9), scored h(9) going to r and then
scored h(10) advancing the score ted(6leaving r a rush on y to the peg. Stephen then missed and Matthew R&yged
to win (84).
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2.. PICKTHEPEEL
RULES

The objective of a turn is to score points under AC rules by running a break wh\i\ch can last no more than 21 shots acldigkeust in
making two hoops, the Strikdr 2 2 L] 6 & { | ¢ 0-HobpfoRb 14€3HS 1abdSdmfileting aPeelat thePeeingl 2 2 L) 60 at | ¢ 0 ®

1. Two ClipsThis game is played with two clip®ne for Striker (the Strike€Clip) and one foPeeke (ThePeeing-Clip). It is
helpful if secondary colors are used for these clips.

2. The Start of a GameA coin is tossed. The winner is u/k, and the loser is rly.

a. The Initial StrikeHoop:The u/k team picks the Initial Strikétoop, SH. It can be any hoop on the lawn. The StGkeris
placed accordingly. During a game (Regulation Play and a Tie Breaker, if necessary), tHeligtri@res in normal
FlLaKA2y Fa K22LJd NBMB REF RA® Slald 6d ONJOLIEI 2 KomO | FGSNI KOMHO

b. The InitialPeeing-Hoop The r/y team chooses the initiBeeing-Hoop, PH, and thBeeing-Clip is placed accordingly.
rly must make theichoice before k plays his Opening Turn.

c. Score SheeA score sheet is providedhe Turn # column serga secondary role Numbers can be circled to signify that
a hoop has been chosen as a PH. This allows players another way to see what hoops are still available to become PHs.

d. Opening Turnsfhere are3 singleshot Opening Turns: r plays first, followed by k, and then y. Balls can enter from
anywhere along a rectangle that is marki&d4 yards around the entire lawn. Rogseét are possible, but there are no
continuation shots. Balls are mark&u4 yards at the end of each of these turMaking any hoop oPeeing any ball
during an Opening Turn, while possible, is irrelevant to the score. However, if a ball is jawsed and remains jawsed at the
end of the 3 Opening Turns, then the direction the ball entered the hoop remains relevdPedtattempts during
subsequent Regular Turns.

531n lieu of a single ball shdt,can take croquet from anywhere around r if r ends its turn on tiyadl line. Similarly, y can take croquet from r or k if either
of them end on the 4yard line. But in no case is there a continuation shot.
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3. Regular TurnsThe 3 Opening Turns are followed by 12 Regular Turns. They involve:
a. Strict Color Ordeu plays the ¥ Regular Turn followed by r, k, and y, etc. Each ball will have 3 Regulation Turns.

b. Marking-in Ballsand Liftto-Position Balls can be markeih 1 or 4 yards. Balls are markadonly 1 yard at the end of the
Opening Turns and at the end of each Regular Turn, subject to the next Striker having the abHihat®& tme or more
of the balls in 4 yards at the start of his Rkg Turn.To increase difficulty fte 4yard option can be waived entirely or
justfor shotsafter the first shotofaturn. £ € wS 3 dzf | NJ ¢ dzNdf)aare startgdOvithcaRiftoyPasitiolzQ &

c. Running a breaknd Point Scoring TumStriker needs to run a break in order to score points. He starts for the SH and
then proceeds to the NH in order. A break can run no more than two hoops and will involve no more than 21 strokes.

Striker scores points if he makes the Strikirop, theNext-Hoop in order, and completesReelof Partner®* at the
Peeing-Hoop. Striker will use one of three Patterns of Play: HHP, HPH, or PHH. Points earned are a function of the
Pattern of Play used: 1 point for HHP, 2 for HPH, and 4 for IPStrker fails to score a point during his turn, then the
next Striker can play his turn at double value, at his option (i.e., 2 points with HHP, 4 with HPH, and 8 with PHH).
However, Opponentautomaticallyearn 3 points if Striker doubles and then fails to score any points.

4. New Peelng Hoop Each hoop is usezhceasthe PH. The PH changes after each Regular Turn, evenRetileas not )
YIRS 2NJ SOSyYy FGUSYLWGSR® { GNATSNRa GSIHY OK22#®eing@ixS ySEG t

5. Winning a GameThe team that is ahead on points at the end of Regulation Play wins the geamees can end early if the
team that is behind has no chance to recover.

6. Tie BreakerA Tie Breaker consists of pairs of tugmne for the u/k team and one fdhe r/y team. Turns start off where
the last Regular Turn ended, with the balls as they were, and the S€ikeadvanced in the normal fashion. Turns are
played in strict color order (beginning with u) until a winner emerges at the end of a pair of Atrthe start of a Tie
Breaker, all 12 twelve hoops become available once again as possible PHs. The r/y team chooses the first PH for the Tie
Breaker. Then, for deng as the Tie BreakO2 y 1 Ay dzSas> |4 GKS SyR 2F | GdaNyzZ {idNR1S
hoops that are still available. If all 12 hoops are reused, then all 12 once again become available.

64 peeling Oppo at the Peelifgpoop (or elsewhere) is possible but is of no consequence in this game.
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NOTES ORICK THE PEEL
Picking the Initial StrikertHoop

The u/k team picks the initial SH (which identifies the initial NH) before play starts. They do this knowing that u tvil fpilsy

wS3dzf  NJ ¢dzZNy @ ! LI ANJ 2F KARh®UgRinotdp4rtictiabyl consefju@ntjdRSphids wf Bdopsiditierin - Gt | A NE
length between them, and more importantly in how far they are from posdftdelingHoops. Picking (5,6) or (11,12) puts the pair

central to allPeek for u. But if all teams are successful in their making of hoops, it will give the correspadti (11,12) to yOnce

chosen, the initial Pair should be considered by r, k, and y as they play their Opening Turns. Additionally, it is imfuortetion

for the r/y team as it picks the initial PH.

Picking thePeelng-Hoop

There are 12 Regular Turns. Each will have a different PH. While the process for pickthBhhieilthe ¥ Regular Turn is slightly

different from that used to pick PHs for subsequent Regular Turns, the result is the@ppuspick your PHPicking the £ PH

uwill playthe #fwS 3 dzf F NJ ¢ dzZNy @ ¢KS Nkeé (St+Y LIAOla&a dzQa tl1 RdzZNAy3 GKS LIN
can come earlier, typically, r/y will wait to make their announcement of tHi@H until after r plays its Opening Turn, at which point

r places the PH clip on the appropriate ho®jicking the 2 Thru the 19 PH The team ending its Regular Turn picks the PH for the

next team and moves the PH clip accordingly before the next team comes onto the lawn. The choice mac iim previously

unchosen hoops.

The most basic questido ask when picking a ABlwhat hoops are still available? Knowing the answer to this question leads to
others: How do the positions of the available PHs relate to the positions of the hoops the next Striker will beqtlagipgsitions

of the next (SH,NH) Pair? And wherd thié balls be on the lawn when the next Striker starts his turn? In the end, the PH that is
chosen should be the one that limits the scoring possibility of the next Strikepefully eliminating the possility of PHH, making

it difficult to achieve HPH, and perhaps even making HHP a challenge. Here are some things to consider:

Possible Initial Rustfeet All turnsbeginwith a lift-to-position. Thismeans that Striker castart his turn with aPeelattempt.
If the PH is an inward hoop, then Striker can rEgleee to the PH and attempt thBeelwith his croquetshot; If the PH is an
outward hoop, then Striker can attempt tHeeelwith a rush and then take croquet to return to his break, which can be very
challenging iPeeke is jawsed!
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Inward vs Outward HoopsAn inward hoop is one that allowsRell-Peelattempt going to a ball that can be anywhere on
the lawn. An inward hoop facilitates the pattern PHH and the scoring of 4 points. Marking balls in 4 yards makes it Isntratlike
the Roll-Peelwill result in a rush on a@ppament ball asopposed to just a roquet. An outward hoop is one whereEmtapeBallis
typically needed at the PH if Striker is to continue his break affeedattempt. Unless one is already there, the next Sriwill
have to provide afcscapeBallbefore attempting thePeel The need for akscapeBallusuallyrules out the PHH Pattern of Play and
forces the next Striker to focus on HPH or HHP.

Primary and Secondary Hoop$:K S O2y OSLJ0 2F AGLINAYI NBé YR GasdeeSRkeNE ¢ K22
will need to execute to complete his Pattern of Plagch of the hysical hoops on the lawn is home to two numbehexbps,
creating 12 in total, each of which could be the SH or the NH. Depending upon the context, each numologredn be the
GLINRYI NBE K22LJ FYR SIFOK LINAYINE K22L) gAftt KIS |aaz20Al 4G4SR gA
secondary) hoop<1,8), (2,7), (3,10), (4,9), (5,12), (6,11), (7,2), (8,1), (9,4), (10,3), (11,6), and (12,5)

It is possible that the PH does not overlap with thember of theprimary or secondary hogassociated with th&sH or the NH. In
this case, attemptedPeet during the turrmustbe TransiPees. It is also possible that the PH overlaps with the either the primary
or secondary hoop numbers of one of the SH or NH. In this casPelattempted couldbe aStraightPeelor a BackPeel

TransitPees: First,consider the (SH,NH) Pair (1,2) when the PH=4. The (primary, secondary) hoops involved are SH:(1,8) and
NH:(2,7). PH=4 does not overlap wathy of them Therefore, to complete the Pattern PHH, Striker will have to g¢4) tomplete
the Peeland escape transit ¢ to h(1). To complete the pattern HPH, Striker will have to go49 bomplete thePeeland escape
transit ¢ to h(2). Finally, to complete the pattern HHP, Striker will make h(2), and then go to h(4) and compleeelfie

Straight or BaclPeebk: Now suppose the relevant (SH,NH) Pair is (2,3). The (primary, secondary) hoops involved are SH: (2,8) and NH:
(3,10). Also suppose that the PMerlaps with one of these. Thiseates Straight or BadReelsituations discussed below:

1. Picking the SH Primary Hoop as the IPtte PH is the same number as the primary SH number, theReletng-Hoop and
the StrikerHoop are the same. In general, this is not a good choice foPd@ng-Hoop because it brings the pattern PHH

5h(4) is an outward hoop and requires Esc@jadls for the transits. Identifying h(4) as the primary hoop makes h(9) (the same physical hoop but an inward
hoop instead of an outward hoop) the secondary hoop. If the PH were h(9) instead of h(4), therekhgdirg to h(1) or h(2) discussed in the text would still
be TransiPeels but could be accomplished using{Rekls in lieu of Escajialls.

98



into the picture, when it might not otherwise be possible. In our example, the Pair is (2,3). h(2) is an outwarthioes
cannot reasonably be accomplished at it withoutEestapeBall However, if the SH and PH are both h(2), thenRbkelcan

be attempted as a StraigiReelbefore making h(2), or as a Balekelafter making h(2%6. The reason to consider putting the
PH at the SH is psychologicadhallenging youOppmentto use a distanPartnerball for a risky StraigkPeelright away

2. Picking the SH Secondary Hoop as theTRlg:is a more interesting choice but still not one to pursue. Suppose the Pair is
once again (2,3) but this time PH=h(7). If Striker tries to complete the Pattern PHH, then, evdPeldteh(7) succeeds,
PeeBS Yl & of 201 { 0Nh® 8N&dingto@ tifedtarn ah@a likek Souble®gpments. But, unless
forced to by the score, aaxperienced player would most likely forgo PHH and attempt a-Baek accepting HPH as the
result, and an easy-goint turn.

3. Picking the NH Primary Hoop as the PRIs can be interesting if the NH is an outward hoop and Striker is precluded from
executing the Pattern PHH. Striker will go and make the SH and then face a choice: Try to complete the Pattern HPH with a
StraightPee| or settle for HHP with a BaeReel For example, suppose the relevant Pair is (1,2) andh@h-h(2) is an
outward hoop. If there are n&scapeBalk at h(2) andPartnercannot beRushPeekd, then Striker cannot execute the
Pattern PHH. Striker canrs®Partnerto h(2)%’, go make h(1) and return to h(2). Then he can attemptRbelas a Straight
Peelor defer and do it as a Ba¢leel

4. Picking the NH Secondary Hoop as theTPli isan interesting choicelf Striker is unable to go PHH to start his turn, then he
will have to make the SH before consideringeelattempt. But, after that, he most likely will not want to pursue HPhbt
wanting to block the NH with thBeelattempt (or success!) and will choose to settle for HHP. This pick of the PH makes 1
point for the Oppments a virtual certainty but makes bigger scores less likelyexample, suppose the relevant Pair is once
again(2,3) and the PH=h(10). Suppose Striker cannot immediately complefetiat h(10) because it is an outwaRkel
Then, Striker will senBartner(and perhaps another ball) toward h(10), go and mak®, lahd then return to the physical
hoop that is both h(3) and h(10). Completing teelat h(10) before making h(8puld generate 2 points (with the Pattern
HPH) This is a good strategy for a player wsébsotively Posilutelyomfortablewith bombards to remove Peelee from the
jawsof the Peeing ho. If not, then Strikercanset-up for a BackPeelafter making h(3} a onepoint turn but lesgisk

5 Now consider the Pair (1, 2). Here the SH=h(1) is an inward hoop. After a successfulBgwlighth(1), it is possible that Striker gains a rush on his Partner
(the Peelee) to NH=h(2), further simplifying the turn!

671t would be smart to send a second ballto h(2) asaHelperf £ ¥ 2dzad Ay OF aSXo
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Creating a Potential PionedBall for Your Team as You Pick the PH for @psuppose the u/k team will play the Pair (1,2).
The r/y team is considering its pick for the PH. They know that if u completes his required hoops (regardless of whathtppens
the Pee), then r will face the Pair (3,4) during his next turn. The r/y team also knows that if u makes any attempt to complete the
Peelat the PH, then, at some point, u will have to move k from wherever it is on the lawn to the PH.

It is possible, and increasingly likely, as u moves from dreams of PHH, to hopes for HPH, to being satisfied with Whi#hénat,

he ultimately succeeds or fails with tiRee| u will be forced to end his turn with k still near the PH. If this happens, and if r/y chose
h(10) as the PH, then k will be a pioneer for r at his SH! If r/ly chose h(4) as the PH, then k could be left in a pbsitakethhim a
LJA 2 ¥ S S NJ [thioutbidés simplifyl the faure task of r.

This suggests th&@eteris Paribyst is betterfor youto choose a hoop as the PH ©Oppas if that hoop, or its secondary hoop, will
be the SH or the NH for your next turn.

Picks for PHThe panel of figures beloshowsour choices for PH fdiour relevant (SH, NH) paiig. each caseye assumed that the
game is just starting, and that all 12 hoops are availdaMemade conservative choicesall are outward corner hoops that force
the Peek to be executed as Transteel

(SH, NH; (1,2) The next team would follow with the Pair (3,4). The relevant outward corner hoops are: h(4) and h(10).

We liked h(10) because of the pioneer possibility at the next SH=3ybutent with PH=(4) because it made it easier for

0KS Nkxeé 04SIY (2 aKARSé¢® LG Ffaz2z LINBOfdzZRSR F 62Yo6l NRYSy
great value, h(4) provided a possible pioneer at the next NH=4.

(SH, NHg; (2,3): The next team would follow with the Pair (4,5). The relevant outward corner hoops @erd h(8).
h(4) has appeal because of the pioneer possibility at the next SH=4vBuent with PH+(8) becauseve could position r
and y further from h(2)Qppd2 SH.

(SH, NH¥; (4,5): The next team would follow with the Pair (6,7). The relevant outward corner hoops are: h(2), h(8),
and h(10¥8. We chosePH-h(2) because it afforded a possible pioneer at the next NH=7 and because it provided hiding
places that were as good as, or better than, those related to h(8) or h(10).

68 Sadly, h(11) was an internal hoop, or it would have been the perfect chqic@viding a pioneer at the SH, h(6).
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Pair (5,6):The next team would follow with the pair (7,8). The relevant outward corner hoops are: h(2), h(4), h(8) and h(10).
We close h(2) as the PH because it is the option that is farthest away from the current SH and it has the potential to create a
pioneer for the next SH=7.

Picking the PH foBample (SH,NH) Paiand Play of the Opening 3 turns

PH = h(4) PH = hg) PH 2)h( PH 2)h(

p-
=
D=

-ﬂv V~ 0
A e

(SH,NH§ (1,2)  (SH,NHE(2,3)  (SH,NH}(4,5)  (SH, NH} (5,6)
PP.1 PP.2 PP.3 PP.4

-«
D"l

The Opening Three Turns

A game starts with u/k picking the initial SHefr, k, and yeachhavean opening turn. Collectively they simulat®w the bals can
be left in a leave at the end of any Regular Turn in anticipation of the next ball playing his Regular Turn. Here playasiagye
shots seeking tinfluence the play of the first Regular Turn, which will be taken by u, knowing that u will start witi@Rdsition.

The Opening Turn of rwill play and then announdde location of the ¥ PH In taking these actiong/y should consider
the location of the (SH,NHgir chosen by u/kandanticipate the play of k, and then theirown playofyQa 3I2Ff A a G2 NBa
of u during his ¥ Regular Turn. r should not make life easier for u by playing nearrtB#i1lnear the LNH, or neamwhat will be the
15t PH. Playing near the SH or the NH gives u ameeerBall; playing near the PH gives him a fiseapeBall. Also, r, and later y,
should avoid going to corners because cannons are easy to create withytirel 4ornersWhat should r do? Having the option of a
lift-to-position to start each turn makes wiring lifts moot. Thereforshouldplay near to (and ideally up against thpright of, or
even in the jaws of) a hoop that is away from the SH, away from the NH, and away from the PH.
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The Opening Turn of k plays after rk has two basic choicesto shoot at r, or to shoot to a specific location on the lawn.
Shooting at r, and possibly freeing it, is an important consideration if r is pinned to a hoop leg. This is becauseeatvdlilbia
completing any Pattern of Playithout access to all 4 balls. If r is not pinned, then k should leave r alone and consider other
alternatives. k can go anywhere on the lawn, but going near to the SH, the NH or the PH are relevant possiluthiespdssibility
is that k goes toward the peg. In each case, k must worry about y dislodging him.

1. k Goes to Pioned?osition at SHThis might look like a good idea because it gives u a pioneer at his first hoop. But upon
reflection, this is a poor choice. If u starts off by making the SH with k, then he will have ruled out the Pattern bitHPlay P
and lessened the likelihood of PHMRIsTis too conservative of an approach! Furthermore, if u does not choose to make SH
with k, then k could have been better placed to begin with.

2. k Goes to Pionedrosition at NHPositioning k at the NH does not make sense!

3. k Goes tdPeetPosition at PHnvariably the $ PH will be outwardEven soye like positioning k at the Pihd waiting to see
where r and y end up. &ne mistakenly end up asa plausibleEscapeBall(to SH from PH) then u can rush k to the PH and
attempt the Peel Assuming that r/y does not make this obvious mistake, ustilitozy up to k and try a rugbeel This is a
fine strategy except when k jawses or just drililerough the PH making difficult for u to carryon to theother balls orSH.

4. kGoestothe PeghisisaB 0 KSNJ 322R 2LJiA2y® . SAy3 OSyiuNrt KIFa FR@IydGlr3as
anything, he will be relatively close to all hoops, and he will be long way from a boundary and likely to be ignored when 'y
takes his Opening Turn. When u conoeesthe lawn, u can rush k anywhere he wants and then-aikéo the other balls.

The Opening Turn of y plays after k and will make the final Opening slifdt.goes to a position near the PH, then y can
ignore k, or y can attempt to rush k away. Rushing k away is not a sure thing and might even make things worse! Itedwid leav
balls near the PH (k &eeke and y as aBscape Ball!) perhaps giving u a previously unavailable chance é&ttarth croquetPeel
and a successful escape to the®8H

59k might have attempted to put itself in the jaws of the Peelitgop. If successful, then y should shoot at k, hoping to knock it through (Peel it). Since
Opening Turn Peels do not score points for either team, a successful Peel by y on k at theHeeginguld prevent u from completing a simple Ruel of
the jawsed k. The difficulty with this strategy for team u/k is that if k fails to go into the jaws, then it will mosbbkelge off the Peelingdloop and not be in
RushPeel position. But if kaks jaws, and y does not dislodge, then u has an easyReelh
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If kK does not go to the PH, or y decides not to challenge the position, then, like r before him, y should try to makkffiéelass
possible for u. Ideal positions for r and y will not only make completing the patternRpti$sible buwill also severely threaten
the viability of HPH. A good way to achieve this result is to force u to make the SH with k. Here are two suggestioagandhis

1. y close to rPut y close to r (but not too close!) so that it is difficult for u to do more than use one of them to gain a rush on
the other to the Striker Hoop. Too close can allow u to bombard one of r or y into the @th&ily defeating the desire to
hide r andy near a hoop.

2. y separated from rSeparate y from r. If k is at the PH and u does not choose toRnglaPee| then u would like to: Send
one of r or y to join k at the PH as BscapeBall from the PH to the NH; Readjust k at theeing-Hoop; Go make the SH; and
then complete thePeelat the PH as a Trang#eelon the way to the NH. But this can be difficult if r and y are separated
and u may end up being forced to use k to make the SH, which would force k to be rushed to the PH from the SH and
immediatelyPeekd, if HPH is to be achieved. HHP is the more likely result.

Plays for the Open Turnks is time to return toFigures PP.4¢ PP.4and consider propose@pening turngor r, k, and u.

The Placement of m each of the four (SH,NH) groypge have placed r as far as possible from the SH, NH and PH, ideally wired
from them behind a hoop such that it is difficult for k to rush r to the PH and establiEscapeBall.

The Placement of Kssuming that r is not rushble to a useful position, and r is not so wired as to make it difficult for u to
maneuver, therwe believe it is optimal to place k PPeelposition at the PH, close enough to threateRashPeelattempt, but not
so close that k can be easily dislodged by y. This iswhhatve dnein the figures above.

The Placement of With r and k in place, y has the last word beforeames on the lawn for the1Regular TurnWe see no reason

for y to shoot at r, unless k has moved EscapeBallposition at the PH. Any shot by y at k, assuming k is 5 or more yards from one

of the 4yard baulk lins, is likely not to be a square hit and could make life easier for wé&believe that y should join r knowing

that u will want to use one of them to get to the other and hoping that, while allowing a rush from one of them to theef8H, th

proximity does not also allow the other ball be placel advantageously at the same timé/e followed the strategies discussed

above for the placement of r, k, and y for Groups 1,2, and 3 in Figure @ieRlgviated from my own recommendations for Group 4

placing r and y opppositesides of the lawg @SNE G 6ARSEé 22Ayd ¢KAa YIFe& YI1S dzQa 226
otherwise.
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The 12 Regular Turns

The role of Striker rotates in strict color order during the 12 Regular Turns. u plays first, followed by r, k and yn dadkhe u,

etc. As each Striker comes onto the lawn, he knows the score of the game and how far it has praghessedany Redar Turns

have taken place and how many remain. He sees the locations of the SH, the NH, and the PH, and he sees the positialis of the b

2 KFG KS aSSa gAaff aadz3asSaide oKAOK tlFGdSNya 2F tfehdvmanyl | = t |t
points (4, 2, or 1, unless there was a double)raasonablyavailable to Striker that turn. Here are some things to think about as you
contemplate a Regular Tumncluding its ending by setting tieeelingHoopfor your Oppments

Progressing Through the Patteri@@iven the right (!) configuration of hoops and balls, it is possible to start a turn by
attempting the Pattern of Play PHH, and if that fails, then try for HPH, and if that fails, then settle for HHP. Itassilide @
decide not to pursue PHH arsdt up for HPH and if that fails, then settle for HHP. Finally, it is possible to ignore PHH and HPH and
setup for HHP. Each Striker should think through the progressions that are open to him, as things do not always go as planned!
In the end it is all about risk and reward.

CannonsMarking balls in 4 yards creates huge corners for possible coarerons making the acquisition of corner cannons
easier. But marking in ballsy&rds is a mixed blessing foorderline cannonslts bad news if Striker wants to shoot out firmly
because it narrows the angle of possibility; it is good nésriker wants to use a touch shot to gain the cannon because the area of
possibilityc the rectangleg is expanded.

Doubling If yourOppaent fails to complete a Pattern of Play during his turn, then you have the option to double before
starting your turn, giving you the possibility of earning 2, 4, or 8 points instead of 1, 2, or 4 by complesag#téHP, HPH, and
PHH Patterns. But, if you double and fail, then yoppment automaticallyearns 3 points. Should you doublédf?your only choices
are making 2 points (HHP) or failing and giving y@ppaent 3 points, then there must be at least an 60% chance of success for the
double to bevaluable (in an expectedalue senseg)i.e., [x*(2)=(2x)*3] yields an x=0]6

An 8-point PHHturn can change the outcome of the gammmit so cara 4point HPHturn. And a2-point HHPturn is almost never

bad and is a lot better than failing and giving 3 points to y@ppments. If a turn involves a double, then discretion can be the
better part of valor.Unless you are playing terribly or are very far ahead, we think doubling should be virtually auteanbtin the
game Then which pattern to choose becomes the overriding concern and should be influenced by the score andhegydiae

has progressed.ate in a game intentionally failing to set a killer leave with the goal of doubling if Oppo fails can be a valid tactic.
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HelperBalls A breakcanlast only two hoops and must involve making the SH (thedbp) and the NH (the"2hoop). After
the 15thoop is made, there is no need to send fReceptionrBalloff as pioneer to a noexistent 3¢ hoop. Instead, it should be used
02 &K Qup fodéa firalSeélattempt ¢ the HHP patterr2 NJ (0 2 Guid &difficddt nest Siinfor Oppos.

The EveiShrinking Pool of Potenti®leek. Each hoop is used only once. While the precise order may change, invariably the
outward corner hoopsre chosen first, followed by the inward corner hoops, and finally the middle hoops.

Further General Thoughts of PeeliligIn cases where an inward hoop corner hoop [e.g. h(1), h(3), h(7),ih&lected as
the PH, there is opportunity for Striker to exploit the 4 yard rule to have a good chance atHRHE&n do this by taking his first shot
of the turn as a firm dolly rush on Partner to a spot off the lawn, 7 yards directly in front of the PH. Lining Partroer theclawn
at the 4 yard line gives a guaranteed 3 yReklattempt. (ii) In cases where PHH is not realistic, ini@aar if the PH is an outward
hoop, then Striker can consider HPH as his most realistic scoring option. In order to be most successful at this optiorgtan a
EscapeBall is an absolute must. In order to have the best chance of placing a good Bsdidipem distance, it is often best to take
the lift-to-position as a dolly rush on the opponent ball, rushing it directly to the EsBapgosition at Pl this enables Striker a
second shotpften a takeoff to Partner, to readjust and firune the psitioning of the EscapBall. Partner can then be croqueted
toward PH while Striker approaches the final ball and makes their SH. Remember that the Batapsition if usually more
important than the position of the Peelee! The position of the Esdagk determinediow the Peelcan be played!

Setting a LeaveHow good a leave is at the end of a Regular Turn is influenced by:
1. The Positions of What Will be the Next SH and its Associate@igke are not controlled by the current Striker.
2. The Choice of the PHhis choice is under the direct control of the current Striker as he ends his turn.

3. Where Striker Leaves the Balls on the Lawow much Striker can influence the final positions of the balls is a function of the
Pattern of Play Striker used during his turn. There is usually more room to maneuvePddbhare done early in the
Pattern.Thus, the best leave will usually be set while completing the Pattern PHH, followed by HPH, and, finaigy HHP.
example, if HHP is the pattern used, and the turn ends with a final sestttdrthat completeshe Pee| then Striker will have
no capabity at all to influence the position of the balls peReel At the other extremea turn that uses the Pattern PHH and
O2 YLJ S Sa RiugkPel 8ttikér will Bavel20 more shots (potentially) to make two hoops and set the leave.
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There is a hierarchy that Striker, should worry about when setting a Iddecurrent DangeBall will be the next Strikegall and

will begin his turn with a lifto-position. Positioning this ball is a waste of time. Instead, Danger should be used to facilitate the

placement of the other ballgsirstg position theSpentBallc Oppd® nextPeeke. Second positionPartner¢e 2 dzZNJ G S| YQa f | &
Peeke. Thirdg position yourself.

Given enough shots, Striker can wieent (far from the next PH), he can wire Riartner(perhaps leaving it near or even in the
jaws of the last PH) and, Striker can wire himd$étine of this is easy but all is worth itmg. Finally, it is always desirable to force a
long rush to the SH, perhaps organizing the balls in the corner farthest from the SH.

Handicapping a Gamé&wo obvious ways to handicap a(@to give the weaker player more points for successful tyisd/or

(i) to remowe the ability of the stronger player to double if the weaker player f@dilsng a turn However, our favorite ihavethe

weaker playenot onlychoose thesixpeelinghoop for the stronger plagr, but, in addition,have himchoose some of his own
60Si6SSy 2yS I &AAE0 | a 6StftH ¢KAA oAff add¥dus Mordiaketiomidd leavésg LIS St

[ SGQa D2 G2 GKS xARS2a

Two games between Sherif Abdelwahab and Charlie Xavier were recorde@lvaithe winning thesland Sherif®the 29, We
expected games to run approximately one ha@uw minutes per turn times 12 turns. In fact, turns ran almost double that amount
reflecting the newness of the game and the need to think carefully. Only 11 of the 12 scheduled turns were needed nfiaish g
#1 and 10 for gamé&2. In each casehe ultimate winner built up an insurmountable lead.

Four pieces of information are provided/shown for each turnAi)mage showing the starting positions of the clips and the balls
shownafter Striker has used his kfo-position, (ii) the score at thstart of the turn and whether or not the turn will be played

dzy RSNJ I R 2 dabiieSsundniary/diedv bf edch thri, and (e video themselves with commentary (sometimes
incorrect!)’L. Of particular interest was how the strategies the players used changed as the score changéddr how long the
losing player actually had a chartoewin.

0 For somaunknown reason both games started with the initial SH=h(6) but then they took different paths.

Y There is usually more than one reasonable way to play a turn. As a teaching/learning mathesuld encourage you to consider where you would have
placed Striker and how you would have played the turn, perhaps using a magnet board.
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A Review of Gamél

Turn #1 SH=hE) and thePH=hQ): Charlie went firstMagically!) Charlie rushed k from theorth boundary (markedn 4 yards) into
the jaws of h(8) and was able to immediat€lypquet-Peelit. This was followed by some very good play to make h(6) and h(7)
completing the pattern PHH and earning 4 poiltsist be an easy game(?!).

Turn #2 H=h@) and thePH=hQ): Sherif playedecondaggressively using his 4fh-position to rushPartnerto the PH, h(2), and
then sent arOppoBallthere as well, before going to the other Oppo to attempt theltgBl) which failed

Unless PHH is likelye question the wisdom of using the itfi-position at the start of a turn to rusRartnerto the PeelingHoop If
HPH is the goathen it is better to use the |#ip-position to send th&scapeBallfirst and then try to senéartner You will get a
chance to adjusPartnerafter the SH, but you need a goBdcapeBallto make the next hoop.

Early in a game when the more difficult PHs are being assigretthink discretion is the better part of valqmgo for HHP.

SH=h(6), PH=nh(8) = SH=h(8), PH=h@)i=h(8), PH=h(10)SH=h(8), PH= SH=h(10), PH=h(1)  SH=h(11), PH=h(3)

Turn #1: u Turn #2: r Turn #3: k Tumn #4:y n#5:u Tur Turn#6:r
(u/k: 0, rly: 0) (u/k: 4, rly: 0) (u/k: 4, rly:0),D (u/k: 4, rly: 3),D (u/k: &)rly:  (ul/k: 4, rly:5),D

Turn #3 H=h@) and thePH=h({0): Charliedoubledbut failed at h(8), the initial SH. Like Sherif just before him, Charlie used the lift
to-position to rushPartnerto the PH.
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This was suspect for all the reasons just discussed, but also because choosing an aggressive play with a difficulafidd, h(10),
doubling and then failing gave Sherif 3 points! A conservative HHP would have garnered 2 points without the drama.

Turn #4 H=h@) and thePH=h{7): Sherifdoubled tried for PHH and failed, tried HPH and failed, but was successful with HHP.

This turn worked buive would have played it more conservatively.

Turn #5 H=h(0) and thePH=h(l): Charlie once again tried for HPH, failed, and then failed HHP.

The most important thingve can say about this turn is th#te announcing waserribly wrong! It failed to see that the r had been
used (roqueted) after h(10) was made and proceeded to give 12 minutes of incorrect commentary (from approximately minutes
38:30 to 50:30). Please ignore.

Turn #6 H=N(11) and thePH=h@): Sherif doubled. He tried for HPH, got the H& he could not complete the final hoop.

Turn #7 H=h(@2) and thePH=h): Charlie attempted HPH but settled for HNWethought Charlie should have doubled.

Turn #8 H=h@) and thePH=h@): Sherif went HHP.

SH=n(12), PH=h(6) SH=h(2), PH=n(4) SH=h(4), PH=h(11) SH=h(6), PH=(8) SH=h(6), PH=h(12)

Turn #7: k Turn #8:y Turn #9: u Turn #10: Turn #11: k
(u/k: 7, rly: 5) (u/k: 8, rly: 5) (u/k: 8, rly: 6) (u/k: 10, rly: 6) (u/k: 10, rly: 6)

108



Turn #9 H=h@) and thePH=h({1): Charlie had a good turn HPH taking advantage of an easy PH, h(11).

Turn #10 H=hE) and thePH=hQ): Afterthe "1 dzN}y G KS & O02NB 4l & mn G2 ¢ Ay [/ KIFEINIASQA
Turns 10 and 12 to catch up with the hopes of forcing dteaker’?.

For Sherif to earn 4 points during this turn would require (r) to follow the pattern PHH. With PH=h(9), r neededRartosh(y)
from where it was at the end of the previous turn, in ¢3, to h(9) and immediately completedbEThis was doable but unlikely to
succeed and failure would probably leave balls on the lawn for Charlie to use to expand his lead. Sherif decided toenahpursu
points at all and instead set a defensive legy#acing balls againsiprights that were difficult to rusHz.

This created two possible paths to victory for Sherif:

) If Charlie doubled and failed, then Sherif would earn 3 points and get to dpsibtdn that HHP would generate 2
points and allow him to win.

(i) (i) If Charlie did not double but still failed, then Sherif could double and tie by going HPH and hope to win in a tie
breaker.

Turn #11 H=hE) and thePH=h(2): Charlie went HHP, advancing the score to (u/k:11, rig&) insurmountable 5 point margin
and Sherif conceded.

2 During a tiebreaker, pairs of turns are run, until, at the end of a pair, one team is ahead and is declared the victor.
73 Sherif also could have exploited theydrd ruleby moving all the balls in 4 yards, taking a 1 inch rush on Partner from near C2 to the south boundary, lining

back in for a 3 yard straight position at h(%hen he could haveti@mpted to goPHH byPeeing partner going to north of u, then either rush that towards k or
h(6).
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A Review of Gamé?2

Turn #1 SH=h(6), PH=h(4)his is a fairly easy starting point such that u could have rushed k to h(4) and attempEktviile
gaining a rush on r to either h(6) or to y.

Charlie gave up this PHH possibility and instead set up for HPH by rushing k to the south boundary, croqueting it t&®grd(t)e
and seeking to rush r to y to then make the SH=h(6), which failed. Score (u/k:0, r/y:0).

Turn #2 SH=h(6), PH=h(8herif Doubled. He tried and failed for HPH but succeeded with HHP, for 2 points. Score (u/k: O, rly: 2).

SH=h(6), PH=h(4)  SH=h(6), PH=h(8)  SH=Nh(8), PHSM2(8), PH=h(10)SH=h(10), PH=nh(12)SH=h(11), PH=h(1)

Turn #1: u Turn #2:r Turn #3: k Turn #4: yTurn #5: u Turn #6: r
(u/k: 0, rly: 0) (u/k: 0, rly: 0),D (u/k: 0, rly: 2) (u/k: 0, rly: 2) (u/k=8)r/ (u/k: 0, rly: 3)

Turn #3 SH=h(8), PH=h(2Yharlie used his IHip-position to rush arOppo(y), but failed at his initial hoop, h(&core
(u/k: 0, rly: 2).

Turn #4 SH=h(8), PH=h(2®herif chose not to doubl&herif succeed HHP for one point, making the score (u/k:0, r/y:3).
We would have doublees, the PH was the outward hoop, h(10), but it lo@asyto send u and r to h(10) going to k to make h(8).

Then try thePeelW-h(9),possiblyearning 4 points (for doubled HPMpu need to double in circumstances like this! After h(8) if you
do notlike what you see at h(10) then delay tReeluntil after h(9) earning 2 points (for doubled HHP).
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Turn #5 SH=h(10), PH=h(1Zharlie was for h(10) and had a conveniBrineerBallthere in the name of.r

Even thoughve called it out as a crazy possibility in the video, in retrospeethink Charlie should have tried for PHH by rushing to
h(12) and attempting th&eelgoing to y. The roll shot from y back to r is well in his wheel house whether it be a full or pass roll. This
is about as good as it is going to get with PHH possibilities.

Instead, Charlienade h(10)tried for HPH, completed the Peel, biien failed at h(11).
Turn #6 SH=h(11), PH=h{herif ruslkedy to h(1) and succeed with the Pee|] PHHgarning 4 points.

Sherif again had the possibility of doubling but pas¥edOl y Qi A Yl 3AYyS gKeH | S &HiahdWHandth& S i dzN.
ability to rushPartnerto an internal PH. This is a dream start with the possibility of PHH. It has to be daub8yoint turnwould
have put the game away! Score (u/k: 0O, rly: 7).

Turn #7 SH=h(1), PH=h(6lhis was a very interesting turn thae think was misplayed, anate know was misannounced!

Sherif ended his previous turn trying put u and r against h(4) but failing with both attempts but leaving u and r very close
together. Charlie picked upand decided taush¢ bombard u into r, moving both balls away from h(4). Chadieceeded with the
bombard, sending r between h(1) and h(2) and u-p&gh near the east boundargZharlie took croquet on u sendirigo h(6)
gaining a rush on y to the south boundary. All good so far. In retrospect Charlie could have sent y to h(2) while gahiog ato
h(1) and been in a position to try tHeeelat h(6) Wh(2). Butprobably because of the interesting bombard at the start of the turn,
Charlie (and I) forgot that he had not used r. Charlie rolled y to h(1) from east oigm@ng/forgetting about ¢ Miraculously
Charlie found position and made the h(1). While HPHteeisnicallystill on the table, the best Charlie could do was HHP, making
the score (u/k:1, rly:7)Wediscovered all of thigfter the fact,g KAt S gNARGAYy 3 dzLJ GKS 3l YSX
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SH=h(1), PH=h(6)  SH=h(3), PH=h(7)  SH=h(5), PH=h(3)  SH=h(7), PH=h(11)

Turn #7: k Turn #8:y Turn #9: u Turn #10; r
(u/k: 0, rly: 7) (u/k: 1, rly: 7) (u/k: 1, rly: 8) (u/k: 2, rly: 8)

Turn #8 SH=h(3), PH=h({ASherif responded HHP making the scuk:1, r/y:8).

Turn #9 SH=h(5), PH=h(3}harlie is way behind and running out of hoops but has a possibility of going PHH this ttan rush

k to h(3) and try thé&oll-Peelgoing to r or Y4 If this succeeds, then Charlie will movegbere to (u/k,5, r/y,8) and have plenty of
time to set a killer leave. Sherif might fail during Turn #10, letting Charlie double, meaning that Charlie could takk(thk: 8
rly:8) after h(11) by scoring 4 points via HPH. But none of this happened.

Instead, Charlie opted to try for HPH, settled for HHP and one point, score (u/k:2, rly:8).

/| KE N ASQa 2yfte& NBYIl Ay "rarhJslowing Eharfeao\Doyblk, Butdheh needing FHHAof pullZ2lyeadm n

Turn #10 SH=h(7), PH=h(22Sherif goes HHP for a single point and the win.

74 Again, a good opportunity to exploit the guaranteeg@dPeelc2 dza i &Yl 01 (GKS R2ffteé& NHaAK 2FF (GKS Loy a2 Al
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PICK THBeelSCORE SHEET

Turn| Striker | Striker| Peelng|Doublel u/k | u/k rly rly
Hoop | Hoop| y/n |Score| Total || Score | Total

1 u

2 r

3 k

A y

5 u

6 r

7 k

8 y

9 u

10 r

11 k

12 y
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3.. COLLECT THE CLIPS
RULESORTHE CONTINUOUS VERSION OF THE GAME

Introduction:!  LJ F @ SNJ O02YSa 2yi2 GKS ftlgy aSSAy3a (KS LRaAdGA2ya 2F {f
| 221LJaAé¢d 1S LIAO1a 2yS ol ftf G2 Pedbes)aidediriscadiitum ivikhd lif®-pdsiGloNHhere Br&lS S | N.
two goals:1) Earn Basi®oints and, ithat issuccessfulthen 2) Earn BonusPoints.

BasiePoints: The Ftgoal is to run a break that can make morethan two of the Choseth 2 2 LJA 0 G KS { (G N&any SNJ | 2 2 L&
two! In any orderlc and must completdeek at the remaining Choseroops (thePeeing-l 2 2 LJa Z¢ incatylordayWith any
Peeke! Clips are Collected after hoopsPeet at ChosetHoops and are replenished at the end of a turn.

Following AC rules, Striker starts a turn alive oballs and can use no more than 21 strokes for his break: up to 7 to maké'the 1

SH, 7 to make the"2SH, and 7 that can occur after th&! 8H.The order of hoops anBees made during a break is up to the

Striker. There are 1Patternsof-Playthat Collect the Clips within the 2dtroke limit. Six use al2oop break, four use a-ioop

ONBIFI{1Z YR 2yS dzaSa y2 K22LJ [ {Pdelithesd arg2$HGopsiHPHP, HHPR, PHHP FPPHRH, ¢ A 4 |
PPHH, HPERH-Hoop:HPPP, PHPP, PPHP, BRR#0-Hoops:PPPP.

A team earn®ne BasiePointfor eachPeelcompleted while attempting to Collects the Clips.

BonusEvens:Ifallofi KS / t ALJA | NB [/ 2f t SO0 SR ¥gdalKearyingpidtNdorpBOMNEEsent3 2 Odza & KA F
Depending on his Patterof-Play, Striker can have Lé&dverStrokeg(i.e., available continuation shotaysociated with the last ball

used to Collect the Clips and/or associated with other balls he is still aliotowing AC rules§triker can use these to attempt
additionalPeek ¢ these can take placat any hoop(s)and/or pegouts ¢ these carinvolve anyball. EaclPeelor pegout is a Bonus

Event. The first two Bonus Events each eaRvint. The third and any subsequéBinusEvent earns 3 Poist 10 BonusEventsare
theoreticallypossible’®. Practically speaking, completiagywherebetween one and four BontSvents is a good result.

BLoglyld G2 GKFYy]l wdza 5A9 8S¥iF 2 INY B 2dgondySrSabissynai iSdhaoiSct the Cpg paizles.

6 The first Qusethe 3 non-StrikerBalk: eachis RuskPeekd, croquetPeekd and hits the peg in the croquet shot. Thé"i§ pegging out StrikeSuppose
k finishes his turn south of h(6) with both r and y close by, and u just north of h(12). Theoretically k can rush Pexdl, dalbdbmbwith a reversing croquet Peel
that results in the ball hitting the peg (k does this first on r or y, goes to u, deéthiy, returns to the unused ball, does it again and then pmgs
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Winning the Game! S I Y @bda turn@szhiBum of the Basic and BorRsints earned and is added to its cumulative total.
A winner is declaredt the end of any complete pair of turns where one team is aheadaredteam has accumulated at least 15
points; or 7 pairs of turns have been played; or an agreed upon time limit has been reached.

SpecificsNormal lifts are cancelled. Otherwise, AC rules apply with the following modifications:

1. Striker ClipsClips for thefour balls are placed on the extension of the peg. (the StrikerBall for the turn,is removed to
start a turn and carried by the player to help identify the StriBal. It is returned to the peg at the end tife turn.

2. ChosenHoops and Their Clip&ach turn involves four Chosétoops with clips to identify their locations. These clips should
all be the same color and be a color that is different from the colors of the possible SitiggiChoserHoops are
determined before the start of the game, and then before each turn as needed, by randomly drawing blocks (numbered
I-MHEI 2yYS F2NJ SIBokk. KA2 WO 5ANBY 0KE8O0OHa NBYFAYy 2dziaARS 2F GKS

3. Replenishing Chosen Clips After a Tuimthe continuous (but not the discrete game) unused Chddeaps (and their clips)
are carriedover from one turn to the next:

a. Replacement Clip8locks are drawn from thBlockBag and clips are placed to identify newly Cheseops that replace
those collected during the previous turn.

b. Refilling theBlockBag Whenempty, the bags refilled with all 12 blocks, except for those representing causr or
newly identified Chosefloops. The blocks are mixed, and the replacement processiisiged.

4. The Start of the Gamdn the continuous game:

a. Initial Ball Position®Balls are placed without regard to color to form-gatd square centered on the peg, with u closest
to cl1, rto c2, k to c3 anglclosest to c4.

b. Coin TossThis game is played in pairs of turns. The winner of a coin toss gets to choose to play first or second.
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5. The Play of a TurrEnding ball positions from the previous turn are the initial positions for the.ffda direction a ball was
played into a hoop (a jawsing) is carreder.

a. Turn Beginning Optiong&\ll turns begin where the balls were left at the end of the previous turn or where they are
markedin. Additionally: (1) A ball within a yard of the peg can be played from where it is or roon@mhe yard along a
line formed by the peg and the centerd®fK S o6 €t f T oHvHU0O LT GKNBS olffta FNRY (KS
by hoops 14, then one of them can be moved to any of the unoccupied four Initial Ball Positions identified in 4a above.

b. Markingin: Balls can be markenh during a turn either 1 or 3.5 yards, at the option of the current Striker. Balls are
markedin only 1 yard at the end of a turn, but this can be adjusted to 3.5 yards, at the option of the next Striker before
his turn starts. (All B-yard markin options can be waived by mutual agreement of the players).

c. The Striker BalAfter being markedn, any ball can be chosen as the Striker Ball. A player indicates his choice by taking
the appropriate clip from the extension of the peg. Striker cannot change his mind once the clip has been removed.

d. Peekes The other balls are all potentidleekes. AnyPeeke can be used in arBeeland can be used multiple of times.

e. Lift-to-Position Striker can begin his turn from where the cho&inkerBallis, or with a liftto-position.

Game FormA form to keep track of the game is provided below.
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Chosen
Hoops

Ball

< x =

Ball
u

;
k
y

Turn ___ for Team #1

Starting Achieved
Coordinates” Striker Pattern:
X Yy Order/ proposed use
. L L Basic Points L
. . Bonus Points L
o _ Total for Turn L
. Cumulative Points
Turn ___ for Team #2
Starting Achieved
Coordinates  Striker Pattern:

Xy

Order/ proposed use

Basic Points
Bonus Points
Total for Turn
Cumulative Points

" Theseare optional and useful if replays are desired. Theyn b e
and north to south

e sdydbatliag efdr dm & ma g n et dyad nakessrfrdm eadh ta westh a s
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RULES OHHE DISCRETE VERSION OF THE GAME

Here two (or more competitorglay the same&t A LIk 6 | f f

LJ? Adeallysiduyftaneoasty.LJdzl T £ S&a ¢ 0

Turn-Starting Ball LocationsA croquet court can be visualizedesving5 rows, each consisting of fodk7-yard grass squareg0 in
total. The center of each square is used as a possible initial ball location for a turn. For convenience, all 20 pasisivéedor
marked with ball markers before play starts. Each row proceeds from west to east. The nartbstrinow identifies the squares
numbered 14, and the southerrmost row has squares 120, etc. This organization is shown in the figure below.

13

10

19

12

16

20

Ball positions for all turns are determine by random draw: In addition to the bag of blocks used to identifp<iliipns (from the
continuous game), there is another bag of blocks used to identify starting ball positions. It has 20ib&aikeof a different color

than those used for determining clip positidas® ¢ K S

6t 2014

I NE ydzYo SNER

MZHX02X2Z XZX

Hn o

Starting a new TurnEach turn starts by drawing 4 new blocks from the bag used for clip positions and 4 new blocks drawn from the
bag used for ball positions. The lowest number ball position is assigned to u, the next higher td%tdHeahd the 4 to y. This
ordering ensures that the balls are locatieignticallyfor all playersThe same replacement procedure is used in both balls and clips
(Rule 3 above) except that the Ball Position Bag has 20 blocks instead of just 12. Balls and clips are placed befamsa turn s
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Winning the Game! 02 YLISGA G A 2y O 2withkiekch Sefiof @ipFandrballipasiizing beiya puzabe). Scores from two
categories will be kept cumulative points (basic + bonus) and puzzles won. In thectwapetitor situation, at the end of the

7 puzzles, if one contestant wins one category and the other contestant wins the other category, then a playoff willidtcur, w
additional puzzles played until one player is ahead and is declared the winremultiplayer (more than two) situation, if only one
person is in the top of both categories at the end of the 7 puzzles, then he is winner. Otherwise, the players tiedpbfreatd
category enter a playoff. This playoff is based strictly ontgoPuzzles are played until a winner is detiradl, with players not tied
for first at the end of each playoff puzzle being eliminated.

Game FormA separate form to keep track of the discrete version of this game, for abmgpetitor competition is provided below.

COLLECT THE CLIPS GAME FORM FOR THE DISCRETE GAME

Date: Competitors: #1. and #2:

PUZZLE #: ChoserHoops: , , , Ball Locations: (u)___ () , (K) , (Y)

Competitor #1: Striker: .
Pattern of Play to collect the clips:

HorP@___ ,HorP@___ ,HorP@___ ,HorP@___ .

Pattern of Play for Bonus Points:

Peel@  with _ Peel@ with Peel@ with Peel@ with ,

P/O , PIO , PIO , PIO

Score: Basic Points: __ , Bonus Points: |, Total this puzzle: _, Cumulative across Puzzles:

Competitor #2: Striker: .
Pattern of Play to collect the clips:

HorP@___ ,HorP@__ ,HorP@__ ,HorP@___ .

Pattern of Play for Bonus Points:

Peel@  with  Peel@ with Peel@ with Peel@ with ,

P/O , PIO , PIO , PIO

Score: Basic Points: ___, Bonus Points: ____, Total this puzzle: |, Cumulative across Puzzles:
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NOTE®N COLLECT THE CLIPS
INTRODUCTION

Each turn in a game of Collect the Clips presents a unique puzzle and gives Striker no more than 21 shots to solvéhi# Within
21-shot limit there can be two parts to any turn:

tF NI M 0S3IAya o6& LAOI29gBAE I WRYRBNYOXFENDGAKER ASY (KSYD ¢KSy>
G/ 2SO0 GKS /fALAED IS OPegs. TREoNIV rguitemehtyls thatyddringza NURCeS8iul solledtion oKtBe2 LJA
clips no more than two hoops can beored by the StrikeBallin a turng thus at least twoPee$ must be madeThe order Striker
followsishigit I ral-SNyee¢ d !ye oFftf OFy o06S {{NX{-HoMasitdnyR ff Gdz2Nya o6S3A

I 0SIY SINYyat RPAYNWEY &I &Peds & A2032 or 4)iviSldiitSitiempts to Collects the Clips.

If all Clips are Collected, then there is a Part 2 to the BonusEvents andK S LJdzNE& dzit(iz RyFi &é @ yH&HILISY RA Yy 3 2
Pattern-of-Play Striker followed in Part 1, Striker can have up to seven unused strokes associated with balls he is still alive on. Thes

G[ OVelt{ G NRP 1 Saé¢ I NB dza SR A FeebwhidiZan take pléce af any iapidi@rRorcanipgty’ pedputs

which cannvolve anyball (or balls) each a Bonukvent. @e BonusPoint is earned for each of the first thr&onus-Events and

three points are earned for eaddonusEventPeelthereafter. Bonus points are accumulated until Striker runs out ofQetr

Strokes or pegs himself out. One, twofime BonusPoints are fairly routin@s pegging out two balls and Striker happens frequently.

The challenge Striker faces is that the Pattesfi®lay that generate the most Le@iverStrokes for use in Part 2 of a turn are the
ones that are the riskiest/most difficult to implement in Part 1. Having access éft-OverStrokes requires that Striker Collects the
Clips with just 14 strokes. This is certainly possible, but it is more difficult and involves more risk than having theafialble
complement of 21 strokes to accomplish the same collection.

Collect the Clips can be played in one of two form@mntinuous and Discrete

The Continuous Formai the Continuous format team #1 plays a turn and then team #2 takes over. Clips that were collected in the
previous turn are replenished for the next. Ball positions for the next turn start where they were left at the end of Waupreirn.
All turnsstart with an optional liftto-position and can use arof the four ballsasStriker. A winner is declaredhen one team is
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aheadat the end of any complete pair of turns and: One team has accumulated atllgasints; 7 pairs of turns have been played,;
or an agreeelpon time limit has been reached.

The Discrete Formaln the Discrete formatall teams simultaneously play the same puzateseparatelawns(which could be in
different continents), where each puzzle includes a new set of randomly drawn clip positions together with a new set of randomly
drawn placement for the balls. The image below shows tv@adivide the lawn into twenty 7x7 yard squares and numbered them

for use in this randomization process

13 14 m 15 16

17 18 19 20

Here a match consists of a set number of puzzles (perfp[&core is kept two ways: stroke play (i.e., point total), and match play
(i.e., number of puzzles won). At the end of 7 puzzlaseédm won both the stroke play and the match play, then they are the
winner. If one team won the stroke play and the other won the match play then there is sudden death playoff involving an 8
puzzle, and then additional ones if a tie ensues, until there is a winner.

Outline

The remaining sections ofésenotes: Introduce the Pattern®f-Play Discuss Transportation Aft€ees (TAPsyand Present
Examples of Turns involvingh®op Patternsof-Play. Then there are two appendices: The first examines the prolebaissociated
with different Clip Configurations, and the second present®ap and 6hoop Patternsof-Play.Lastly, there is final sectionwhich
reviews a video showing selected turns from Discrete Play.
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PATTERNOGFPLAY

Clipsforthe Choseh 2 2 LJA ' NB LA O]l SR o6& NIYR2Y RN}Yg¢ YR LIXIFOSR 0ST2NB
AC rules for making hoops and completi?&es, subject to the proviso that at lea&tclips must be collected withees. Striker

decides which ones he will make for himsg8triker Hoops (SHg)and which ones he will make Beeing other balls; Peeing

Hoops (PHs). THeeelng requirement limits a turn to 21 strokes: 7 to make ti¥eSH, 7 for the ® SH, and 7 thatan occur after

the 24 SH has been made.

There arell Patternsof-Play that Striker can use to Collect the Clips within that2dke limit. However4 of these are ihoop
patterns (Letting H and P stand for Hoop &ek| these are: HPPP, PHPP, PPHP, and PPPHisaat#hoop pattern (PPPP). These
patterns are rarely used in actual play and are saved for Appendix 2.

That leaves six-Boop Patternsof-Play which are the focus of these notes. They can be organized and evaluated in many ways, but
perhaps the most useful is to consider the last action they taB@atterns end with a hoop, an8patterns end with &eel This
distinction impacts the trad®ff between securing Baskoints and pursuing of Borw®ints. Weighing the pros and cons of this
trade-off is the essence of this game.

Patternsof-Play Ending with an Hfthese are PPHH, PHPH, and HPPH. A pattern ending with a hoop will always provide Striker with
7 LeftOverStrokes; Striker willhave a continuation stroke after scoring the hoop and helveilalive on all balls (providing 6
additional shots)Striker will use these LefdverStrokes in his pursuit of Borii®ints.

Possible BonuRoints EarningBonusPoints fromone, two, three or even four BontBsventsusing seven LefDverStrokes is
straightforward: Peggingut Strikeris one; peggingput one ball and then Strikéstwo; Peeing a ® ball followed by peggingut a
2" ball and then Strikeis three; andPeelngtwo different balls, peggingut a 39 ball, and then Striker provides four. There are
many other possibilities for the same number of Bogsnts.

Completingfive or six Bonugventgelies onRush-Pees. Fives possible by: Rushing afkeing a F ball, RuskPeeing a 29 ball
andthen croquetPeeing the same ball, together with pegging out tHé i3all and then Striker. Six BorEsentsare possible if two
balls areRushPeekd and then croquePeekd, etc., with 10 Bonu&ventsbeingé LJ2 a & ds delscBbed indetnote 57 above.
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Patternsof-Play Ending with a Pthese are HPHP, PHHP, and HHPP. Here the number of strokes used to complete the required
Peeb after making the ® Hoop, determines how many LefiverStrokes are then available to pursue BorRaints.

There will befewerthan severlLeftOverStrokesThere can be zergafter a final scattesshot-Pee| onec if the finalPeelis

completed after using the two other balls to gain positionReeke, threec if the finalPeelis completed after using only one ball to
gain position orPeeke, and five; if the finalPeelis completed without using either of the other two balls to gain acce$ckeke.

PaAy3 GSEGNI ¢ &i NP | Helas conplet@hulredPekizandisia tahservativé appriodctt ta@ Collecting the Clips.
It helps with the collection process, perhaps ensuring BRasints, but makes it more difficult to secure Bositaents

TRANSPORTATION AFTER PHEARY)
Subiject to the discussion on the useRafshPees that is presented at the end of this sectiétees completed at hoops while
collecting the ¥, 29, or 39 clips require Transportation After tHeeel(TAP) back to the bredR The 4 clip can be collected as a
Peelwithout a TAP because Striker can end his turn with a Fioalp orPeel The Basic TAP Information Chart tells how many TAPs
are needed for each Patterof-Play and when the TAP needs to be in place.

BASIC TAP INFORMATION

Pattern # of TAPS Available at Created Created

of Play needed Start of Turn before 15t SH Before 29 SH
PPHH 2 2 - -
PHPH 2 1 1 -
HPPH 2 0 2 -
PHHP 1 1 - -
HHPP 1 0 - 1

HPHP 1

o
=
1
1

8 Remember, no points are earned unless all four clips are collected.
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How TAR Arise: There are two types of TAPs: Inward Hoops, and Escape Balls. Caligeihey are interchangeable.

| 221Ja OFy 0SS OI (S32 N ibdthe diredtiondally nsokeNiRotigh héNd réladivazid she peR dhus, the odd
numbered hoops (1, 3, 5, 7, 9 and 11) are inward, and the even numbered ones (2, 4, 6, 8, 10, and 12) are outward.

The difference between an inward and an outward hoop relates to play duffegkattempt. Striker carRoll-Peelfrom an inward
hoop getting to (i.e., theoretically obtaining a detlysh on) any ball to anywhere on the lawh But Striker needs the assistance of
an EscapeBall (EB)rom an outward hoop in order to maneuver in the same way afterReelattempt. If anEscapeBall is not
already in place (fortuitously left by the last team), then one must be sent to the PH. After that, Striker will need ta Stakefore
the now inpositionEscapeBall is usable.

Interchanging EscapBalls and Inward HoopEigure C@ shows the balls in their specified garstarting positions; they are

placed without regard to color to form ayard square centered on the peg. It also shows fehite wedgesc i KS & Of A LJa ¢ T2 N
ChosenrHoops. They are located at the Chod¢oops pointing in the appropriate direction of play. In this example, the Chosen

Hoops are (2), h(4), h(8), and K10).

All hoops irFigure C@ are outward, and there are nescapeBali @ ¢ KdzaX GKSNB FINB y2 ¢! t&tanp ¢ KS O
2F ¢CdzNYy€¢ Ay ¢KS . AaA0 ¢!t LYF2NNIOGA2Y [/ KIFINIOSXZ aK2guinwihial G 6 A 0K
Peelattempt and then return to his break Striker must start by making a hoop, using one of three pattetH®HP, HHPP, of HPPH.

The chart also specifies that: If Striker chooses HPHP, then no TAPs need be available to start the turn, bEseapieBi! must

be positioned before theSLSH is made; If he chooses HHPP, then, again, a EsuglpeBall is nee@d, but it can be positioned

before or after the ¥ SH is made; If HPPH is chosen, thenEBaapeBalls must be positioned before Striker makes tieSH.

Now compareFigures CT and CC2: They have (2), h(4), and H10) in common. Then they differ Figure C@ swaps the outward
hoop at K8) for h(1), the inward one at the same physical hoop. This girgareCC2 one preexisting TAP. As the TAP Information

"9The oddnumbered corner hoopfh(1), h(3), h(7) andH9)] are essentially inward and the evenmbered hoopgh(2), h(4), h(8), andh(10)] are essentially
outward. The middle hoops can go both wayseing inward to some hoops and outward to others.g., i{11) is inward to I{6) as well as the pairfh(1),
h(8)], [h(5), h(12)], and[h(4), h(7)], but essentially outward towarfh(2), h)7)] and [h(3), h(10)].

It is possible tdRollPeelfrom an outward hoop to some locations on the lawn. For instaReging a ball at (2) while going to a ball gh(3) or h(10)], etc.
5SOARAY3I 6KIG Aada GAysél NR Sy 2aekéydothisyg@et dSa NAA]kNBgFNR OK2A0Sa GKI G
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Chart shows, this is a significant change because it adds two patterns ¢cokaleration: PHHP which requires one TAP, and PHPH
which needs twa; but only one needs to be in place at the start of the turn. Both patterns start witbedand will need to use (i)
(the inward hoop) as theS1PHE,

Figure C@3 has the same Chosétioops as ifrigureCCl1 but differs with respect the position of the black (k) baBigure CQ has
k in its gamestarting position, whild=igure C@ has it as a prexisting (fortuitously left byDppments)EscapeBall at i(8). As with
the addition of an inward hoop, the addition of &capeBall in FigureCC3 at h(8) allows Patternsof-Play that require that one
TAP be in place at the start of a turn.

Figures C@, CC5, andCC6 modify Figure CQ@ showing three different ways to establish two TARgure C@ has two inward
hoops[h(1) and H9)], instead of the outward hoops at the same physical hofi@) and h8)]; Figure CG has twoEscapeBalls at
h(4) and h8); andFigure C® has one inward hoogat h(1), and oneEscapeBallat h(4). All three of these structures allow
consideration of all six-Boop patternsof-play (and each facilitates PPIgithe pattern that requires two TAPSs to be available at the
start of a turn).

CH:(2, 4, 8, 10) (1, 2,4, 10) (2, 4,8, 10) (1, 2,9, 10) (2, 4,8, 10) (1, 2, 4, 10)
No EBs No EBs kEBh(8) No EBs kEBh(8),yEBh(4) kEB h(4)
e o ) ° ) ) : ® ® )
{ { { { {

o o O o O o O o o °
@ m - - o - W - 0 - W -
@ i /8 i @ A "o i @ .A

ccl cC2 IC ACC JCC CC6

Equating inward hoops art&capeBalls is useful, but there are differences: Rushing balRelposition at the same physical hoop
is easier (usually shorter) for outward hoops than it is for inward hoops. However, for TAPs at outward hoops there areibgo m

80 Note that if Striker chooses, to uséll, his only inward hoopas a StrikeiHoop (SH), then, the available patterns revert to ones that begin with a hoop.
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targets,Peeke and theEscapeBall. If thePeelfails, thenPeeke can become the nefscapeBall but it is not likely to be in an ideal
position. With TAPs at inward hoops there is only one moving tay§etete ¢ the hoop itself stays stiff.

The TAP Dancé&he Chrt labelled Detailed TAP Information provides relevant data for each of thelsiwR Patternsof-Play. It is
divided into three panels depending upon how many TAPs are available as Striker begins his turn. SincePerlly Anneeded to
Collectthe-Clips, and since no more than one TAP is needed forlaehthe relevant starting conditions to focus on, ordered from
easiest to hardest, are: Panet 2 or more TAPS, Panet 2 single TAP, and Panet Bo TAPs. Each panel has information related
to how manyPeelattempts can take place, when they can occur, and by when they need to be successful for the-&fafiesnto
succeed. This information gives an indication of how difficult it is to complete each pattern.

FailedPeelattempts can make it impossible to implement a PattefrPlay. But just because Striker starts with one patiarmind
R2Sa y20 YSIy GKIFIG KS Ydzad dzasS Al G2 /2t SO0 (KSpattdrnknala @ L
can still succeed, albeit perhaps not as advantageously with respect to Baomits. Transformations are discussed below.

Brief discussions dhe six 2hoop Patternsof Play These are ordered by the likelihoofigeneratng BonusEvens. This coincides

with how earlyPeet are accomplished. Thus, the analysis starts with patterns that end with an H and then turns to those ending in a
P. Also, possible movements between pattegriuie to failedPeet ¢ coincides (for the most part) with the order presented. It is an
order that can and should be considered when you first come onto the lawn and then again (argl agaiturrprogresses.

PPHH PPHH calls for two initiRleet. Therefore, this pattern only appears in Panel 1 which describes situations where two TAPs are
in place at the start of a turn. PPHH should be the first pattern considered because it is the most aggressive and lcacaasdd
pursued unless startemnmediately.

Implementation Striker will use his lito-position to setup a rush on a®tball to the F'PH. He will then eitheRoltPeelto a 29 balll
or use the preexistingEscapeBallat the ' PH as the ® Peeke. He will rush this ball to the"®PH and attempt théeel He will do
so either with aRolFPeelgoing to the 3! ball or by using the prexistingEscapeBallas the 3 ball to make his St SH.

81 Although anEscapeBall is not needed at an inward hoop, if it is decided to-peead a ball to b&eekd to an inward hoop, then sending &scapeBall
along with it can be advantageog$aving two balls at th®eelingHoopmeans that one can be used to facilitate the positioning of the other to make the
Pee] or, if it is not needed to facilitate thee| then the 29 ball can be used after thReelto limit the difficulty of theRoltPeelback to the break. This can
happen if Striker has earBeeing possibilities but chooses to ignore them while setting up for a more conservative collection of the clips.
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DETAILED TAP INFORMAT$ON

IF ATURN STARTS WITH 2 OR MORE TAPS

Pattern- Attempts Attempts Attempts Total
Of-Play before h1  before h2 after h2
AIM & A/M Recep A/M Recep Scatter
PPHH 2/2 - - 2
PHPH 2/1 211 1 -- 4
HPPH 2/0 212 1 -- 4
HPHP 2/0 211 1 4/1 1 1 8
PHHP 2/1 20 1 4/1 1 1 8
HHPP 2/0 20 1 4/2 1 1 8
IF ATURN STARTS WITH 1 TAP
Pattern- Attempts Attempts Attempts Total
Of-Play before h1  before h2 after h2
A/M A/M Recep A/M Recep Scatter
PPHH - - - -
PHPH 1/1 2/1 -- 3
HPPH 1/0 212 1 -- 3
HPHP 2/0 171 1 4/1 1 1 7
PHHP 2/1 20 1 4/1 1 1 8
HHPP 2/0 20 1 4/2 1 1 8

82 This table ignaesthe possibility ofStrikerattempting to Peelthe 3" ball while taking position ad hoop. For exampleStriker could have tw®eelattempts
fail and would normally use the®ball toapproachany of theremainingCHs, make it and continudut Striker couldalsoPeelthe 3 ball while going to hoop
running positionat a CHnot the one of the 3 Peel attempt if it succeeded as that CH would be game)then run theCHthrough toany of the balls
Theoretically possible, if impractical.

83 A/M = Attempts/MustMakes. Recep = RuBeceptionBalland Peel Scatter =ScatterPeel
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IF ATURN STARTS WOIH ATAP

Pattern- Attempts Attempts Attempts Total
Of-Play before h1  before h2 after h2
A/M A/M Recep A/M Recep Scatter
PPHH -- -- -- -
PHPH -- -- -- -
HPPH -- 212 1 -- 2
HPHP -- 211 1 4/1 1 1 6
PHHP -- -- -- -
HHPP -- 20 1 4/1 1 1 6

After making the T SH (assuming botReet are done) Striker has the luxury of moving two of the balls to more favorable positions
(hopefully jawsed!) facilitating the purswf BonusPoints that will be attempted after making thé89SH8,

There is only one way to execute PPHH and no room for any Releldttempts. However, given th&eelattempts occur so early
in the strategy, an initial failure (or two!) does not preclude success with other patteatifive of the other 2hoop patterns
(PHHP, HHPP, PHPH, HPPH, HPHP) remain possible.

PHPHThis pattern appears in the first two panels (but not the third) because it can be accomplished with one or-sxispng

TAPs. With two or more TAPs, PHPH shouldbe?your mental list of possibilities (after PPHH), and the first if there is only one

¢!t F@FAElrofS Fd GKS a0l NI 2F GKS ddzNy o LG Aa | f @ighalyjiKiS AYYSR
possible to decidat the outsetthat completingPPHH is improbablndfocus instead on PHPH.

Implementation The procedure for implementing PHPH is presented in the next section of these notes, along with a detailed
example. If the initiaPeelfails, then there are still four patternthat an initialPHPHattempt can transform into: HPPH, HPHP,
HHPP, PHHP.

84This sounds wonderful, but it turns out to be an option with relatively small benefit. Experience suggests that, unjgssnis ta fall into place, PPHH is
probablynot the best initial pattern to pursue.
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HPPHThis is the third and final pattern that ends by making a hoop, thereby providing seveduJesfstrokes for the pursuit of
BonusPoints. It appears in all three panels because it can CdleeClips without requiring prexisting TAPS.

Implementation If there are no TAPs at the start of a turn, tH&tnikermust establish two Escagigalls before making thesISH.
After that, Strikermustuse theReceptiorBallat the ¥ SH as his®1Peeke. This arises because, after making tFi&H in HPPH,
Striker will proceed PP&which requires the preplanned participation of all three balls, thieceptionBallfor the 15tPH, a 2 ball
for the 29 PH, and a'3ball to make the 2 SH. With no prexisting TAPs, there is no margin of error in the execution of this
pattern.

HPPH can become the PattesftPlay if there are at least two TAPs available at the start of a turn, and both PPHH and PHPH are
tried but fail to materialize. It can also become the focus of a turn that starts with just one TAP and PHPH faildafunalty,
complete one, or both, of the requireldlees after the 2 SH still allows for transformations into HPHP and HidBectively

PHHPThere must be at least one TAP at the start of a turn, or this PattERiay cannot be accomplished. This pattern should not
be the initial goal because it requires what might be a risky irRgalattempt without providing the benefit of a full complement of
LeftOverStrokes. That is, by ending witiPae|] PHHP will provide fewer than 7 L-€iterStrokes to pursue BontRoints. But

PHHP can, and often does, arise when PHPH fails.

Implementation PHHP allows for sevelgelattemptsc up to 8. There can be two attempts before making tleSH one must
succeed. There can be two more before making tHeSH¢ neither need to succeed (and, if there are two attempts, one will be
with the receptionball from the ® SH). Finally, there can be four attempts after tfi¢ $Hc one with theReceptionBall two with
the other balls, and then a final scattshot-Peelattempt.

PHHP can be transformed into three other Patterns: HPPH, HPHP and HHPP.
HPHPThis pattern is the Universal Pattegnt Collects the Clips from any Chogdoop configuration and any number of TAPs.

If one or two TAPs are available at the start of a turn, then it would be rare to choose HPHP as the initial pattere db etaise
you would be giving up potential Bonus PoitftsBut HPHP is easy to evolve into during a turn.

85 But there may be times late in a game wiepllecting the two BasiPoints is good enough to win the game or puts tremendous pressu@pma In this
case, starting with HPHP may be advantageous.
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Implementation The procedure for implementing this Pattern of Play is presented in the next section along with a detailed example.
In getting the twoPee$ done, Striker can make 8 attempts including 6 failures: He can try twice before makirtgShie(fhiling on

both), he can try twice before making th&®5H (failing on an initial receptidrall Pee), and then he can try 4 more times after

making the 24 SH, failing on three of them (a failed receptioall Pee| and then two regular failures) and finally succeeding with a
RushPeelscattershot.

If the Peelafter the 'hoop fails to materialize, then there is still hope because HPHP can transform into HHPP.
HHPPThis is another universal pattegit can work from any initial clip and ball configuration.

Implementation Ending with twdPees makes HHPP difficult to execute. Therefore, it should not be your choice as the initial
Patternof-Play. It usually arises after HPHP fails and Striker is desperately looking for a way to collect the clips.

There are no possible transformations to other Patteofi$’lay. Once the two hoops are made there is only one way to Collect the
Clipsg make two consecutivlees.

RushPeek: A careful reader will note that the TAP dances described above do not accolrusfePeet. ClearlfRushPeet are
useful to completePeet at hoops where a ball has been jawsed. But, in addition, they can be used to att®eplaaany hoop at
any time, be it inward or outward. This possibility is facilitated by the optionabliffosition that starts all turns. Rudbeet should
always be considered but they are risky because the creguet that follows the rushwill often be on the wong side of the hoop
for a normalPeelattempt andcan be impaired (if the ball is or nearthe jaws orjust barely trickles through the hoop).
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EXAMPLES OFHOOP PATTERN®-PLAY

Implementing a Patterrof-Play:Choosing a Patterof-Play to pursue is the fundamental strategic decision made before starting a
turn. Then the focus shifts to implementatiofhis includes:

Picking the Striker Bal\ny ball can b&triker. But,especially with the optional IHto-position that starts a turn, often one
ball will be more convenient than the otheggesulting in easier rushes and simpler croquet sltaasid this one should be
chosen.

Assigning Roles to théhoserHoops: It is desirable towor dzii A YA GAF £ & | 3Pa&ek) oytheSoyriChosen 6 K 2 2 LJa
Hoops that fulfill the desired Patterof-Play.

Determining the Order of Play of the Ballsis necessary to work out the order Striker will play the b@ihss is a decision
that should be based on practical consideratigrhoosing the order of play that results in the easiest execution of the
chosen pattern.

LYAGALFE OK2AO0Sa F2N) 6KS&S QO NAIFOfSa I NB fAadHS&erfeNdly®ulyoK 27F
immutable decision is the choice of Striker. In the end, to successfully Collect the Clips during a turn, it is oftenyrtecesshfy

the roles assigned to the Chosetoops, the order balls are played, and tattern-of-Play being pursued. The remainder of this

section describes two of the most useful Patteofs € @ o1t 1t |yR tltlo YR K2g (GKS& | NB L

detailed steps for implementation.
HPHP

lt1t Aa GKS a-dnplaydiSchiEColliedt thet Clips statiNg/from any clip and ball configui@dog number (including

zero) initial TAPs. And each ofthe Chebep 2 LJA OFl'y 6S FaaA3dySR Fyeée 2F (GKfkeythatl2aaAof S
some assignments are easier to work with than others. Additionally, if things go as planned, HPHP does not requaptaaBall

to be rushed and immediateReekd, nor does it require baefo-backPeek. The downside of HPHP is thatribyades only limited

possibilities for Bonu®oints.

The HPHP Procedur@ssuming no initial TAPs are available or that they are ignored, aftSttherBallis chosen, the HPHP
procedurecan be ruras follows:
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g.

Send one ball (thestball) to the ' PH.Send a 29 ball to the F!'PH as aftscapeBallto the 2@ SH. These balls can be sent in
any order and establish a TAP. Either ball can be usBdet, if the other can be used as thkscapeBall

Rush the remaininball (the 39 to the B! SH.
Make the E SH. (collect thesiclip). Decide where to send thiReceptiorBalt
1. IfthePeelatthe Bt | €t 221 & af A1 St &8PHIKSY &aSyR AlG (2 G§KS H

2. IfthePeelf 221 a aATTFe ¢ HRHIYakacSpdBallc thal is, foRusdiaktitestRH if thePeelin (d.)below
fails and HPHP convetts HHPP.

In either case, Striker goes to the two waiting balls at tHé&H.
Make thePeelat 15t PH. (collect the @ clip). Escape to the"2SH.

Make the 29 SH. (collect the'3clip). Use theReceptionBallfrom the 24 SH alone, or together with, one or both, of the
other balls to rush a ball to position at th&¥PH.

Make thePeelat the 24 PH. (collect % clip).

Turn attention to gathering BontRBoints using LefOverStrokes, if any.

Perhaps the Most Consequential Decisiddeciding in step (c.) where to send tReceptionBallfrom the % SH is an important and
non-trivial matter. The choice is between ppwsitioning it at the 24 PH or sending it to thes1PH.

If it is prepositioned at the 24 PH If the initialPeelattempt succeeds, then Striker should have a relatively easy time collecting the

clips. He will escape to thé®2SH, make it, and then he can use fReceptiorBallfrom the 24 SH, together with théeeke at the
15t PH, to get to the ball at the™ PH and complete thPeel Here he would have gone HPHP, as deslfede initial Peelattempt
fails, then Striker must still escape to th& 8H and make it. Then he can rush ReceptionBallfrom the 24 SH to either the $PH
or the 24 PH,Peelit, and then use the ball waiting at that hoop asBscapeBall This would be followed by rushing tEscapeBall
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to the other hoop. Then Reelcould be attempted with th&EscapeBallor with the ball positioned at the final hoop. If a rush on the
EscapeBallis not possible then Striker would be forced to take croquet from it (probably adfkgoing to the final ball at the final
hoop. If thePeelsucceeds, then Striker would have gone HHPP.

If it is sent to the 3 PH If the initialPeelattempt succeeds, then Striker will escape to tfé2H, make it, and thewill need to
send one of three balls to the’2PH and complete the finfleel He can rush anBeelthe ReceptionrBallfrom the 2 SH (ignoring
the two balls), or he can use thReceptionBallto gain access on the two balls at thé RH and rush one of them to thé“PH and
then execute the finaPeel This process could involve two or three balls.

If the initial Peelattempt fails, then Striker will still escape to th&# SH and make it. It would be nice, but not necessary to gain a
rush on theReceptiorBallback to the two balls at theS1PH. But, iStrikercan get there, then he caPeelone of them at the 1
PH, and escape with the other to try a fifkaelat the 2¢ PH.

Example Ic Implementing the Procedure for HPHP

Figure CQ repeatsFigure CQ@. This clip configuration is the worst imaginable involving four outward corner hoogs&2andl0).
There are ndescapeBalk at the ChoseiHoops. Thus, there are no pexisting TAPS.

Initial DecisionsPattern HPHPStriker. u, Roles h(2) as F'SH, I4) as F'PH, I{10) as 29 SH, and {8) as 29PH, andrder. k, y, r.

Starting fromFigure C@, u is placechear tok with the lift-to-position. urushesk closer to yand then croquets it td’eelposition at
h(4), the 15'PH as u goes to y. i¢ sent near td(4) as anEscapeBallfrom h(4) to h(10), the 2"¥ SH, as wbtains a rush om towards

h(2) [u can rush y directly to EscaBall position and takeff to r, or croquet y to position while gaining the rush on r, depending on
{ G NJptefemddee] Then, u sends r to(B), the 15t SH Figure C@. u makes f2) with r, collects the #clip, I & Hé.\i seads r to

h(8) the 2@ PH[the other choicdsto send it to I{4), the ' PH going to k and y at(#), Fiqgure C@ 86,

8 There also exists the other valid option of taking the lift to position at y, rushing @)k a really good escape ball and taking off back to k, croqueting k to
h(4) going to r. This prioritizes thescapeBall position over théPeelee position, which we recommeadin previous chapters.
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CHs:(2, 4, 8, 10) 2, 4, 8, 10) (4, 8, 10) (8, 10) (8) 2 BonusEvens

u is Striker k to h(4), ' PH H:u makes h(2) P:Peekk, h(4) H: makes h(10) P:Peek r, h(8)
No TAPs y EB (4 to 10) rtoh(8), 2¢PH  escapes withy takes off fromy going to k, h(9)
START rto h(2), 'SH utokandy to h(10) goestorath(8) BE:pegsoutkandu

CC9 CcCi0 1ac cxr

u Pees k at 1f4), collects the 29 clip, éP¢, and escapes to(ti0) with vy, resulting irFigure C@0. u makes [{10) with y, collects the 3!

clip, oHe, and takesoff 8 from y to gain a rush on r to(8), Figure C@1. Finally, (Peels at h(8), collects the # clip, 6P¢, going to k

at h(9), its position after thePeelat h(4), Figure CA2.uKl &8 y 20 GKIFIRé 1@ ¢KSNBF2NBE>X dz Ol y NXza
itself out, generating two Bonus Points.

cCr CC8

Bonus Points: Peguts or Peek?Peggingout a ball to gain BonuBointsis usually easier thaReeing it. But, in the example above,
if u did not have a rush on k to the peg, then u cdeéklk at (9) with a deathroll going to the peg, and then peg itself out.

Conservative versus Aggressive Executiorthose tadPeelr at h(8) using aRollPeelto gain access to k. A safer way to proceed is to
GF1S GKS & LBexby usingd straight2rdquell Sd rather than a spighot. But this would separate Striker from k,
limiting possible BonuBRoints to just one: a londistance pegput of the StrikerBall[or a 13yard roquet at k and a speculative
double pegout from near c4!]

871t may be possible and better (!) to rush y 8} perhaps making it easier to gain a final rush onr.
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There is aafer way to proceed. Instead of taking off from y going to r, u could rush y to k and then k to r, obtaining a rush on r to
h(8) 8. In doing so, u would use six of his seven-OsftrStrokes to ensure the fin&eelg limiting BonusPoints to a final pegut.

DiscussionThis example started with a possible but extreme set of Chétmops. There were several ledgtance rushes and
croquetshotsrequiredthat made Collecting the Clips problematic. Situations like this should be dealt with conservatively, with
Striker being content to gather the Bagtoints while sacrificing possible BorRagints.

Pre-Position Peeleeln the statement of the HPHP procedure (and as shown in Example 1), two balls, anHzdtapd Peelee (the
1stand 29 balls), were sent to thes1IPH before making the®ISH. When possible, this is the ideal play. The most important ball to
achieve accurate position with is the Escdgadl. In Example 1, Peelee required only a minor final adjustment before the Peel
because it had been pqglaced at the Peelingloop, but itcould theoretically have been rushed from anywhere on theri to the

PH and then Peeled. Although haviPdgeke poorlyplaced for a PH is much less likely to achieve a succ&e#lithe break can still
continue if there is an effective Escapall.

Peeing with the Reception Ballk is possible to ignore the"2ball entirely or send it elsewhefe.g, to Peelposition at the 29 PH)].

If this course of action is taken, then the HPHP procedure can still proceed HReteptionBallat the ' SH must be rushed to the
1t PH and used as iBeeke. This possibility is not included in the description of the general HPHP procedure because of the
difficulty of guaranteeing the required rush after making the hoop. However, receptiditushes, followed byees, have uses and
are discussed in other examples.

PHPH

The PHPH pattern is usually more difficult to execute than HPHP because PHPH starBeelifinstead of a hoop). Striker does
not have the luxury of positioningeeke at the ' PH before making the®ISH and then coming back andpesitioning it before
the Peel But, by ending with a hoop (instead oPae), the PHPH pattern will generate the full complement of sevenQeér
Strokes, and hence a greater possibility of BeRosts.

What to do Firs? If a turn starts with only one TAP and PHPH is to proceed, then before makirt§3hkStrikermust do two
things: (1) attempt the $PH and (2) establish a TAP at tiéPH by sending aiscapeBallto it. These actions can be done in
either order: Striker could use his tustarting liftto-position to gothe 15tball, rush it to the 1 PH, attempt thePeelgoing tothe

2"d pall, position this ball as dascapeBallat the 2 PH going to the'3ball, and then make thes1SH with this ballOr he could use

88 |f r was well positioned at h(8) then u could try to rush IPaeing position at h(8)Peelit and then rush r to the peg and take tvBonus-Points.
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the lift-to-position to establish the™® EscapeBallwith a It ball before the attempting théeelat the 15 PH with the 29 ball and
then making the % SH with the 3 ball. Which order is bett€i®? Striker should do thBeelfirst for two reasons:

1. ThePeelis more likely to succeed if it is done firét turnstarting lift-to position simplifies the execution of an initRéelby
making the rush to th&eelingHoopmore certain, thereby increasing the likelihood that tReelgets done.

2. If the PeelFails, then the  TAP may not be needetf the attempt at the ¥ PH fails, then Striker will abandon PHPENd
go make the T SH, transitioning to pattern that starts with a hoop. While HPPH is possible (and would requit€TaAP)
Striker is likely to choose HPHP and then default to HHPP if necessary. These two patterns eReeléhdarequire only
one TAPNote that the TAPStriker started with is still there! If the TAP was an inward hoop, then that hoop will still have a
clip on it and will still be a TARthe TAP was alBscapeBall then thePeeke from thefailed Peelwill become theEscape
Ballat the same outward hoop and it will still provide a TAP.

If there are two TAPdf two TAPs exist at the start of a turn and an infiaklattempt at the F'PH fails, then there would still be

two available TAPs. PHPH remains a possibility by sendiidpallzo bePeekd at the ® (or 2%) PH before going off to make the

15t SH with the 3 ball. If thePeelsucceeds, then there would be one remaining TAP available to facilitatétiRe@lafter the

15t SH. With two initial TAPs, Striker has the option of2ffePeelattempty 6 dzi 62y Qi 1y 26 AFPedisi Aa ySOS
completed. So, starting with Reelattempt is the appropriate course of action.

The PHPH Procedur&/e will assume thathere is a single TAP, an inward hoop, that is identified as¥fHL There are no pre
establishedEscapeBalk. The remaining three hoops can be outward (or inward). They becométtgel ithe 2% PH, and the ® SH.
Finally, the initial placement of the balls can be anywhere on the lawn.

After choosing a ball to be th@&riker, the PHPH Procedure is:

891f the Peelis made, then the order does not matter. The clip for the inward hoop will be collected (the TAP will disappear). Sthikeewil2® TAP (either
because he establishdtlearly or because he creates it after tRee). Striker can go off and complete the rest of the pattern, the HPH.

9 This is true if Striker establishes  ZAP before attempting thPeelc after a failedPeel Strikewill use the 3' ball to make a hoop, thus abandoning PHPH.
But this is also true if thPeelis attempted with the ¥ ball and fails. Yes, @%ball could be sent to the single TAP and anofPeelattempt made (and

perhaps succeed), but it would be a futile effort. This is because B must be used to make thé'BH and therefore a"2 TAP cannot be created before
making the # SH and PHPH will no longer be possible!
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a. Rush the Tball to the P (inward) PH andPeel(collect the # clip) going to the ? ball.

b. Send the X ball to the 29 PH. This ball will become &scapeBallto the 24 SHg it creates the 2 TAP. Striker goes to the
3" ball which is rushed to the®1SH.

c. Make the B SH (which can be at either of the two remaining Cheldenps) with the 3 ball. (collect the 2 clip).
d. Use the 3'ball (now theReceptiornBallat the 15t SH) to gain a rush on thé' ball (which is at the 1PeelingHoop) to the
2"d PH. That is, send tHeeceptionBallto the 2" PH while gaining a rush on the fornfeeeke. Then, rush that ball to the
2"d PH ball andPeelit (collect the 3 clip) %2
e. Rush theEscapeBallat the 29 PH to the 24 SH, make the hoop (collect thé& 4lip).
f. Use the seven Strokdseft-Over to pursue BonuBoints.
Note that in this example Striker will end his turn at th&SH. If it is an outward hoop, then he may haBaekPeelopportunityfor
his PFtBonusPoint at the internal hoop at the same physical hoop. Pemwould involve &RoltPeelgoing to the two balls left at

the 29 PH. It could be followed byReelof one of the balls at the inward hoop, followed by a-peg of the second ball and then
Striker. Thisvouldgenerate8 BonusPoints.

91 Sending the Receptiddall as specified in (d.) leaves a second ball attBR. If the Peel fails, then this second ball can facilitate a subsequent Peel attempt
at the 29 PH. This arises if thé' Peel attempt fails, and Striker is forced to transition from PHPH to RkHéPis, Striker comes back to th& PH for the final
Peel after making the"2 SH.

Note that in (d.) the ReceptieBall at the ¥ SH is used to gain access to the ball that is sitting at #feHLand that ball is rushed and Peeled at tHePM.

Hence the same ball is Peeled at theahd 29 PHs! Alternatively, and usually less satisfactorily, the Recepttifrom the 3 SH can be rushed from the
15tSH and Peeled at th&*PH. This requires a rush on the RecepBal which may not be forthcoming after th& 3H is made
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Example 2: Implementing the Procedure for PHPH

Example 2 begins ligure Ca3(which repeatgtigure C). It is the start of a new game with Chosldnops {1), h(2), h(4) and
h(10). Three of the ChoseHoops are identical to those shownhigure C€& ¢ h(2), h(4), andh(10). They are outward hoops. The
4" ChosenHoop inFigure Ca was also outward, at(8), but inFigure C@3it is inwardg at h(1), providing an initial TAP. This
change allows Striker to consider a PattefdPlay that starts with #eeland, in this case, to choose PHPH.

The Initial DecisionsPattern PHPH (following the procedure outlined abov&yjker. r, Roles h(1) as P! PH, l{4) as P! SH, 1§10) as
2" PH, and () as 29 SH, andrder. u, y, k.

Starting fromEigure C@3, r is placed (with a |Hto-position) just north of u. r rushes u afes it at (1) with a croquet shot
(collects the ¥ clip) as r goes just south of Figure C€14).r rushes and croquets y ta10), as theEscapeBallto h(2), as r gains
arush on k to (). kis rushed to (¥). r makes @) with k, collects the 29 clip, Figure Ca5.

CHs: 1,2, 4, 10) (2,4, 10) (2, 10) (2) @) 4 BonuskEvens
ris Striker u to h(1y PH y EB (10,2) kto h(10), 2¢PH rrushesytoh(2) BE:y Peekd at h(7)
1 TAP PPeekd at h(1) ktoh(4), B*'SH P:uto h(10,Peekd H:r makes h(2) P&ekd at h(10)
START goingtoy H: r makes h(4) y to h(219 SH puttingy ath(7) rpegsoutuandr
O O
. O _ : o ) o . L]
A \1:\ L L n 1 | 1
n n n (1 ° n ° O n
@ L] L ]
| ] i i ] ofle
o] O O.
u o ‘ o @ M w u
u n (1 n (U .; (0 n (0 n (0 n
CcC13 CC14 C 1w 10C CC18

Next, r rushes k to c1 and croquets k {d0) gaining arushonuto(h0) i KS F2 O0dza Ydzald 06S NID& NUzAK 2V
SELISyasS 2F RS J8&HoRekdk iy tHis éxanple wdnssunie peRfattionlishes u to (10), Pees it with a croquet shot

(collects the 3! clip) gaining a rush on y tq2), Figure C@6. Finally, r rushes and croquets y t@nhopefully putting y in position

at h7 at the same time) and then make@)(collects the # clip) Figure CQ7).
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The Clips are Collected, and the Bd&&mints have been earned. Now attention tsiio BonusEvents (B§). Four are possible there
are various ways to get them. Here is one way: HaRealy at h(7) going to k. ThenPeek k at If10) gaining a rush on u to the peg.
r rushes u to the peg and then pegt u and itselfFigure Ca8.

SINGLIDOUBLES AND DOUBMBUBLES
Approximately 40% of the tim&two ofthe Chosed 2 21Ja ¢Aff 06S |0 (GKS al VY52 daKRBEA O fy K21
the time a turn will involve; a DoubleDouble¢ two hoops each holding two clips. This section investigates how best to play from

these situations.

Example 3: HPHP in the Context of a SiADuble

Figure Ca9is an example of a Singlouble. The Chosddoops arg1, 4, 8, and 10) ¢ the SingleDouble is the paifh(1), h(8)]. This
configuration of balls (the starting position for the game) and clips has a singexsteng TAR at h(1), which is an inward hoop. It
is very similar to starting point of Example 2 showkigure C@3. Both have (i) as an inward hoop. Each has three outward
hoops, with I{8) becoming an outward hoop iRigure CQ9in lieu of K2) in Figure CQ3.

Initial DecisionsPattern PHPHStriker. r, Roles h(1) as P PH, I{4) as F'SH, I8) as 29 PH, and (10) as 29 SH, andDrder. u, k, y.

This turn starts with one TAP. Striker is looking to collect the clips following PHPH. In that procedure there is ting followi

Ay a (i NIBend the?bxil tothe 290 2 dzil 4 | NRiS)is very well and good, but it does not specify which hoop to choose as
the 24 PH. This is intentional, because at least theoretically, it does not matter. In Examfl€)2y&s chosen as the’®PH, which
was as good as any other. No matter which hoop was picked, the structure of the @hosps made execution diffilt ¢ running
Example 2 successfully takes considerable shot makingesdlse it involved lots of long rushes. In Examplg1X)lcould be

chosen again as the'®PH. This would result in a similar level of difficulty as that seen in Example 2.

But there is a better way to proceed: Choog8)lt the outward hoop in the SingiBoubleg as the 29 PH. Tln, starting from
Figure Ca19, r uses his lifto-position to go to u. r rushes u tq1), Peeé u at t{1), collects the ¥ clip, with a RoltPeelgoing to k.
Now, instead of sending k to(lh0) as was done in Example 2, r sends k(®),las an EscapBall for {10), gaining a rush on y to
h(4), Figure CQ0, after the rush. r makes(#) with y, collects the 24 clip, and rushes y to (8), Figure CQ1.

92 See Appendix 1 for details.
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CH: (1, 4, 8, 10) (4, 8, 10) (8, 10) (20) () 4 BonusEvents

ris Striker uto h(1), #PH H: make h(4), $SH fromyto u k to h(3) Peelk at h(3)
1 TAP HAeelu at h(1) with y, then P:Peelu at h(8) H: make h(10) Peelu at h(1)
Start tk h(8), y to h(4) yto h(8Y¥PH  use k EB to h(10) A53H pegty and r

A1C .. 2C

Now it istime to Peelat h(8), the 2¢ PH. There are three options! It is possible, but unlikely, that y itself can be rushed over and

Peeled. If so, then there would be two balls in residence (u and k) that can be used to &0ydan the final hoop (the 2 SH).

More likely is that y cannot beekd. In this case, one of u or k shouldPeekd at H8) with the other used as th&scapeBallto

h(10). uwas justPeeéd at H(1), so it ispossible that u is already in a pretty good positionthe Peelat h(8), which is assumed here:

r takes croquet frony to gain a rush on u. u is rushed t@Bhr Peet y collects the 3! clip, and then r escapes with k tq10), Figure

CQ22. Next, r makes (10), collects the # clip, Figure CC.28 ¢ KS / f ALJA I NB /2t f SOGSR gAGK airaya
better prospects for the secondee| becauséPeeke was already in pladé. Finally, four BonuEvens are possible the Peelof k

at h(3), the Peelof u at H1), and the pegput of y and then rEFigure CC.24

CC19 XC

The lesson to be learned is that the PHPH procedure is specified in general terms that can always work if there inatlé&sab
the start of a turn. But for a situation involvingSingleDouble, when the procedure calls for sending tfiétsll to the 29 PH,
choose the 2 PH to be the outward hoop in the Sindd®uble.

9 An added benefit to a SingBouble, one that was not used in this example, but is discussed in Example 4 in the HHPP section, is the possibiligytioé makin
hoop withone leg of it say h8) and then immediatelPeelingat the other, in this case (1) ¢ as aBackPeel
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DoubleDoubles Example 3 established the benefits dilagle-Double. Would @ouble-Double be even betterBurprisingly, ie
answer is nbA Sngle-Double is an asset, but a second damit chances of completing any BEre is a brief explanation.

Single Double Double Double
n n n
n mn
@ [ ] @ [ ]
i i
o O o O
S o
CC25 CC26

Suppose Striker (u) has PHPH (or perhaps PPHH) in mind fdfigotas C25 (a SingleDouble) andCC26 (a DoubleDouble).This

isalogical choice since they both have two internal hoqpao TAPs to start the turn. Suppose u sends k(fig im both cases and

attempts thePeel Whether or not thePeelsucceeds, it is likely that access {@)lwill be restricted/blocked byeeke. InFigure

CC25 Striker can go to (@) and attempt a2" Peelsecure in the knowledge that he will have unlimitactess to {12) as his ¥ SH.

But inFigure CQ26, an attempt at Ig5) will limit access (and perhaps deny it) tdB). With access at(B) already in doubt, with a
DoubleDoubleStriker could attempt and perhaps accomplish tiees before making a hoop and then fail to make a hoop because

of the blocking positions of thBeekes! So, while at first glance having all the clips spread across only two physical hoops may make
prospects of success lobletter> Ay N&agiet vihéndherk is @Gt moedo NB I § KAYA MBERDSS (KS NRa] 27
progress being stifled.
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Example 4: Flowing Through All Six PatteiofsPlay

9EIFYLX S n aFft26aé¢ (KNBDozPaterhsif-Playdshotwingshdw theycan dedldpdranotiie Same starting
position and how one leads to another Beelattempts fail. It begins ifrigure CQ7 which picksup from where Example 1 leéff
in Figure C@2. It presumes that Striker (u) Collected the Clips (earning two Basnts) and then peggeout k and u earning two
additional Bonus Points and leading to the ball positiorisigure CQ7. Then blocks were drawn for the four new Cho$toops.
Theyare h(3), h(6), h(7), and K11).

These are very favorable starting positions for the clips and balls.

The Clipsh(7) and h(3) are inward hoops. Furthermore, given that all the CheBlEops are contained in the three most northern
physical hoops, (6) can be considered an inward hoop (relative to the other Chd3eaps). Thus, there are three inward hoops
with one in a Singk®ouble formation at (6)/h (11).

The Ballslf r is chosen as Striker, then the balls stagetherd ¢ KA & LINE E RofReéb®q each of y,Ji andkiisSrsa &
OS2y @SyASYd LRAAGA2RYD ¢ 2 FeFaitdmuts[at h@,h§), ha B, antl Berf t8)] Syithe other balls,

PPHHAIthough not shown é&re, the liftto-position can be used by r to rush aRdelu (or k) at I6) while going to y at (8). Then y
can bePeekd at H(3) returning to k (or u) to make(th1) and then If7). Or, r could start byPeeling yat h(3) going to k (or u),
followed byPeeing u (or k) at (iL1) going to k (or u) to make(B) and then I{7). While this may seem a difficultwsto-hoe, if y is
close enough to (38), then, using the lifto-position r may be able tRushPeely at i(3). Then getting to either u or k could be
accomplished by a regular croquet shot, instead BioitPeel®*.

PHPHIif PPHH is the initial Pattern of choice, and the fisklfails and the second succeeds, or vice versa, then Striker would need
02 aKATO KAAa F20dza G2 tltl & LG Aa faz2 LkraaArof S ,indetailisénd NK 1 S N.
way the PHPH Patterof-Play can be imphlaented .

94 Balls left near hoops can facilitate play during the next turn if those hoops happen to become Etoages) or if the position of the balls are useful as
EscapeBalls. Here y waRBeekd through 1§10) and left in position at {8), which, by chance, became one of the new Cheddenps. This suggests that keeping
a mental note on which hoops have yet to be chosen may be beneficiatedads paribusStrikerending his turn should avoid leaving balls near them.

9 Others are possible: starting with an initRéelof u or k at I§6) or even I{11), or even (albeit more difficult) with an initileelat h(7).
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CH: 8,6, 7 11) 3,6,7) (7 () 4 Bonus Events

ris Striker P: kto h(11), 1*PH H: h(3),ytok uto h(2) Peelu at h(2)
3TAR uto h(6) EB h(7) P:k ath(6), 29PH H: make h(7) Peelk at h(11)
Start y to h(3), B'SH uto h(7), 29 SH roquet u peg outyandr

cczv cCz28 CC29 CC30 C&1

DecisionsPattern PHPHStriker. r, Roles h(11) as B! PH, I{3) as B! SH, If6) as 29 PH, and 7) as 29 SH,andOrder. k, u, y.
Starting fromEigure CQ@7, r is picked up and placed (witHifi-to-position) just south of k. k is rushed to position §t1) and
Peekd (collects the % clip), as r goes south of u. u is rusheghr to c3and then croqueted tdEscapeBallposition at H6) for h(7) [or
alternatively directly to P(7)while r gains a rusbny to h(3), Figure C28.

r makes §3) with y (collects the Z clip) and then r sends y toward the peg as r goes to k. k is rusheBestd! at h(6), andcollects
the 39 clip.r escapes with u to (7), Figure CQ9.

r makes [{7) andcollects the # clip, with u being croqueted to position af(®) in the process (ready for a BonEsern BackPeel),
Figure CQ30.

The Clips are Collected, and two Bd3uints are earned. It is time took for BonusEvent$ There are fourelativelyeasy
Oppatunities: r roquets u and theReeb u at {2), 15! BonusEven, gaining a rush on k to(hl). r Pee k at If11), 2"¢ BonusEvern,
gaining a rush on y to the peg. y is rushed and pegged3 BonusEven, and then r is peggedut, 4" BonusEven, Figure C31.
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HPPH PHHP HPHP HHPP
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CC32 CGC33 CC34 CC35

HPPHIf both initialPeelattempts from PPHH fail, then Striker will be forced to use the third ball to make a hoop. After that, the
balls may still be situated to attempt twieeet in a row followed by a final hoop. For instance, fieigureCC27, suppose the lift
to-position was used by r to rush and attemplPaelon u at i{6). Supposét fails (or was not attempted) antkaves u irPeel

position at {6) as r goes to y at(B). APeelon y at {3) was tried, but it too failed, as r went to k. r then rushed k {@X) and made
the hoop,FigureCC32. From here Striker should have an eBagkPeelon u going to y, followed by Reelon y at {3) going to k,
with r using k to make the final hoop af#).

In the example shown iRigure C@32, a BackPeelopportunity at aSingleDouble arose out a failedeelattempt beforethe other
hoop in the Singkbouble had been made. But more commwauld be a situation where a ball is sentReelposition as the
ReceptionBallbefore making the hoop. Striker then comes through the hoop, roguetsibeeptionBalland engages in an easy
BackPeel FromFigure CQ27, r might overrush u at §6) and not be a position t®eelit at h(6) or h(11). r could croquet u tdPeel
position at i6) while obtaining position at (11). Then r could make(hl), roquet u, and backeelu going to y at (B).

This suggests that HPPH is a good fallback from PHPH if the initial ruBbedaiiempt is to a hoop that is part of a Sindd®uble.
PHHPWhile not the pattern you would go for originally, there are many ways PHHP can arise. Here is one example: Starting from
Figure CQ7, r could go to y at (3), attempt thePeel(and succeed), going to u. Then r rushes and croquets (¥jabing to k. k is

rushed to I{11) and the hoop is maddzigure C@3. r attempts and fails with 8ackPeelon k at {6) going to u at (7). r makes [i7)
with u and then uses u and y to get to k &)for the finalPeel
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HPHPOnNe way to get here is after a failure of the inifaelattempt for PHHP. The path &igure C34 is the same as that for
Figure C33 described above, except that tHeeelat h(3) is assumed to have failed, but once again r maké$)lwith k. From
Figure C34, r BackPees k at I{6) going to y. Thé&eelat h(3) is attempted again and fails again as r goes to W@t h(7) is made
with r using u and k to return to y a(3) for a third and final (successfufeelattempt.

HHPPWhen all other Patternsf-Play fails there is still HHPP. We will start fieigureCC34 from above. But this time thBack

Peelof k at H6) fails as r goes to, ¥igure CG35. From here thdPeelof y at i(3) is tried again, and fails again as r goes to u.
r makes [i7) with u and then uses u to get to k for a succesBRlat h(6) as r goes to y for a final succesgPakelof y at H3).
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APPENDIX 1: PROBABILITIES OF TAPs

In this game, a player must accept the clip and ball positions he is given. That said, it is interesting to investigabakiléypof

various events happening.
CLIP CONFIGURATIONS

Probabilities associated with various clip configurations are examined from the vantage point of the start of the ganenéwewh
the bag of blocks is completely falivhen all 12 hoops are possible). Calculations for situations when there are fewet 2halocks
in the bag are doable, but complicated, and left as an exercise for the interested reader.

There are 12 hoops. Thus, there are 11,880 = (12*11*10*9) possible permutations of four ¢tases That is, conceptionally, we
are drawing without replacement from a bag that originally contains 12 cubes (one for each hoop). Dividing this number by 24
(4*3*2*1) yields the number of combinations = 495. Therefore, the probability that any one set of clips occurs is 1/495 (0.2%

With four clips it is possible to draw 0, 1, 2084 internal hoops. The count of clip configurations (out of the 495) and associated
probabilities of each of these possibilities is shown in the following table and the associated calculations:

CLIP CONFIGURATIONS

inward combination probability
hoops count
0 15 3.0%
1 120 24.2
2 225 45.5
3 120 24.2
4 15 3.0
Totals 495 100%

Zero or FourFor there to be no inward hoops, all must be outward. Similarly, for there to be 4 inward hoops none must be outward.
Therefore, the results for zero, and the results for four hoops are the same. Theresarer6al hoops. In each case, the relevant

count is (6*5*4*3)/ (4*3*2*1) = 15. That is, there are 6 choices for tHédop, 5 for the 29, 4 for the 3 and 3 for the #. This is

divided by the 24 to obtain combinations. The probability is 15/495 = 3/99 (3%).
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One or ThreeThe numbers for one inward and three outward hoops are the same as the numbers for three inward and one
outward hoops. In each case, there are 6 choices for one type of hoop and then 6, 5, and 4 choices for the others. iheaahtva
is (6)*(6*5*4)/(3*2*1) = 120. And the probability is 120/495 = 24/99 (24%).

Twa There are 6 choices for thé'inward hoop and 5 for the second. The same is true for the two outward hoops. Each needs to
be divided by 2 because the order does not matter. [(6*5)/2]* [(6*5)/2] = 225. The probability is 225/495 = 45/99 (45%).

Two or more The number of these clip configurations is the sum of the numbers for two, three and four and equals: 225 + 120 + 15
= 360. And the probability is 360/495 = 72/99 (72%).

OTHER INTERESTING PROBABILITIES
Doubles We seek the number of combinations and probabilities that clip configurations will contain zero, one or two doubles.

Zera (12*10*8*6)/(4*3*2*1) = 240. 240/495 = 48.5%. There are 12 choices for thaifi, 10 for the 29, 8 for the 3*and 8" for the
4% To go from permutations to combinations, divide by (4*3*2*1) = 24.

Twa (12*10)/2 = 60. 60/495 = 12.1%. There are 12 choices forsthoéid (which determines the second) and then 10 choices for the
3 clip (which determines the'). We do not care the order of picking these, so divide by 2.

One 195 and 195/495 = 39.4%. This is calculated as the total (495) less the number of combinations involved in zero ogtwo: 495
(240 + 60) = 195. And 1Q@48.5 + 12.1) = 39.4.

Probability that All ChoserHoops are in Three prehosen Physical Hoops

There are 6 numbered hoops in any identified grouping of three physical hoops. We want all four clips to land in thig.gFbigin
happens for the ¥ clip (6/12) of the time, (5/11) of the time for the"®clip, etc.

(6/12)*(5/11)*(4/10)*(3/9) = 0.03.
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Two of these three physical hoop groupings are particularly relevdraving all Chosehloops in the three physical hoops that are
entirely north or entirely south of the peg. The combined probability of this pattern of CHdseps occurring is twice the
individual probability and is equal to 0.06.

Probability All ChoserHoops are in only four Physical Hoaps

A similar logic yields the following calculation:
(8/12)*(7/11)*6/10)*(5/9)= 0.14.

Two instances of this are particularly relevamhen theChoserHoops are not in the southermost physical hoops or when they
are not in the northeramost physical hoops.

APPENDIX 2
SINGLEOOP AND ZERGDOP STRATEGIES TO COLLECT THE CLIPS

It is possible to Collect the Clips ussiggle,and zerehoop breaks but doing so is impractical because it limits the accumulation of

Bonus Points. That said, the possible PatteshBlay are: HPPP, PHPP, PPHP, PPPH, anandPfeP completeness, we describe

them here The first three can be handled with normal shots and are discussed below, while the final two are discussed at the end
0SOlIdzaS (GKS& NEBIdZANBE a2YS PeRa8R2 tYRGADNIGKN da SN ORI OISED SAGKSNI |

HPPPThis pattern can be executed with no internal hoops andEsocapeBalk ¢ no pre-existing TAPS. That is, with situations like
the one shown irEigureCCl. The #and 2 balls are sent to escape positions at two of the Cheldenpsc one designated thesi
PH and the other designated th&%PH. Then, one of the two unallocated Chostwops becomes thesISH and is made with the
3" pall. TheReceptiorBallfrom that hoop is rushed anBeekd at the ¥ PH. The prelacedEscapeBallat the 3 PH is rushed and
Peekd at the 29 PH. Finally, th&scapeBallat the 2'¢ PH is rushed anBleekd at the final ChoseRloop, the 3 PH. The Clips are
Collected. However, 6 of thepotential LeffOverStrokes have been used. The only possible Bé&tuist is a long shot at the peg.
Of course, a better line of play would have been to scorefitied point as a SH instead of a PH (score the haibp StrikerBall
instead of as a Peglto generate an additional 7 strokes for the accumulation of BdPaigts.
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PHPPThis pattern can be completed if there is at least one internal hoop &saapeBallc one preexisting TAR is at one of the
ChoserHoopsc the 15t PH. A 1 ball played is sent to one of the other Chodgaops as afEscapeBallto the 2" PH. The ® ball is
rushed andPeeéd at the B PH withStrikergoing to the 3' ball. Striker roquets the '3 ball and uses it to make thE' SH after
which it is rushed anBeekd at the 29 PH. The waitingscapeBallis rushed andPeeéd at the final Chosehloop, the 3 PH. Once

again, the only BonuBoint possible is a long shot at the pagd again, a better line of play would have been to score the final
point as a 24 SH instead of a™BPH?%,

PPHPThis pattern required two TARsa combination of inward hoops or the equivalent scapeBalk. These will be the®1PH
and the 29 PH. Striker rushes & ball to the ' PH, completes th@eelgaining a rush on a2ball to the 29 PH. ThePeelis
completed with Striker gaining a rush on th& Ball to the £ SH. The hoop is made, and that ball is rushed to the final Chosen
Hoop, the 8 PH, andPeekd. BonusPoints will be dependent upon how many strokes are used to make theFfewlThe rest, the
LeftOverStrokes (can be any number betwe@and5) and will support the pursuit of BontRoints.

Two Versiors of PPPH One ofPPPP

Sandard Sart 2 rush andPeek Starg r jawsedh(2) 2 rush anéPeek Starg 2/7 single/double

Clips (1,5,6,10) Pekeland-Hold Clips (1, 2,9, 10) 1 rushPeel andr jawsed h(2)
W n : ' : ‘ . n : g : n
@ ° ° @ . °
i ] | ] i
O o) o O O O O O
u o O m M m
CC36 CC37 CC38 CC39 Cc40

%t js perhaps an understatement to say that there is only one possible BbES y i @ { G NRA 1 SSNH Kdll aggifsincedzan&IR thBK, So cauld
complete the & PH going to theLPH ball and theiPeelit somewhere or peg it out too.
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PPPHIf there are two preexisting TAPs then the thrd&ees can be completed, but, having run out of balls, how do we collect the
final clip? How is the final hoop madefere are two possibilitiesaPeetand-hold, and a starting position that includes a jawsed ball.

Peetand-Hold ConsideFigure C36. This is a start of a game witlilh h(5), h(6), and {10) as the Choseiloops. From this

position, r can rush anBeelu at (1) while going to y. Then r can rush aRdely at H(5) while going to k. Next can rush andPeelk

at h(6). So far so goodthree of the four clips are collected KS |j dzZSAGA 2y A&axX KIFI@Ay3 aKFERE it O°F
final clip?Figure C@7 shows a solution. Here, aeekd k at i{6), r made his way to position a(10) with aRollPeelc | Peet

andK2f R¢€ ® ¢KS FAYLFf Of ALl @fteyrundirg h(@®, il 1 Grde8 With & rheditrergth $héet #hidh, & K 2 § @
hit, will have good BonuBventopportunities

Jawsed BallAssuming two prexisting TAPs, another way to implement the pattern PPPH is to start with a jawsed Bajurkn
CC38, ris jawsed in (2) and k is chosen as the Strikkuses the liftto-position to go to u. k rushes u aies it at the inward
hoop, h(1) (the ' PH) going to y. Then k rushes aRéet y at another inward hog(9) (the 2 PH) going just south of r at@)
(the 39 PH).r isRushPeekd and therk uses r in a croquet shot that puksn position to make {L0), the 15t SH”. k makes [{10)
with r andcollects the # clip. Two Bonu®ointscan followg rushing r to the peg, pegging it out, and then pegging out k.

PPPPEigure C39 shows a stylized situation involvind@aubleDoubleand two jawseeballs that allows the final pattern PPPP to
occur. Here it is assumed that, in the previous turn, k was jawsed attemp@)gyh(the previoustriken was jawsed attempting
h(11). Either u or r can now be chosenStsiker- suppose it is u. RushPeek y gently at (11) and immediatelyPeety at h(6) going
to k at h(2). u RushPeet k gently at {2) and immediatelyPees k at If7) going to just north of r. All the Clips are Collectedan
earn two BonugPoints by rushing r to the peg and then pegging out r and u.

Finally Figure C@0shows how PPPP can be accomplished from a jav@edleDoublesituation where r is in the jaws of3).
y plays andRushPeek r at {2) and thenPees it at i(7) going to the north of u. u is rushed tql). y Peet u at t{1) going to k.
y rushes k to (9), Peek k at 1f9) with aRollPeelgoing to the pegy pegsout for one extra Bonu#oint.

9 The order of execution is important. TReishPeelneeds to be the lasPee| allowingStriker to use a croguet shot to gain position at the hog@iOh If the
RushPeeloccurs earlier, then Reeland-hold would be required.
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COLLECT THE CLIPS PUZZLES Saturday May 11, 2019
These puzzles were attemptéy Jeff Soo. AouTube video is available.

Puzzle #1 Puzzle #2 Puzzle #3 Puzzle #4

Clips: 1, 2,5, 10 6,7,8, 12 3,4,9, 11 6,7,11, 12
Balls: 2, 3, 17, 20 4 8,10, 11 12, 13, 18, 19 1,6,7,15
Puzzle #5 Puzzle #6 Puzzle #7 Puzzle #8

Clips: 2, 4,510
Balls: 5, 9, 14, 16

1,2,6,12 5,8,10,11
8,10, 11 16 2,13,15,18
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7 A

[ SGQa D2 d12 GK +ARS2

The original plan was to have two playetay simultaneouslygompeingin a7-puzzle discreteversion ofCC, with an'8puzzle
availablejf necessary, as a tigreaker.As shown aboveye drew blocks randomly for all 8 puzzles the evening before the event and
only revealed them onéy-one at game timeOne of the scheduled players withalv. Jeff Soo kindlghose to proceed on his

own. Puzzles 1 and &e in the table but not in the videos described below because Jeff failed on them very early in play.
Additionally, as there was a single competitwe eliminated tiebreaker puzzleThat left 5 puzzle§#3-7) that Jeff ran. These are
availablewith commentaryin the videos.

Before watching Jeff play a puzahe suggest that you consider each ome your ownfollowing the decision making process
outlined above Pick aPatterrt Choose thestrikerBall Assigrinitial desired roleso the hoops that meet your chosgrattern and
decide on thanitial order of play of the balldVe provideone or moresuggestionswith the caveat that hindsight is always-20.

Puzzle 3: (Clips 3, 9, 11), Balls (12, 13, 18, 19)

This puzzle has very favorable clip and ball positions. In partichlae of the hoops are inward, three of the balls are close to
relevant hoops, and theresia double (4,9)

Suggestior#1: Try PPHHChoose r aStriker, use the lifto-position to go to k, rush k to h(4) and try tReelgoing to y. If thePeel
succeeds and k comes through far enough, then it might even be possBéetp at h(9) going to u, having the ability to make h(3)
or h(11), and tha make the other using and k.ITry for PHPHf k isPeekd at h(4) but y cannot bBeekd at h(9) k should ban
goodPeelposition for h(9). y can be used to get to u3h¢r h(11) made, then Reeéd at h(9) followed by making the last hoop.

Suggestion#2: Try PHPHChoose r as Striker, use the-ttposition to go to u, rush u to h(4) and try tReelgoing to y. u is more
likely to rush toPeelposition than k. Try to gdab the East of y, which is easier and would give pedthan going West of y. Rush y
past k and send as an escape from h(9) ®),H£8,9) while getting a rush on k to h(11). HopefullfPeekd or jawsed so the second
Peelat h(9) can be attempted before escaping to h8)nus EventsAfter making h(3), y can bollPeekd at h(3) going to u at
h(4) which can b&eek&d while getting a rush on k to the peg for 2 pags resulting in 4 BEs.

What Jeff didJeff choose r as Striker and went tdHe rushed k to the south boundary and croquetedast ofh(9) gaining a rush
on y.Wethought he might try to rush y to h(@nd attempt thePeelgoing to u. This would lead to a possible PHPH turn or PHHP.
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But instead, Jeff rushed y to the east, croqueted it to h(4) galnlng arushonutoh(3). Hemasighh@3} | ¢ = &Sy igandz G2 KO
OFrYS R2¢y (G2 1 0 Kénoo I S OK2a$sS Gz (ﬂePeteIﬁosnmn Buyrew Jeff iaSouttob n 0 & A
K22LJ |yR ySSRa G2 TFTAyAa Ettéad ¢241 NR Péekdwuat hGQYP R aK 8 dRAF IR G120
needing to get south of y for the rusBtatterPeel Sadlyhis croquet shot hit y out of the jaws from tm®rth, ending his turrfé.

Puzzled: (Clips6, 7, 11, 12, Balls (16, 7, 19
The clip and ball positions are friendly with only one gtedernal hoop, h(12). And, once again, there is a double at (6,11).

SuggestionTry PPHHChoose y as Striker, use the-ldtposition to go to u. Rush u to h(7) attempt tReeEk Gt €3> 3I2Ay3A (2
Northeast to h(11) and attemptthBeeE at ¢ 3 JI2Ay 3T G2 1@ 9a0l LIS dokhé peg Whileigéttinglad M 0 X Y
rush on u to h(6), bring u along to rfa6) and score h(6), H. Earn 2 Basic PoBdsus EventsBackPeelr at h(11)[hard and hope

to get the pegout as welljwhile getting a rush on u tthe peg and peg out 3 balls for 4 or 5 BEs.

What Jeff didJeff choose u as Striker and went to r, rushed Péelposition at h(11), jawseit going to kHe rushel k south of v,

croqueted it to EscapeBallposition at h(6) for h(7yoingto y. ywassent to h(12). Jeff nbeK 0 M H 0 =  diyltoétie noxtijzaok S

off to r, RushPeebdNJ | (i K6 mm Peekdirlt & ONR G HzSdit é¢d]IFRY KoT D >1. Mis phtledkva 6IRPHIY ¢ | €
Bonus Eventsleff roqueted k after h(7peggedout k, going to rPeekdr at h(11) and pegedit out in one shot(!), then he pegs out

y and u¢ for five Bonus eventg 9 bonus points, for a total 13his was an amazing turn!

B SNB Aa I LlRaairotS Y2RATA Owdhave kinsdi? toWEH wharigoingiiolu Sefardimakng fi3) That waydecllRedl @
through h(11) going to k at h(lere it is in full Lift r to k, rush k closer to y. Send k (d)ifiperhaps have a speculative attempt at jawsing it (@)% while
gaining a rush on y soutast of u. Send y to(hl) whilegaining a rush on u to(B). Make lf3)z & | ¢ = OB@peBASpbsitida ndrth of i) while
going to yPeel y thruh(11) goingtok at ()Z &t ¢ d¥)vaith | 5 K| BackPeel faRh(9)Z  dTty &nd ensuréhat Strikergairs a rush on theEscape
Ball back to in front of {8) sohe can bombard a jawseBeel through while going to y. If the initiBackPeel attempt had succeeded, you could get a bonus
Peel on u going to yThen peg out r and y for 5 bonus points.
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Puzzles: (Clips2, 4,5, 10), Balls §, 9, 14, 16)

Thispuzzle is a mixed bag dlip and ball positions. Thereasly one internal hoop, h(5However, three balls, u, k, and y are near
enough to hoops to be pioneers BiscapeBalk.

Suggestiort1: Try PHPH.Choose r as Striker. Go to y, rush y to h(4), atteRgstl If thePeelsucceedsd t € = JI2Ay 3T (12 1 P {
h(10)as anEscapeBallI 2 Ay 3 (2 dzd al RUShuKooh(l), aeinpder dait X ¢ dka S 1 O 21ft@Ph0 G2 @&
Peelfails: Then change plansandtry HPIi#R. G2 1@ . dzi GKA & GAYS &Sy Rishiutolh@0) goingitok, 32 A y 3
Peell G KonuX datéx SA0FLIS (2 Kopuv ¢gAGK @3 YIRe& KGpEO®E al €3 dza s

Suggestior#2: Try PHPH. Choose y as Striker. Lift to k, ruste#position at h(5) andPee| P, going to r. Send r just SE of h(10)
going to u and make h(2) off of u, H, getting a rush on u to h(10). Rudbhesha at h(10), P, getting an escape rush on r to the peg
and rush k to h(4), HBonus EventBackPeelk at h(9) going to r at the peg, p@git r going to u at h(10). If it is close, attempt the
RushPeelat h(3) and pegput both for 5 BEs.

What Jeff @d: Choose u as Striker: rushes r toward h(4), tReglgoing to y. Jawsd3eel Sends y to the west, croquets it to h(10),
I32Ay3 G2 12X YI{1Sa KoépoZI al ¢ o wAtenitdut fails onZuBifeel & RrdainKirPeelpdSifoR | G2 K
but out of the jaws. JefPeelik. NE dt €3 YR GKSYy akK220a +td @& ySFENI Ko6mMnox odzi YA

Puzzles: (Clipsl, 3,8, 9), Balls (14,14,19)
These are easy positions. There is a double (1/8), and h(3) and h(9) are internal. The only ball that has no immediatis purpos
Suggestiod#1: Try for PPHHChoose u as Striker. Rushrtoh@eE  at ¢ = 32 A sashkid BB)Redlz 4 tRST f ARA Y I (2
al1S Koy gA0GK @3 aléd aSYR @ YR N G2 (GKS LJS3 3F@bonid G2 1P a
points, total of10. If the initialPeelfails, then the double (1/8) could be a life saver. Here after the fatedlon r at h(3) u goes to k.

1 Aa aSyid (G2 KomO & dz 32S3aPedhiz 18 @ GdzKYIMUSa GK G B0 NB G, lethir§sHa SI2R NI &
h(8) get the finaPeelon either k or y.
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Suggestionr#2: Try for PPHHChoose u as Striker: rush k to h(8) &dl-Peelgoing to y, P¢ rush y to h(9) andRoltPee| P, going to r
YSIENI Kobou®d al 1S Kool ¢ A ivkle deffing & iush on yfioh(@)RIawsly in B(NIvldle gbifg taikkKSsore HE A
H, to collect the clip€Bonus EventsAfter scoring h(1) rush k to peg, peg out k and r going South of y-Haedr and peg out y and

u for 5 BEs.

What Jeff didChoose u as Striker: rushleso h(8) and trie®eelgoing to y¢ missesPee| leave k irPeelpositionbut hits yin the

croquetshotl S aSyRa @& (2 Koo 3I2Ay3 G2 NI YSINI Kbov® al {Sa Kool0 @Al
but overruns, finishingsouthofh(8® w2 ljdzSia |1 GKSy 2FgasSa | 4G Koyov F2Aue& G2 @&

r to gain the position necessaryRushPeell I G Kéy 0 X BeelkE 10 KISy ONREpxiSsiHHEMBonus 2veritsS O | &

only possibility is to peg owBtriker, which he does.

Puzzler: (Clipsl, 2, 6, 12, Balls 8, 10, 11, 16)

Only one internal hoop,@). Although y could be aBscapeBallafter aPeelattempt at h(5)

Suggestior#1: Choose u as Strikeittempt PHPH: Rushrtoh(1Beelz § t € ¥ 3J2Ay 3 (2 & wdzZAK & y2NIK
12 YFE1S KO6HUO ¢ A Gguthibaundary useht toxgdmakrushony® h(BeelS ¢t € 3 I2Ay 3 NP 9aO0Ol LIS
al 1S K oBonugeventsPealr at h(11) peg out all three balls. total d® points, 2Pees, 8 bonus.

Suggestio##2: Try PHPH. Choose u as Striker. Lift to y and rush to h(1P&e|a&, going to r. Rush r East and send as an E&alpe
at h(2) while getting a rush on k to h(6). Make h(6), H, and rush k to h(2HeelaP, and escape tQthen sending r to the peg
while getting a rush on y to h(12). Make h(12)td+collect the clipslf the initialPeelat h(1) fails, make h(6), try ®eelk at h(2),
escape to h(12) and try tBeelr at h(12) going to y at h(1) for a HPBdnus EventsA firm backPeelat h(5) towards the peg may
complete 2 events while going to r. pegt r going to k at h(7). If k is close enough, attemptReshPeelthrough h(7) and try to
pegout both balls for as many as 6 BEs.

What Jeff didChoose u as Striker: rusheslgser to kthen croquetsy to h(6) going t&. Sendsk to h(2) getting rush on r to h(1).

al 1Sa KOmMOZ dal €3 NHzZaKSa NI SFHaid | yReeDNBEJABOEAB20FIAKORHD HEAKA
Rushes ktor, adjusts Peeik NI &t 8anhuslEvent KhpinatHpegdnisses.
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4.. PEEL AND REVERSE
RULES

In this game each team starts withtCairrentPeetForTheTeamo | é) 7° and aDonePeelForTheTeamd | & 5% all éhosen
randomly before the game starts. Following AC Rules, the first team to advance its singi€liperom h(1) to the peg and pegit
Striker and Partner wins. However, before the fmgs can occur, a team must convert CPTs to DPTs accurngudasipecified
number (usually 3) of DPTs net of Reversals.

1. Coin TossA coin is tossed. The winnelnooses order of play or colors

2. TeamClips There are only two clips, one for each tealmthe diagrams in this chapter, Tedlips areshown as triangles
that includeboth colors (Llandk) or (r andy). BothTeamClipsstart on h(1).

3. The Augmented Boand HomeBasest KS RAYSy aA 2y a 2 Tenddpassingli(1R k(#) h@yahdih(4Xs 6 2 E é
Ad AYONBIFI&ASR o0& 2yS &FINR 2y Qlgdnk startd virtsu pdedyards hoftAfrom & o ! dza Y S
south/west corner of the Augmented Boxsi8 yards south from the north/west corner,ig8 yards south from the
north/east corner, and ks 8 yards north from the south/east corner. These positions are referradHasne Bases.

Anyball(s) outside the Augmented Bakthe end of one turrtan be moved back tineir HomeBasés) by OpposAll such
movement must be done before the start of the next turn

4. Turns Lifts and the 4Hoop Limit:Turns start with a lifto-position. Teams run breaks (under AC rules) but are limited to
making 4 hoops with the StrikerBall.Pegoutsand Progress Peedse notcountedin the 4hoop limit.

5. Wrap-Around: A TeamClipd 2 NJ N2 dzy R € 0 dftéd h(12)isamadé.cSinikecontinues making hoops orderas part
of hisbreak but still subject to the 4hoop limit Ateam doing this is simultaneously for the peg dadits next hoop in
Wrap-Aroundand can pegput at any time(once its Relfor the TeamRequirementis me).

9 Perhaps a more logical name for geePeelsvould beTeamPeels¢ t Q & T was taken ¢ t

100 Giving each team a DPT ensures that the initial turns by each teamatadea Reverse, as defined below.
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6. Peels for theTeamRequirement (PTREach team is required to accumulate a specified number (usually 3) of DPTs net of
Reversals before it can peuyit.

7. CurrentPTs (CPBndDonePTs(DPT)Abagcontaining 12 numbered blocks, one for each hoop, is used throughout the
game. Each team starts with one CPT and one DPT. These are obtained by random draw frorafteethag-oin toss and
allocatedbeforethe first turn is played. The DPTs are drawn first, followed by the CPTs, with the initially drawn block in each
case going to the winner of the coin togach block is used only once (i.e., the bag is sampled without replacement).

Only one CPT per team is known at any tifgher kall of a team can completestCP Dy Peelngits Partnerball throughthe
CPT hoopPlay stopsfter a CPT isompletedandthe CPT becomes a DPT, which is evidenced by moving the CPT to the DPT
side of whatever scoring device is used (see below).

In addition, Oppo can complete your CPT, converting it to a DPT for yBeghyg your ball at your CPT.

Once a CPT is completeita iteam still needs addition&@PTgo meet its PTRthenplay stops briefly and the team whose
CPT was completa@turns to the bag and draws out another block, which becomes itsa@G@®play resumes.

A team cannot accumulate moft ¢ Q & neédéd (ye., no more than 3) to satisfy PR Ateam thataccumulates 3 DPTs
will not then have a CRTonly DPTdf this team subsequently suffers a Reversan play stopdriefly whilethe DPT is
removed, and the team that suffered the Reverdaws ablockfor a (howneeded) CPand play resumes.

8. Peeling Partner or Oppo at his Currehtoop: ! dza SFdzf y I YS F2NJ 0KA & {8 LISimaetiatdlySSt A &
movesthe appropriateTeam-dip one hoopforward unless the result of the Peel is subject to more than one interpretation
(e.g., the Peel could also complete a CPT or be a Reversal) in which case Striker thmoseshe wants the Peel to hawe
only one role is possibl€lips are moved accordingly to the adopted interpretation of the Peel, or the scoring board is reset
for the Reversal

A Progress$’eeldoes not grant a cleang of deadnessStrategically, when completed on Partner, a Progfsslallows a
team to move itsSTeam-dip more than four hoops in a single tut?t. The clip should be moved immediately.

WIC2NJ SEF YL ST AT dzx | Q& Reébk ath(3)ihertife uReéamdiXis imimedidtely{fadvahBel B8 N&) and y Il nded to make h(4)
with whatever remaining balls he has access to in order to clear deadness and cdrisitmeak
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9. ReversalsA Reversal occurs when Striker Peelsan@ppof t Ay (GKS NBEZSNES RANBEaGhA 2y | i
team is limited tocompleting3 ReversalsThis ensures a timely finish to a gatie Within this limit, any number of
Reversals can be completed during a turn and in any order. The team suffering a Reversal must complete an additional CPT to
meet its PTRBlocks for Reversed DPTs are held out of the game and identified with the team thataltelp keep count

10.LeepsA Leep is a Peel on Oppo that sends the ball back in the opposite direction through tiheofagte team made
thereby regressing the affected Teadtip one hoog?. Another name for a Leep is a RegrBsel.These can occur relative
to any clip position, including h(1). While not recommended, it is possible, inadvertently, to leep partner moving your own
clip backward!

11.Winning: A game is won byi) Advancingour Team-dip to the peg (ii) Generating the requisite numbgusually 3pf DPTs
(net of Reversalsgnd (iii)Pegging out Striker anBartner If a team is unable to pegut both balls in a single turthen its
Team-Clp remainsin Wrap-Around, he pegged out ball is placed on H®meBaseand play continues.

102The 12 DPT Hoops atitkir Reversal Hoops are: (1,8), (2,7), (3,10), (4,9) (5,12), (6,11), (7,2), (8,1), (9,4), (10,3), (11,6), aAddad Hhat reverses one
of its own DPTs suffers the consequences.

103The 3 Reversal Limit makes it so that the bag of 12 blocks never needs to be refilled. That is, each team starts witHtarelD®3d other can be
Reversed and then the team still needs 3 more to win. If both teams use their full complement of Ramdraacumulate 3 net DPTSs, then all 12 blocks will be
used.

104 A Leep doesot take place at the physical hoop holding a Te@lip but at its previous physical hodjwus, Leeping a ball when its Te@iip is on h(5) is
achieved by Peeling litackward through h(4)namely through h(9). Here is a list of starting clip positions, mps, and resulting clip positions after a
successful Leep: 8,12), (2,8,1), (3,7,2), (4,10,3) (5,9,4), (6,12,5), (7,11,6), (8,2,7), (9,1,8), (10,4,9), (11,3,10), (12,6,11), (Peg,5,12).
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Keeping Score

The scoresheet presented below is one way to track a game of Peel and Reverse. It has one row for each team and foaf columns

t¢ AYTF2NXYIFGA2Yy D ¢KS FTANBG ARSY(GATASaAa SIFOK GSIFYQa [/ tresdr, 6 KS NB
2NJ AU Oly 06S O2y@SNISR Ayd2 | fFNHSNI 402NB02F NR® | SRFBdANE Y2 O
are used While only the hoop number is necessary, we recommend thaheard reports two numbers: On top is a Hoojnier

(from 1 to 12); and below, and preferably in a different coloitsiReversing Hoop number. Cards are moved from Current to Done

as PTs are made and are removed afteraRevers®  OK (GSFY a0l Nla ¢6A0K OKNBabSarewQa NBLINE &
removed when used.

PEEL AND REVERSE SCOREBOARD
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Keeping Score Out on the Lawn

The Figure below shows hdwtrack a game while out on the lawhat does not involve pen/paper or scoresheets/scoreboards
just a bag ofL2 blocks and two sticks!

We take two old malletsbut any sticks will do) and lay them on the lawn (just outside the court barrier) to form a cross. The bag of
blocks igositioned to the left of the vertical mallet head. The horizontal shaft is used as the dividing line between teams. CPTs are

kept to the left of the vertical shaft and DPTs to the rifit Finally, Reversed PTs are kept separate to facilitate the count of
Reversaldy team

‘

105 Note that monitoring the game this way forces both sides to see a DPManthllyconvert it into the needed reversing Peel.

160



NOTES ON PEEL AND REVERSE

Introductionc{ G NA{ SNRa ¢22f VYA
The goal of this game is to be the first team to advaymer TeamClip from h(1) to the peg and then pegt Striker and Partner.
However, before the peguts can occur, a team must accumulate three DPTs net of Reversals. Striker hasaglghtetools ¢

some offense, some defense, and some both. Some are familiar, a@new. Striker can:

1..Make hisii S I guréntHoop This is the standard way to move @am-dip one hoop forward. However, Striker is
limited to making no more than 4 hoops a tufPegouts are not part of th hoop-count.

2.PeelRrtnerl G G KS { S-HoofYa ¢/KdeMNEBY NP3 I\I\BEé@éCép ofiefh&op for@arthit does not give
Striker a clearing of deadneshichOl 'y 2y f & 2 O OdzNJ ¢ K S y { NJS:erSnN:]oOpITheSoanefllKaI\Paogress ' YQa

)

Peelisthatthe Teah f A LJ | RGlI yOSa gAGK2dzi { GNX{ SNJI d@oes npticolrt agaiméte 4-hod@ L & ¢ K.

per turn limit.

3..PeelOppo ath LILIZE@réntHoop This immediately progresses the Oppo Te@lp one hoopDang so can be

A0NI GSIAOlLTte dzaS¥dzZ AF (GKS 3F2Ff Aa G2 aAaSLINIGS hLILI2Qa oNBI |

4..PeelPartnerl G K SCPii This ao@vérts this CRT aDPT completing part of the PTRVhen{ 4 NA { SNJ Kl & FS¢

than its PTR, then play stops briefly while Striker draws another block as its CPT. Then the turn resumes.

5..Reverse an Oppo DPThis is Peeling an Opj&all (either ball) aits DPT but in the opposite direction. The DPT is
removed and Oppo is forced, to execute an additional CPT to meet his PTR. It is possible (usually by mistake) to rem&rse your
DPTEach team is limited to 3 Reverséid any kindthroughout the game

106 A vy 2AxAtfAlYa RSaAaSNDSa ONBRAG FT2NJ FRRAYy3I dac¢ St Y clipghststarts onth@0) ang'cahonly 3+ YS® L

be advanced by Peels on Partner. This clip can be moved at any time during a turn and needs teelgegrbéfore a game can be won. While giving Simon
appropriate credit, | (Howard) alone accept responsibility for this game. In fact, upon receiving an earlier version,rSima@iMiiat a fiend you are for

O2 YLX A Ol YiR 2 ¢ & NN SWRl prolénh & gamekiaitmayalready betooléng LG Aa Y& K2LIS GKIFGX gAGK LX @&z
Peel andReverséhas been structured such that the intrigue it creates justifies the time and effort involved.
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6..Peelh LJLJ2 I i hThHis¥oavéarts ACRTaDPTF 2 NJ hLJLJ2 X O2YLX SGAYy 3 LI NI 2F hLILI2C
draws another block as its CPT, if need&d

7..LeepOppa This regresses the Oppo Te&@tip one hoop and is accomplished by Peeling an @Ggbidback through his
last hoop.(Leeping your PartneBall is allowegdbut not advisejl

8..Set a Defensive Leavstriker can forgo Peeling in a turn altogether and attempt to thwart the progress of Oppo by setting
a Defensive Leave.

Possibilities for an Initial Peel During a Turn

There are five opportunities to complete an initial Peel during a turn, be it completing a CPT, Reversing a DPT, offe&aving a
Clip. We describe them in the order they can occur within a turn.

Before the ' Hoopc & v dzA O1: EdciSt@ri slais witha lb-LJI2 aA G A2y ® ¢KSNBTF2NBzZ | Sty 6AGK |
be it at its CPT, the Reversing Hoop of an GPPAJ, a Leep Possibility or ProgrBsegl¢ can start a turn with a rush and Peel
attempt, RolPeeling unles a ball happens to be available asanEscapef €t ® L ¥ | GSIY KlFIa 2yfteé aGz2dzigl

one of them can be tried with a Rusteel. If it succeeds, then the follesn croquet shot can be used to seRdelee somewhere
useful while sending Striker toward his next ball/hoblate that jawsinghe Peel attempt may be a good Peeling result tan
make it difficult to continue the breakn some instances, this process can be repeated with ball after which, if Striker wants to

107 \while generally not strategically desirable, we have identified two instances where this can be beneficial:

() When an OppeBall is jawsed in the hoop of its CPT. Here it can be-Rested, converting it from a CPT to a DPT and then immediately Reversed
by croquetPeeling it back through the same physical hoop. Oppo is forced to consider a new CPT.

(i) It can also be used when Oppo is not jawsed. Here the goal would be to Peel the Oppo CPT early in a turn (conve@iRg jtandathen later

(hopefully in the same turn) Revertiee DPT. The net result is forcing Oppo to consider a different CPT than they startechefibfully a more
difficult one. This strategy only makes sense if Oppo has no DPTs. if Oppo has one or more DPTSs, then it is alwaRebets® tme of them.
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run a break, he needs to gain positionhag t Hoop with the remainingdo | t {t ® ¢ KA & &a2NI 2F LI}k l& Oy 3
dramatic to watch'%8,

W-[2"d Hoop} Striker can start a turn by sending Peelee and anotherlzailan EscapBallc to a PeelingHoop, or the later ball
can be sent to the Pionedioop, the 24 Hoop in the break, if a Refleel is contemplated. These two balls can be positioned in
either order. Then Striker will need to use the remaining ball to makeshi#obp. This is 2HP (!) starting at a hypothetical h(0)
before the ' Hoop. It allows the Peel to be attempted-f2" Hoop].

W-[3"Y Hoop} If the balls are poorly placed at the start of a turn, then a more conservative play can be atiedhpting to place a

PioneerBall at the 2¢ Hoop while using the other two balls to make thél12 2 LJ® | SNBE GKS &aoNBF] O2YSa 7T
with only limited immediate consideration of the Peel. Then, with Striker in position to make h(1), he can proceed 2Hplétecom

the Peel, W3 Hoop]. This strategy is also available if the Peel fails earli¢2"WHoop or ¥ Hoop].

W-[4" Hoop} If the Peel is not successful, or is not tried earlier, then, after making"théddp, Striker can once again try the Peel
2HP, completing it WA™ Hoop].

After the 4" Hoop Finally it is possible to complete a Peel after making theH®op. This works especially well for Reversals, but it
is less effective for CPTs because Peelee is often left veryhee@eelinghoop, ripe for Reversaf®. Even spit may be worth

peelingif for no other reason than your Opponent will need to use part of his break to generate the Reretsaill use up one of
his three possible reversals

For all of these Peeling possibilities, if the Peelingp coincides with a Strik& hoop, then these Peels can be done as Bas
or StraightPeels, instead of TrandeelsAlsq duringaturnY dzf G A LX S t SSt a4 2y G(GKS alFyYS 2NJ RAFTS

108 Another gamePeel andPeg not presented in this collection, tries to capture the dram#ufck Peek. As irPeeland Reverseall turns inPeel andPeg
start with a liftto contact and are limited to breaks of no more than 4 hoops. Additionally, each turn starts with 4 randomlyRielng possibilities, that
are augmented aBeet arecompleted Players alternate turns attempting to accumulate 17 points where points earned are a function of hovWweeingre
completed in a turrg 1 point for 1Pee| 2 for 2Peesk, 4 points for Pees, 8 points for Leek, and an automatic win for Bees. However, there is a caveat
Striker must pegut Striker and anotheball at the end of his turn, or none of ttiRees give rise to pointdPeel ad Pegwas played in 2018uring CIT,lan
interesting sample game is the one betwe®herif Abdelwahab and Danny Johnstbat is in the video collectiorSherif won with turns of 3, 4, 3, andPkek.

109 final Scatte{ K2 OFy FYStEA2NI (S GKAA aAddzd GA2yX
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The Structure of Turns

Winning requires a team to: (1) Advance its Te@hp from h(1) to the peg; (iJompletea sufficient number of CPTs to accumulate
three DPTs net of Reversals; and (iii)-Begboth balls.

Basic Play

Pure OffenseStrikermust canplete CPT® win the gameThus,the most basic turn is pure offenggadvance youifeam
Qip the allowed maximum ofour hoops and completat leastone CPT.Wo turnslike this(and one that only makes 4 hoops
since teams start with one DP@@nwin a game, but only if Oppos do not intercedi&h Reversals or other defensive strategies.

Pure DefenseStriker advances hieeam-Qip, but skip CPJ, focusng insteadon ReversingOppoDPBE. Reversacan be
accomplishedy Peelingither OppoeBall at theappropriate hoopEach team iéimited to three Reversals.

Games can be won without Reversdlbat saidthey are quite usefulHere are two examples: @®eversalgsanslowdown Oppo.
(i) When faced with a difficult CPT at an outward hoop, it may be desirable to let the tweale tothet SSf ¢ | a €2dz YI 1S
focusing on Reversalseeps and Progre$%els irthe interim. Butyou cannot move beyond your CPT until it is completed

Combo Plag Here you advance yodeam-dip while opportunisticallylookingto Peelat your CP&nd to ReverseOppo
DPTs. Having a choiceR¥elsmakes the job of completingt least one of theneasier. It gives Striker options concerning which ball
to Peelfirst and when taPeelit, based on thescore of the game, thstatus of{ (i NJAbte&kNiizdocations of theeelingHoops
and thepositions of theballs, etc.It also lets Striker fadn a Peelnd not have to wait two hoops to reconstitute another tryt
instead gao and try anothempeel. It is even possible to havienked-Peek ¢ two Peek completed with no hoops ibetween

We recommend that Strikempproach their turns with a Combo mindset and adjusts more toward offense or defense as needed.

This gives the most diversity and opportunity to complete Pe@sYFS Y6 SNJ G KI 0 2yt & GKNBS dadzNDBAJAY:
needed to win. Completing them during the eatlyns (your first two)puts pressure oi®ppo but gives them more Reversing

opportunities. Itcan alsgut stress orStriker,sometimes causing breakdown, resulting ira turnthat completesfewer than the

4-hooplimit per turn, making it difficult to finish during G NJ& 1 SthiiR #Ehis Gaikd heNdRminal. That said, It is also possible to have

your hoop count get ahead of your DPYsu need balance between meat and vegetables.
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KeepingAlive aPossible8™-Turn FinishAdvancing your Tea@lip is an important component of all turns. Four (or more!)
positions forward during each of your two initial turns keeps open the possibility @ftara finish.

Location, Location, Locatiomhe end of every turshould havea defensive component &riker attempts to limit the
possibilitiesopen toOppo as they come on the lawn. What can be accomplished in this regard depends upon how many shots
Striker devotes tat. But no mattethow much effort, leaveare severely limited by the rules surrounding the starttoé nextturn:

(i) Each begins with a lifb-position, and (iiAll balls outside the Augmented Box can be returned to theime-BasesUsually, he
bestoutcome for theout-going Striker is to place the balls néarhoops such thathe next Striker has to focus on organizing his
break before he can begieeing.

Situations for Discussion
Here, in no particular ordeare situations we have encountered and believe are wodhsidering as you plan/execute tutns

1..Makingup eHoop5 SFTAOAG o6& t SStAY I t HOGH(S) B M dexi padek Bk contes on @ dhe lavazNNES v (i
for their 39 Turn, the %' Turn of the game, with BPTs. However, the u/k teawlip is on h(8) rather than h(9), because u/k made
only three hoops during one of its two previous turnsifgrLeepeddzk TTéammClip back one hoop]. Can u/k finish this turn? If so,
K2gK ¢KS FyasgSNI Aa 28Sad ¢KS aK2gé Acdithm®ProgreS$eelAy 3 t F NOIYSNI G

In Figure PR,XK is Striker and is seip to make h(8) as the®thoop of the four possible hoops Striker can make during his turn. u is
R(8), y is V(8), and r is P(9). Hiisation suggests thak will have to stop his break after making h(Xlleavingthe u/k clip onh(12)
and giingr/y their 39 turn. But this analysis forgets that a team cBeelits Partnerat its CurrerdHoop To proceed, k makes h(8),
and goes to u. k sends u to Peel position at h(10) [as V(9,10)], as k goes to y. k sends y from V(8) to E(11,10) askksgoe!s to

r to R(9) as k goes to position at h(@Bigure PR.2

Figure PR:& makes h(9). k sends r from R(9) to P{12hoops ahead going to u. k Peels u at h(10), converting u from V(9,10) to
V(11) as k goes to y. k escapes with y to h(11) where k sends y to R(11) as k goes to positiorFagurél PR .3

Note that by Peeling u at h(10) the single u/k clip is immediately advanced to h(11) but this Peel does not grant g afclearin
deadness on the balls he has used.
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Figue PR® |1 A& FT2N Komm0O KI¢h@yadd h@)whilg §sTealnp has prageegsedihzed hddps because of
the ProgressPeel of u at h(10). k makes h(11) and then sets up to make h(12) and arrange for &t pedollow, Figure PR.4

15t Hoop "d Hop 3 Hoop
k makes h(8) k makes h(9),h(12) k makes h(11)
Start uto V(10,11), y to E(10,11) Peels at h(10), going to y prepares to make h(12)
k for h(8) r to R(9), k to pos at h(9) escapes and goes to(11) and then pegout
O
m OO w ! n ) @)
{1 L1 Lnb n
i i i lo
o e
! °m u . y W By
PR.1 PR.2 PR.3 PR.4

Here a deficit of one hoop was made up bigragressPeel on Partner. Clearly a greater deficit can be made up by more Peels on
Partner. For example, a failure in th&turn after h(2) can be corrected in thé%urn with two Peels on Partner, etc., but at a cost
of ignoring CPTs and Reversafs

HOPD 2 KSy h LI Ef Opposh&ve boDP s tthierfXiey will most certainly have a d@$bmetimes possiblke
completethat CPTF 2 NJ 1 KS Y X  dza dzlcdn¥eging lthgir C&TStd ailiPE. WaywBUWd you @ippossuch a giftat may be
usefulif during the same turtyou are able toReverse the DTjBst createdforcingOpposto draw another CPT that may involve a
more difficultPeel or one further from their break.

110 As apurelytheoretical matter it is possible to advance a teattip 10 hoops, vith Striker makng only four! Suppose u starts jawsed in h(3), which is also
dzk 1 Qa a i HouWevenudikek@idslddssible for Striker (k) RushPeelu at h(3) and then immediately croqu@eelu at h(4) while k escapes to h(5)
with Oppo. k makes h(%)his F Striker hoop. Then u is jawsed in h(7) as k goes to h(6). k makesHi6)® hoop ¢ and goes to u. u iRushPeekd at h(7)

and then croquePeekd at h(8) while k escapes to h(9). k makes {8 3¢ hoop. Then u is jawsed in h(11) as k goes to h(10). k makesc{i0¥" hoop ¢
and goes to u. u iBushPeekd at h(11) and then croquéteeB R | 1 KOMHO® ¢KAAa A& G6KINB 1 Qa GdzNy g2dz R
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Generally, completing a CPT at an easy hoop leaves a more difficult to Reverse DPT, and vice versa. However, if baththee done
same turn, then Reversing the DPT can be simplified because an Oppo will already be at the hoop and ideally posthened for
Reversal. This ball does not have to be used in this way but doing so can facilitate the process.

3.. When Oppos Jaws their CRVhen an OppeBall is left in the jaws of their CPT hoop, it can be FRestled, converting it
to a DPT and then immediately crogdeéeled in the opposite directiaeversingthe DPT. If the croquet shot can send Striker
where he needs to go, then this can be a valuable strategy. Even if Oppangesisynew CPTat least it will not start jawsedut,
of course, this consumes one Reversal.

n®® t:A Pragkey@®el of Oppo attheir Curreit 2 2 LJ 0 &t ht & 0-Chpa BoSpiforviaid. SThis\santn®ve Y
their break away from their CPT. Suppose u/k plays th&utn and r/y draws h(8) [or h(1)] as their CPT. u/k could Peel r or y at h(1)
movingtheirTeamd t ALJ 12 KOHUOU® b2g NkeQa /t¢ Aad Y2NB RAFFAOAA Gd t NB IN.
required to change their CPT and can besHiitient way to make things difficult for Oppo, but at a cost of givingrtlze hoop.

5.. Defending Against a Prolific Peeling TegBuppose the u/k team goes first and completes 1 or 2 CPTs each turn. It can be
difficult for r/y to Reverse enough DPTs to make finishing®tufn difficult for u/k. Even if r/ly Reverses u/k back to 0 or 1 DPTS,
GKSNBE Aa ftAGGES GAYS (G2 F20dza 2y NkeéQa 26y /tc¢ad hgidalgl & (2
four hoops on one of their first three turns, wheragainst good players, the resulting failure is hoped to be 2 hoops or more to
make recovery more difficult than just a single Leep, the logical alternative. Each situation is different and tricks/oHere i

Ontheir B Turn (the ¢ dzNy 2 F (G KS 3+ YS0Y dz Ll eéa F2NJ dzx] 6AGK dx{1Qa /t¢
draws another CPT at h(10) and Peels that as well, drawing another CPT at h(11). After making h(4), we will suppose lefthiad tim

to spread the bls out, perhaps even attempting to Peel Partner at hl¢hown below as failingo dzi € S Ay 3 y2 o f f :
CurrentHoop, h(1), nor their CPT, h(1B)gure PR.5~rom here r/y could build a break with one long rush tb) fi¢llowed by

Peeling options that are varied. But the better tactic may be a defensive leave without focusing on Peéldag &illows:

Figure PP: rly play r. r rushes u towards y, sending u to P(2) while getting a rush on y to k. r rushes y towards k and sends y south

to V(1) while getting a rush on k to h(1). r rushes k to P(1) and croquets it to R(1) while going to position at tfeduoeR.6

Why 1 Y2NB 1 3aNBaairgds GdNY I Nk @ :éa@rbetore(2)dns SthiniPéeRth@2 wSOSNRS (62 2F dx | Qa

167



Figure PR:& scores h(1) and rushes k towards y. r sends k to P(3) and gets a rush on y towards u. r sends y close to h(2eas V(2) to
used as an escagmall while going to u. r roquets u and sends it close behind h(2) as R(2) while going to pb&ition PR.7

Start r/y to play r for (1) r for h(2) r for h(3) r for h(4) r for h(5)
OR L o = s 2 S %o R S °
i . o I ‘ \ n i i n
T i i i i i
" " . " " o m
- A n ': A n m A n -~ A n ~ A , - AL n
4 ‘. : = = = & = O — =
PR.5 PR.6 PR.7 PR.8 PR.9 PR.10

Figure PR:# starts the hoop leave by scoring h(2) and placing u up against the upright in h(2) so it definitely cannot be rushed to
Kop0 2NJ KocU ¢ KHoGprandINsdEloopzk risfes y dll teNdaisty Kiand sets y as an E(4,3) so it can leav8) at h(
r hits k and sends it close behind the hoop to R(3) while going to podtigure PR.8

Figure PR:& scores h(3) and roquets k only to leave it in h(3) where it cannot be rushed to h(5), h(6) and preferably h(4). r rushes
y away to h(4) and hopes to get it nice and close to the hoop so it can finish the hoopHEawve, PR.9

Figure PR:9 makes h(4) and attempts to put y in the hoop and r up against or at least within a few inches of the outside upright so
neither can be rushed to h(5) or h(6), agtigure PR.O. The hope with a leave like this is that u/k will have trouble making 1 or 2
hoops, let alone completing any Peels. If they fail to make 3 or 4 hoops, then r/y has effectively reversed the Peeliageadmdn

now have 2 turns to complete their requiréDPTSs.

6.. A Turn Involving 3 Reversals and 2 LdepsmurePR.11showsthe end ofthe 3¢ dzNJ/ 6 dzx { Qa4 aSO2y R0 2 F
this turn and finished with a Scatt&teel of u at h(2) that left u on the north boundary and k north of h(6). This Peel gave u/k their
third DPT¢ the other two being the pair h(6) and h(11). u/k had also movedlipsthe desired 4 hoops during each of their first two
turns ending with their Tear€lip on h(9).
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In their first turn (the turn prior to the one described above), r/'y made four hoops but did not complete any CPTs. &balistic
Nkeéeé y2g ySSR (2 wSOSNRS 2yS 2N g2 2F dx{1Qa 5t ¢a Gzhoopll &
encompassing two of u/k DPTs, h(6) and h(11).

u and r are returned to their HomBases and y takes a rush on k to h(ElgurePR.12y sends k to Peel positioattempts,and
succeeds with the Peel through h(Jigversing h(6) DRToing to r''2[1st Reversdl [Play stops while u/k draws a new CR/lthen
uses r to gain a rush on u to h(5) and sets up to make that HeigprePR.B.

y makes h(5), sends u to h@)he Reversing 2 2 LJ T 2 NJ dakahdsats ui to make 5 &)ahd then to BackPeel k at h(6)
[thereby reversing the h(11) DPFHgurePR.14y makes the hoop, jaws k at h(@) the Peel attempt, sends r as a Pioneer to h(8)
and sets up to make h(7) with BigurePR.1%aving positioned u for a Bag*eel Ah(7).

Leave setby k u,rhome,y tok

Reverses h(6) y in position

k jawses at h(6) Reverse h(2), h(11) Leep!'Leep!!
v o

PR.11 PR.12 RE)L3 PR.14 h(6) PRI PR.16(8) PR.17

y makes h(7), rushes u back to Peel position at h(7), Peels u througthb(@by reversing the h(2) DA™ Reversal] going to
south of k at h(6)y Rish-Peels K3 Reversal] croquets k south of h(8) going to r, croquets r to reception and goes to position at

h(8),FigurePR.16

Now comes the fun part! y makes h(8) and goes to r. y uses r to gain a rush on k to position in front of h(1), thélbepgorghe
u/k clip at h(9)! y completes this Lefst Leep]going to u which is in front of h(2), the next Leegitwpp for the u/k clip now at

h(8). y completes this Leep as W21 Leep]moving the u/k clip to h(7), and finally y shoots near to h(3) ending a turn involving five

112k was too far from the hoop for RushPee| and nothing would have been gained by doing it that way!
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Peeling eventg three Reversals and two Leeps! lda@abmmonoccurrence; but certainly possible, if Striker has a good imagination
combined with some favorable clip positions.

7..lessonsfrom& | A f SR & w2 dzi Ik #iiS$ gamekudicareon the Bugntforits 3 Turn, the ¥ Turn of tre game,
with its Teamdip on h(9), two DPTs [h(7) ah@l1)] and a CPT at h(12)y wasway behind After two turns, ther/ly TeamClipwas
only on h(5) becausthey hadfailed during their F turn at h(1) and fell 4 hoops behind. @reir 2" turn they completed the 4
possible hoops advancirlieir clip to h(5), but did not complete any CPTs, instead focusing attention on trylregfmu/kfrom h(9)
back to h(8) in a desperate attempt to keep u/k from reaching the peg on tHginr® ¢ hence the three balls u, r, and y near h(8)
after a failed scattesha RushPeelby y on u at h(1)Figure PR.18

u/k had visions of victory. The turn came down to completing a CPT atdifi2xactly the timing it often occurs irRAC¢ as a
A0NI AIKG a/kcAABSKNG StriRefhbvéddy to its HoméBase, placed k just north of u, rushed u to the south, croqueted it
to h(10) as a Pioneer, while gaining a rush on r to y. k took the rush and combined it with a gsbdtrtiat allowed k to setip to

make h(9)FigurePR.19

k made h(9), sent a Pioneer to h(lijade h(10)sent Peelee and Oppo to h(12), made h(11), and attempted the Straight h(12) Peel.

Sadly, k sent u a bit south and west of h(ti@) thenfailed to rush it back to position! k made h(12) and went back and did the h(12)
Peel posthumously with a Scatt8hot after jawsing u, resulting FigurePR.20

u/k start setup for h(9) h(12) Peel mM(12) leave by rly
w : UL} w T 6 n E w =
i .
~J°. I n - “ E : }. n m : ’
A A A o A A
PR.18 PR.19 PR.20 PR.21
u/k ended their turn with 3 DPTs [h(7), h(11), and h(12)] but ran out of hoops, could not finish, and set &ipaedR.21 This

gave rly an unexpected turnd they made the most oftitn sum, r/y came on the lawn, chose y as Striker, made four hoops,
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RO YyOAY3d GKSANI Of AL FNRBY KoépO (G2 KOpoX wSOSNESR ATatth(1i).KNES 2
The game was sent virtually back to eveall because of a careless rush at h(12)

8.52y Qi wSTtSEAGSte al 1S | fAfound Orkei2WidpArcurid hgkinghdapss i$ jdsBa véhigle 2 NI LJ
to allow completion of Peelsefore peggingout. Whileallowed, there is no need tmmplete youallotment.

u/k set up at h(1) then h(2) but not at h(3)
w o n io , ol W 5 o\v
R 0 o
. (I . (T ) (I .
e f — f§ =
PR.22 PR.23 PR.24

In Figure PR.2Ris in wraparound having made h(12) his turi®initial hoop,and is nowsetup to makeh(1),the 2ndhoop in his
4-hoop allotment. WrapAround was needed becauslee u/k team hasonly two DPTs and a final lingering CPT at h(2). If possible,
k would like to complete the CRAis turnand then pegout. But as we will see, things do redtvaysgo as planne@nd you always
needadplantE.b 2 G 6f 83X Nk& INB 2dzi 2F wSOSNEITf aAX

Figure PR.2% decides to attemphis final CPT dt(2) as 8ackPeelafter making h(2), his third hoop of foukmade h(1) and sent
r to h(3) as a Pioneer, going to y. k used y to gain a rush on u to h(2) and sets up to makguréBR.23

Figure PR.2% made h(2andrushed uback toward position at h(3ut not farenough toallow a safe attempt of the BadReel
going to r,Figure PR.24However it was likely that k could jaws u with a delicate straight croghetbut then not have
transportation to r at h(3) other thamiaa longspeculativeroquet attempt. This was an important decision point in the turn.

It is unnatural to abandon a breakut the winning strategy here is for u/k to complete the CPT at h(2) and get off the latholl&
jaws uwith a straightcroquet shotand then ScattePeelu with his final shatFor the record, k chose to attempt the Peel of u going
to r. Itjawsed, but kmisjudged the forced needed to get to r antled out of bounds on the north boundary, end{n@udin.
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9.. PegaineQut: Figure PR.2%as reached in an interesting way. u/k playing u made h(8), sent r to h(10) as Pioneer and then
k as arEscapeBall, going to y. The objective was to make h(9) and then-Baeky at h(4) Reversing €y DPT at h(9). u made h(9)
but sent y a little too fawest, requiring a forceful croquet shot for the Peel attempt, which succeeded but sent u out of bounds. The
Reversal counted reducitgk 8 Q& 0O2dzy (i (2 edde®@FgurédRRE r/yldfed a riedz8BT at h(6).

It was now r/y to play. They came on the lawn for h(12) needing to make h(12) and move intéAvitap to complete the CPT at
h(6), for their 3 DPT. All r/y had to do after that was to peg out for the win. There are several ways for r/y to proceed. We consider
0KS aadl yRI NFshowingStiveriang andl sholdng it failing. Then we turmrtore aggressive play.

a.. Standard Plag When All Goes as Plannedy needed todecide three thingst the start of their turn: (i) Which ball to
play as Striker, (ii) Which ball(s) to return to HeBese(s), and (iii) Where to place Striker to best use hi®iposition. r/y chose
r as Striker. k and y were in the Augmented Box and could not be moved, but u was @dgideturned it to its Homdéase and
gave r arush on utoward h(IR & t Méaoy B PR.26

Figure PR.26 rushed u to P(19 the 2“ hoop in the brealand took off to k. r sent k to R(12) while gaining a rush on y to h(12).
Then,with a L&H'3, r sent y to V(12) and seip to make h(12}; the 15thoop in the breakEigure PR.2With this play, chosea
conservativavay to start this turn ¢ he establisteda Pioneer two hoops forwardient and makehisfirst hoop, and then geup for
the Peeto be done 2HP

Figure PR.27% made h(12) andwentto k. r sen k to be the EscapBall from h(6); the CPT, to h(2) the 39 hoop in the break.
r also senhy, Peeleeto h(6) as wentto u. r sert u to reception as wentto position at h(1)Figure PR.28

Figure PR.28 made h(1) and went to u. r sent u to P¢3he 4" and final hoop in the breakas r went to y. r Peeled y at h(6) and
escaped to h(2) with k. r sent k to reception as r set up at Ffgure PR.29 completedits 3 DPT andhow wantedto peg out.

Figure PR.2% made h(2), sent k and then y toward the peg as r went to u at h(3). r sent u to reception as r went to position at h(3),
Figure PR.30~rom here the pegut would be routine.

113 Given the starting positions of the baltsl &Hwas used t@reat space between y andakdfacilitate the coming peel attempt.
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Start r as Striker uto PQ) Make h(12) Make h(1), u to h(3) Kk, y to peg
Leave by u/k u: home, rtou kto R(12), y to V(12) k,yto h(6), uto h(1l) Peely, escape to h(2) rsetsup at h(3)

PR.26 h(12) PR.27 h(12) PR.28 h(1) h(2 PR.29 PR.30h(3)

b.. Standard Play with a Touch of RealigyMissed Peel AttemptsThe success of r/y in the previous panel has as its basis
accurate play; achieving good positions for Pioneers, Peeleesl Escap®alls. The next panel shows what can happen starting
from Figure PR.25noving toFigure PR.2énd then toFigure PR.2just as before, but now r is not as accurate placing the Peelee (y)
and the Escap®all (k) as he setgp to make h(1), nowigure PR.3tersus what it was befor&igure PR.28

Figure PR.3T made h(1) and went to u. r sent u to P(3) as rtery. r attempted but failed with the Peel of y at h(6) and escaped
to h(2) with k. r sent k to reception as r set up at hiE2gure PR2.

Figure PR.32 made h(2) and went to k. r sent k near to y to facilitate a rush on y. r rushed y to h(6) and attempte&eeRgatl
failed ¢ as r went to u at h(3). r sent u to reception as r set up to make Ri@lre PR.33

Figure PR.33After h(3) r hasused uphis 4hoop limit. Now what? r/y still needed to comple#es™ CPTat h(6) and still needed to
pegout. However, he bestr can reasonably expect to do is to complete the Peel, as showigune PR. 34nd set a leave.

It is possible to run out of hoops for a paugf if a necessary final 2HP Peel attempt fails! In this sense,-@&ag akin to a Peel.
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k and ypoorly Peelfails Peelfails Peel succeeds Peel jawses

placedat h(6) rto h(2) r to h(3) r sets a leave r to h(3)
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PR.31 PR.32 PR.33 PR.34 PR.35

c.. Bombards after Jawsin@low suppose the attempted Peelkigure PR.3&sulted in y being jawseéigure PR.35
CKAAd yS¢6 aRSGIAfE OFyYy 0SS dzaS Rlead dorriknake B(3), udei ¢kl & ti gain goSitioAdnY,S (0 KA &
RushPeel y, and then turn around and croquet y into the peg and then peg out witbwever the strategy as describedunlikely
to succeed for two reasons, both related to the position of y after the Peel: (i) y is a long way from thprpegbly about 10
yards; and (ii) a piece of furniture, h(6), is in the way.

A better way to proceed is for r to rush u toward the playing side of h(6), bombard u into y scoring the Peel, whil®kgoss t

k to get to y, rush y to the peg and pegt. If r played the initial rush on u to a point south of k, then it can have more bites at the
cherry: (i) try to bombard y using u while gaining a rush on k towards y; (ii) if the first bombard fails or nsissety bombard y;

(iii) if the first bombard succeeds Reeing y but only by a few inches, obscuring its rush toward the peg, r then has the option to
rush k close to y and bombard it onto a clear path while gaining a rush toward the peg.

d.. An Early Peel AttemptVe start again, this time seeking to Peel at h(6) before making the first hoop of the turn. This may
seem aggressive, but in fact it provides additional opportunities to complete the Peel and, in that sense, is conservative.

Figure PR.25his timer/y move u and kto their Home  4Sa | yR € ATFTd @& G2 NI 3FKigueyR368 | Nz K
y rushes r to h(6) and Peels r gaining a rush on k towardFifllre PR.3% rushes and croquets k to P(1) gaining a rush on u to

h(12),Figure PR.38 rushes u and sets up at h(1Rijgure PR.39
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u and k to homebase y Peels r at h(6) k to P(1) y send u to R(12)
Start y lifted to r gains rush on k y gains rush on u (18pesto h

PR.25 PR.36 PR.37 PR.38 PR.39

With the 3¢ DPT in hand, y will make h(12) and jmed. The peeput can take place just after h(12) is made or it can be a more
leisurely process with the Peel completed after h(1), h(2) or even as late as after h(3). Importantly, if the initisdrReelails,
then y should make h(12), send u to be E(2,6), adjust r at h(6) and go to k to make h(1). The Peel can be atiefpptadd/igain
W-h(3) and still have time to pegut.

10.. LinkedPeels We were surprised at first by how often LinkPeels become available in Peel and Reviéngau are on
the lookout forthem! Consider the followingituation: rjustfinished his turn advancingjs TeamClip to h(10}**and had one DPT
at h(10). Itis u/k to play with its CPT = h@yure PR.40

Figure PR.4Qu went to r with a lifito-position,Figure PR.41u rushed nearto clandcroqueted it to P(11) going to k. u rushkd
towards y and then croqueted it tB(10) going to y. Then u rushed and croqueted y to just north and east of h(10) as u went to

position at h(10)EigurePR42.

114 0On their first turn both u/k and r/y Progres2eeled their clip to h(6). Then each made four hoops on theitturn to reach h(10).
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r to h(11), k, y to h(3) LinkedPeels at h(3)

Start utor -up aeh(10) u setp at h(11)
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PR.40 PR.41c h(10) PR.42(10) PR.43(11)

Figure 42u made h(10}; H¢ roqueted k, Peeled®2 v @S NIi A v 3 3pik & DRE P ¢/whilé gainifig akush on y to h(3).
k rushed y to Peel position and then Peeled y goinggt® ¢ reversingNXk e Qat h(B0) utrushed and croqueted r to R(11) as u
went to position at h(11)Eigure 43Here u went HPP completed two linkeees.

Is Going ' Good or Bad?

One notable advantage of going'isthe possibility of finishinghe gameduringyour 3" turn before Opps gets a chance to play
their 3" Turn This requiresiccumulating3 DPTs (net of Reversati)ring the three turnswhich would seem to be the major
obstacle But there is also thmatter of getting your TeamClip to the peg anthen peggingout. At first blush tlese later tasks
seems simpleBut it turns out not to be so easy...

[ St Qa | XkZashe & Stiikérmiakes his allotment of four hoopStarting at h(1), k will finish his turn by making h(4) and
leave the lawn with the u/KeamClipon h(5). Itisr/y to play. r/y also starts for h(1) and willsal makeh(4) as its natural ending
hoop. Interestingly the physical hoop housing h(4) is also home to ©ifeg¢ Leep hoop for the u/k clip now on h(B)should be an
easymatter for r/y to arrange to use u (or k) as its R(4), make h(4), roquet u, ancatteanpt aLeepof u at h(9) If successful, this
Leep will return/ragress the u/KreamClipto h(4)¢ making it difficult foru/k to finish injustthree turns.
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And r/y need not despair if the Leep does not work out after h(4). If u/k makes its way tdur{8y their 29turn 115 then rfy can
again arrange to have u (or k) be the Reception ball, now R(8), and try the Leep at h(1), leavingop& short of finishinguring
3" turn instead of the naturad. Played out this way, u/k may come to feel like an older child being followed everywhere by an
obnoxious younger sibling!

But there is a way toonvertthisdisadvantageousirth to lemonadefrom lemons!u/k can makepart of the focus of their 3 turn

usinga Progres$eelendingwith their clip on h(6) instead of the normal h(8$. This can be accomplished in one of two ways:

(i) a Progres®eel at h(4y; it could be done at an earlier hoop, but this can be difficult to arrangdlowing u/k thereafter to

escape to and make h(5), and leave the lawn gracefully, or (ii) a Pra@gekat h(5) itself with then @hastye departureand no

ability to move PeeleeBothstrategiescan work and achieve the goal of advancing the u/k clip to h(6). The former is elegant but has
NAal> GKS fFGGSNI AayQild LINBGGes odzi Al Aa NBflFGAGSE@ Nxal FNB

If u/k succeed ircompleinga Progress$eel,then r/y will have various optionsthe most obvious one is fmut their head down,

ignore u/k, runfour hoopsof their own andattempt a CPT dwo. But this can backfire! u/k will play next starting from h(6) and,
assuming they can makethdiK 2 2 LJA > dzk |1 6Aff SyR o0& &d02NRARy3d Kol gKEIPE (GKAA
h(5)! r/y could easily start their next turn with their Teamt A LJ o+ O] 2y KonoO |yR dx1Qa G Komnot

There are other options including: (iy could move the u/KrfeamQip backward one hoop with a Leep: Buk could still finish on
their 39 Turnunlessr/y complete two Leeps moving u/k back two hoops, which is difficult amala\prevent r/y from doing much
elsethat turn. (ii) r/'y could follow u/k and Progress theliramQip to h(6)¢ monkey see, monkey ddut this does not accomplish
anything meaningful for r/y(iii) Finally, and in keeping with the name of the game, r/y can just proceed as &rpstji as possible
to ¢ Peeland Reversal and see what happens.

Both team clips start on &f. But this does not prevent u/k from leeping (regressing) the r/y clip. In particular, the r/y clip can be
pushed backrom h(1)to h(12) by peeling r or y at h3}!lis conceivable that r/y lose their DPT (via a reversal) and are regressed one
or more hoops before they take their first turn!

115 This discussion presumes that u/k did not engage in a Leep on rfy to return it to h(4) nor did u/k engage in a-Pemitesadvance the u/k Tea@lip.

118 Obviously, focusing on ProgreBsels limits the amount of time a team can devote to CPTRaversal.
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[ SG6Qa D2 (G2 G4KS +ARS2

We videoed a game of Peel and Reverisgred byMatthew Essick and Steve Morganthe NC@n October 192021 It took 2

hours and 21 minutes, not an unreasonabt@ountof time for an Aéased game that was well played and had lots of drama! Steve
prevailedbut not before he and Matthevput on a showthat called on allfeaturesof the game They usedhem in ways we had
imaginedbut also in new ways as we¥ou will see everythingt ¢ Q & T Prpg&&hdal$Reverses, andReg-Out.

Our descriptionis built aroundtwo panels of figureq(i): The State of the ScorBoard (page 184)Here a newscoreboard is added
every timethe old one needs adjusting. Thukere can be more than one figure during a turn, or nolrefact there are 10-- they
are identified by letters A. (ii): The Starting and Ending Ball and Clip positions for each fuages 185, 186)Ve defire the ostarte
to be justafter Striker uses his option to return balls to their HoBases andompletes hidift-to-position.

Stephen won the toss and decided to go first. Matthew chose r/y wipgsleStephen u/k. At that point we went from a blafskore-

Board, FigurePRA, to one that included the results tte initial random drawsEach player received a CPT and a BRPYou can

see and quiteby chancethese made the single physical hoop that houses h(1) and h(8) very important! The singt€ Mot

020K GSIYa gSNB 2y Kom0O & gl a dz | Qa RevergingHoopRORUWKIEACE t¥amiwase = Nk & Q
allocated three Reversal as accounted for by the red and difealar markerson the right!!’, Figure PR.B

Turn #1¢ u/k (6:00): Stephen came on the lawn with the balls in their gast&rting positions (not showrgnd his TeanrClip at its
starting point, h(1)He chose k as Striker, and took positwith it nearto y, FigurePR.44 His CPWas h(1), and, by chance, his
available Reversalvhichcould involve either Oppo ball8, was also at h(1)! Steve established his break, made h(1), and then Back
Peeled u at h(1). Play stopped briefly while his &R[1) became his"? DPT and a new CPT was drawn, h&iburePRC
Stegphenwent on to complete his allotment of 4 hoopsaking h(2), h(3), and h(4nd a final scattePeel of u at h(11), leaving the
balls as shown ikigurePR.45with u/k now having three DPTs and momediate need for £PTFEigurePRD. This was a very good
turn that made the allotted four hoops and was able to complete two Pietsdk close to 18 minutes.

Turn #1¢ rly (25:24): Matthew came on the lawn for his first turn with hiamQip on h(1), his CPT at h(5) and the abilitgtase
anyall2 ¥ { G S @ ith Reversamtth@®)ah(8)pr h(6). Matthew returned u, k, and y to their HorBases and then lifted r to k

1171 removed blue Reversals when they should have been red but maintained the correct count. | caught this error towardfrtbeswuidieo.

118 Two available balls for Reversals maResersalgasier to complete than CPTs.
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to start his turn FigurePR.46 Matthew rushed k to h(9) and tried the Reverse but failed. He made h(1) and tried the Reverse at h(8)

and succeeded. This required that tBeoreBoard be modified in three ways: We (i) removed@ierQa NB JSNEKMRa 5t ¢ X 3|
new CPT, as he no longer had 3 DP3 $ e happened to draw h(6and removed one of Matthe@ Reversals leaving twéjqure

PRE When play resumed, Matthewished Partner to h(5) but not into Peeling positiomade his way to h(2) with a very goxdl-

up and made h(2). Matthewhen tried the h(5) Peefrom very long range but was unsuccessful. Then Matttesting totally outof

character entirely missed a severe cut rush to h(3). His turneehwlith his TearrClip on h(3)EigurePR.47Needless to sayhis

was not a successful turn. Yes, a Reversal was completed, but the aggressive (dare we say overly aggressive?) playheaused Mat

to breakdown. Preaching a bit, weould like to suggedhat It is very important to balance hoapaking and Peeling. Failing in

either category can be a disast@ihis turn consumed 10 minutes.

Turn #2¢ u/k (35:00): Stephen took over with his Tea@lip on h(5). Hehoseto play uas Strikermoved r to its Hom@&ase and

placed u behind r with a rush to the eaBigure PR.48His CPT was at h(6) amdsingle potential Reversaf a Matthew DPT

remained at h(1). Given that he was ahead, Stephen decided to focus once agampleting his allotment of four hoops and

gettingagaina 3¢ DPT. He made h(5) and h(6) and then attempted but could not complete theF@atit h(6)and left k in

position instead He went off and made h(7), came back, athis time,completed the Peelbutit barely came through h(6)! The

board was adjusted moving the CPT at h(6) to become a DiPfiew CPT was not needdégurePRE. Then u escaped to h(8) with

r, which was the last of the 4 hoops possible irpBEQa o0 NBIF 1 ® ¢ KS NMza K -diwhishicgme off pSrfedily | OK I €
Stephen made h(8), attempted but failed the Reversal at h(1), and then moved k away from h(6) to establish the leave shown i
FigurePR.49'°. This was a conservative turn that accomplished its goal of keeping pressure on Mdttio@k.15 minutesgre-

completec{ ( S LIREDPT, and advancéds TeamClipfour hoops,to h(9), on schedule for a possibleTirn finish.

Turn #2¢rly (50:00yal GG KS¢g O2YSa 2y GKS 1oy 6A0K { 0SLKGSywasonh® widl& NE R2

al tiKSsQa g1 a 2y Koo dHKNEAIKISNYZ NBIZi { KSLIKS v Kaddhhiree remaintig KO MmO 8 |

wSOSNAEI f & (0 2Andto add iKsBlvt@igjury(iSiephen left no balls outsideAblgmentedB2 E | YR G KSNBF2NB al

could not move any of them to their HorBases?°. His only play at the start of his turn was to lift one of his balfsosition

One thing we talked about on the sideline while Matthew considered his options was that twpléifléd 5t ¢ 24X Koc 0 | YR
o0 K

were atthe saméJK @ 3 A O f K22 LJP | yR Kb c 0 "hdog). Thefelrg, & seaned logicd @oRtat 6 NS | | A

119 Had Steve failed at h(&8hen k would have been leftichesnorth of h(6) easy prey for a rusRPeel Reversal! Moving balls away from their position after
successful CPTs is always a good idea.

20HomeBases are intentionally neutral and available positions.
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Matthew would make his 4 allotted hoops, ending with his clip on h(7) while reversing the two sister DPTs. We diseussed ho
Stephen would find it difficulvith only four hoopso complete two CPTs and pegt both balls to winall in the same turn. But we
also discussed thastgphen most likely wouldot need tofinish on 3 turn in order to wih We noted that by ending hZ9turn on
h(7), presuming he got therdt, would bevirtually impossible for Matthew to finish on hi€ &irn, letting Stephendve a 4 turn that
wouldnot be faced with any more reversals from Matthewall his would be gondhen Stephen could attempt to finish dhtdrn

or use his reversals to prevent Matthew from finishing on fisirh, thereby setting Stephen up fon@asys5™ turn win....

ClearlyMatthew was not listeninginsteadof following ourmeageradvice Matthew lifted y out of the jaws of h(2) aridok a rush

on u, Figure PR.5MMatthew made h(3) and rushed Oppo to h(1) and Leeped it thereby moving S@dleamdip back from h(9)

to h(8) 12 Matthew made h(4) anthen didthe Reversal at h(9), removing one of Stephen DRileNB RdzOAy 3 al 1 KSéQa
Reversals to just one. At this point play stopped, the Reversed DPT was removemhcnagainStephen was given a CPT, this

time at h(9) FigurePRG. This combined actiogt [ SSLJ ' yR | wS@SNaAlIf o6& aldiKSgs s+ a& SEI
to finish on 3'turn remoteq he would need 5 hoops (4 hoops and a ProgResd), one CPT and a Rag.

. dzii al G KS ¢ Hemadenh)itrieiRtBeyPSaHat his CPT, h(5) yet agathfailed yet agairgoing to h(6). Matthew made
h(6) and then rushed Partner (r) to h(7) and completdtagress Peeladvancing his Tea@lip from h(7) to h(8), the same hoop
GKFG KSR {23FBaliK Batted hit/Oppb atlebout4 yards (1) and then set a very difficult leave for Stephen that ended
with y against the pedrigure PRXB This turn involved four hoops, and three Peels, each a different typdReversal, a Regress,

and a ProgresPeel An Amazing turnl8 minutes of high drama.

Turn #3¢ u/k (1:08:37) Stephen came on the lawn knowing that, realistically, neither he nor Matthew were going to wit on 3
turn. The most important thing that Matthewad doneduring his 29 turn was theRegressPeel It made Stephen start hig®3urn
with his TearrClip on h(8) instead of h(90 why not justfix it€ with a Progres$eel like the one Matthew didhe answer ithat
al i KSsQa t NRahdikedhad made 8liffour@f-hig &llotted hoops. Even if he could complete a PrBgedsStephen
would have to do it early in his break because the Progres$ does not grant a cleaning that would be needed to allow a

L1lplease noticethaa | G G KSg F2tf 2SR SadlroftAaKSR LINRPG202t o F NBphack koS h@)lton@) 2 F t SSt  / NP
immediately after completing the Leep and moved his own immediately after completing the Prétgeks

221t is important to remember that a team cannot get to a new CPT without completing its current one. Not to give awayythlewuthtatthew continued to
try and fail at h(5) for the rest of the game.
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subsequentpe@ dzil ® ¢ KSNBFT2NBZ S Itf 06StASOSR { &ctuinulgingSINRAaM@aE LI G K T
Reversing Matthew DPT at h(1).

Stephen had no balls to return to HorBaise. He chose k as Striker and lifted tBigurePR.52 He rushed u to h(3) hoping to
attempt the CPT butan uinto the right upright. Stephen moved u to Peel position with a taKegoing to y*?2. He rushed y off the
peg driving it out of bounds middle west. Now he needed to get to r to make h(8), his CHoept A takeoff from y to r left
Stephen with a reasonable cuish¢ but he hit it straight sending r east of h(8). He completed a wohudieoll-up but then failed at
h(8),FigurePR.53 There was no modification to the Scd8eard during this turn.

With this breakdown, the course of the game took a dramatic turn. Stephen had squandered an oppbitianityhe question was,
what should Matthew do?

Turn #3¢ rly (1:14): In order to finish on hisSTurn Matthew needed a ProgreBeel, Peels at two CPJene known, his nemesis at

h(5), and one yet to be@termined and Matthew would still need fpegout.h dzNJ ¢ RA 8 Odza da A2y é 2ywel(i KS @ARSZ?
thoughtitbestF 2 NJ al G KS¢ (2 F20dza 2y dzaAy3d KAa flFrad wSOSNEIf (2 NBR
DPT account from one to two. Stephen would probably not be able to finish, setting the stafjéufor glay.Matthew understood

our argumentg that at this stage of the game Progress and RegRessls lost their importance and that the game became a battle

of Peels and Reversasbut chose hi®wn, as he would latedescribe it, very aggressiapproachin an attempt to win this turn.

Sadly, iffailed...

Matthew did notreturn r to its HomeBaseas he might haveHe had other plans forfrom where it wvad He chosey as Striker and
gavey a rushon r, Figure PR.5Matthew rushed r to h(8) and attempted the Progrd3sel. It jawsedNow what? y could scatter
Peel u through at h(8) but it would be end of turn unless y could hit k, the other live ball in the same stiady Matthew
instead roqueted k, and then attempted the Peel of r at l@8p bombardk into r) as y went to which was conveniently left at
h(9)! It worked! Matthew completed the Progre$®eel, moved his clip from h(8) to h(9), and was ready to make;l@®his first of
four possible hoops

Matthew made h(9). Then, in an effort to keep his dream of finishing this turn alive, Matthew attempted the h(5) Peat éakad,
again but more importantly, ydid not get a good rush on k, the ba# need to make h(10). A heroicraltl) FI Af SRZ YR al
turn ended,FigurePR.55This turn took 8 minuteS.here was no change to the Sc&weard during this turn

B2 { dzLIISNI Y2404 2y {GSLIKSYyQa YAYR |id GKS (A Y &kMaithed if Splien falddahhi@h 2y o6+ a | f &2
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If the Peel at h(5) and the ralp to h(10)hadboth succeeded, then Matthew would have had two hoops within which to do a final
Peel (with aras yetunknown CPT) and P€ut. Possible but difficult.

Turn #4¢ u/k (1:22). Stephen came on the lawn still for h(8), still needing 5 hoops, one Peel and-alRdgr the win.We discussed
that the most productive thiphe could do was to Reverse Matth@wole DP;TReversal at h(1leaving Matthew needing to
complete 3 CPTs and Pegt in just four hoops for the win. It would also be desirable for Stetvagain tocomplete his 8 DPT
forcing Matthew to use his final Revergdiopefully in lieu of completing his own CPTs. Then Stephen could come on tfa lagn
5" turn needing no more than one MANd a Pegput to win.

Stephen chose k as Striker and lifted it toRigure56. Thenthere was a bit of confusion because ten conflateca | G 1 KS 6 Qa / t ¢
and DPT situations. In the spirit that we were operating, Matthew graciously had Stephen replay the start of Egdnrso,n the

end Stephen made only three of his four possible hoops [h(8), h(9), and h(10)], ended with hi€ligamh(11) and scattdéteeled

y at h(1), Reversing Matthe@BPTwhere FigurePR.5/&hows the ball positions at the end of his tukigurePRH shows the Score
Boardadjustedfor the Reversata I ( (0 KS g6 3 5NBIY 2 SRX FyR {GSLIKSyQa adzZlieée 2F wSg

Note that Stephen sacrificed his break to complete the Ralvéts was not going to finish this turn anyway, so it really did not
matter if he starts his%Sturn, presuming heat one (!), for h(1}, or h(12).

Turn #4¢ rly (1:39). Matthew now neeéd3 Peels and a Pegut this turn to win. In the alternative, Matthevoald give up finishing
FYR 62N G2 atz2¢ {GSLKSYQa"FTuRdDIl o/IOBEK SKQDKIF 1212 | 42 defSa @R ®BA ya @I
Turn by Reversing one of Stephen two DPTs and then making one of big conpleting his CPT e elusiveh(5)!

Matthew comes on the lawn for h(1@nd chose r as Strikdr. 0 SLIKSy Q&4 a Kl adéé¢ Sy R (Agnfered o NBI 1 |
Box which allowed Matthew to move u, k, and y back to their HBasesMatthew lifted r to y,FigurePR.58rushed y to h(5)and

tried to complete his CRDut failed. Matthew makes h(10) and tritde CPTagain, now orthe-way to h(11) and failed again, this

time putting y in a nofPeelable position against the right upright. At h(11), in an effort to give himself more tinwertplete other

Peels Matthew tried a Reverse onu as a Straight St ® ¢ KAa FFAfSR Fa RAR KA&a K22LJ GdGSYL)
hoop and no peelgigurePR.59 The turn took onl8 minutes.There was no change to the Sc&eard during this turn.

Turn #5¢ u/k (1:51):r/y left no balls outside the AugmenteBlox and so Sghen could notreturn any of them tatheir HomeBases.
His TeanrClip was on H(1) but Stephen was allocated four hoops: the remainiaditionalhoopsc h(11) and h(12) and then two

182



hoops indWrap-Arounc ¢ h(1) and h(2). Steve seemed in position to firgdte had four hoops but only needed to make two of
them. He needed one CPT, at h(9) and then he needed t@&teg

Stephenchose k as Striker and lifted it tofigure60. This seemed conservative at the time. The plan appeared to be to establish an
escape ball at h(9) with y, bring r into the mix and make h(11) with u. This would be followed by rushing u to h(9) aoithgttém

peel going to h(12). But Sieenhad difficulty maneuvering u to h(9) after making h(¢ 5o much so that his first Peel attempt only
took place after he madkoops,h(11), h(12), and h(1) and th&tephengave upmaking a # hoopat h(2)to facilitate thePeel.

That is,Stephenwas forced tausethe EscapeBall he had planned to use for h{®)gain access to u because [@tenhad

accidentally wireds from kin the rollup to h(9) The ScordBoard was updated for this Pe&ligurePRL. Steve now had 3 DPTs (and
did not need a CPT), but his turn endédl Theresult of thePeel left u and k just through h(®igure61. This turn took 9 minutes.

Turn #5¢ rly (2:00): Matthew came back on thawn for an unexpected'™Turn. He chose y as Striker and lifted it to k, ready to
attempt a rushPeel at h(4) as a Reversal of the DPT at R{@we62d al G 1 KSgQa 3I2 f Gdbacktd o, B RdzO S
to make one or two DPTs for himself. As we will, $¢8) once again stood in his way...

Matthew completed the rustPeel. The ScorBoard was changed to reflect the Reversal . $eS ge@difor a new CPTie drew

h(3), and tlat Matthew was now out of ReversaBigurePRJ Matthew made h(11) and tried his CPT at h(5) but failed. He made
h(12) and tried the Peel again and failed agédiHe made h(1}ried to Peel h(5and failed once more. Matthew then jawsgdn
h(5), finally getting something to work at h(5) (Bnding his turn as shown igurePR.63 This turn took approximately 12 minutes.

244 A& lFtglrea Srae F2N K2aS ¢ G O®coynntanandinlysia of (i BSHIKBYERA déh éndeducalidnall & A RX

125 Matthew took an unusual approach to this attempas a bombard peel. | did not understand it then and do not understand it now. From where | sat,
Matthew could have taken off from u to r, rushed r to h(5), peeled and gone.tdfkhe laterdiscussiorin the videoseems confused, it is becaukgas!

In his reviewof this turnBen wroteaboutanticipatingthe next drawg an interesting aspect of the ganvénen there are fewemaining blocks
Matthew had 2 hoops left and needed 3 Peels amkgout. Had the bombard worked, he would possibly have a rush to h(7) or if he got lucky and drew h(12)
he could attempt the ® peel on the way to k and thé%hoop [h(1)]. This would leave him time for HP on tA@&el and live ofPartner after he scores h(2) so

he couldPegout. ... Matthewdid mix up the fact that all he needed was to not draw h(10) as h(2) would also not allow him a reageebbleempt before
making h(1). He had a 50/50 chance of drawing a hoop he ¢®&aidbefore hitting k and making h(1) [7 or 12, not 2 or 10].
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Turn #6 ¢ u/k (2:13). Steve on the lawn fawhat wasthe final turn. He had four hoops to complete a final CPT, at &(@8) PegOut.
This seemed like an easy task, given that his T€amwas on h(2)Ve expected him to make h(2) and h(3) and then BRe#l at
h(3) to get his final DPT. He would then make h(4) and®gdaving h(5) available if something went wrohgtact, Stephen
forgot that he was peeling at h(3ndthought it wasat h(10) He lifted y to kFigure PR4 He made h(2), (3), h(4)and Peeled on
the way to h(5). This was followed by a successfuld@¢@nd the win! This turn took approximately 11 minutes.

THE STATE OF THE SCORE BOARD

Start Initial Draws Turn 1 by u/k Turn 1 by rly
u/k: CPT=h1,DPT=h4  u/k: CPT=h11,DPT=h4,hlu/k: no CPT DPT=h4,h1,h11  u/k: CPT=h6 DPT=h4,h1l
Start rly: CPT=h5,DPT=h8 rly: CPT=h5,DPT=h8 rly: CPT=h5, DPT=h8 rly: CPT=h5,DPT=h8
0 0 0 0 0
_ [ R IR R ell( 4 1 _ o ___|.4 .1 11 8.0 | 4 . 11
. of |8 | 9@l |6 |98 g |® 98 6 o |®iI| 9 6 o
o ol 3.8 oo i | [@3.].8 L G| |®.5 ] .8 o |®.5].8. -8
O o [©12] 1 o [912| 1 o |212] 1 o 9121 ®
PRA PRB PRC PRD PRE
Turn 2 by u/k Turn 2 by rly X Turn 4 by u/k Turn 5 by u/k Turn 5 by rly
u/k no CPT,DPT=h4,h6,h1 u/k CPT=h9, DPT=h6,h1 u/k CPT=h9,DPT=h6,h1 u/k no CPT,DPT=h9,h6,h1 u/k CPT=h3,DPT=h9, h6, h1
rly: CPT=h5,DPT=h8 rly: CPT=h5,DPT=h8 rly: CPT=h5,DPT=h8 r/y: CPT=h5,DPT=h8 rly: CPT=h5,DPT=h8
o 4.6 118 @9 | .6 119 (@9, | .6 119 |e 9.6 119 |e3|...6 1193
® 9 11 6 ¢ ® 4 | 11 6 ¢ ® 4 11 6 ® ® 4 11 6 @® ® 10 11 6 ®
5 |8 o] @5 8 | I 3T | I L 3= | I 3T =
012 | 1 ol |©012] 1 o [°©12 o [° 12 o [°©12 ®
PRF PRG PRH PRI PRJ
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TURN STARTING AND ENDING BALL ANP@RIHONS

u/k starts Turn #1 u/k ends Turn #1  rly starts Turn #1 rly ends Turruf starts Turn #2 u/k ends Turn #2

PR44: k as Striker PR45 PR46: r as Striker PR47 PRA48: u as Striker PR49

rly starts Turn #2 u/k starts Turn #8/k ends Turn #3 rly starts Turn #3  r/y ends Turn #3

PR50: y as Striker PR52: k as Striker PR54: y as Striker PR55
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u/k starts Turn #4 u/k ends Turn #4 r/gtarts Turn #4 rly ends Turn #4 u/k starts Turn #5 u/k ends Turn #5

PR56: k as Striker PR57 PR58: r as Striker PR59 PR60: k as Striker PR61

rly starts Turn #5 rly ends Turn #5 u/k starts Turn #6

PR62: y as Striker PR63 PR64: u as Striker
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IV.. SubstantiallyBeyond New Games with Fullength Turns
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MX t99] [/ whv] 9¢
THE RULES

t §8t / NRIdz8G odat / ¢00K& 802y (FRoyNdyl (RAF2 yf /2T 6K SONES | | c amPdk@ErerdiBgs  { G NA |
Leep or Peet at leastonce every two hoop¥®5. This is the Peel/Leep Requiremgnt 1 KS at [ wé ddelinés PEAS in A& S NIzt
I &adz0O0SaaFdzZ tSSt Y20Sa t | NIy SN A @bucdedsiul 2dep nmoyeS therdlevamtlalipl?2 & Q@  Of A
backwards one hoop.

=

.. Initial Clip PositionsA game starts with u on h(2), r on h(3), y on h(4) and k on h(5). Each team therefore begins with five points.

N

.. Winning the GameThe winner is the first team t@ach 26 byscoingthe remaining hoops for both of its balls andgagngout.
3.. Baulk LinesThe A and BBaulklines are extendedo encompass the full South and North boundaries

4..Leeps Peelsand BELPAIl successful Peels or Leéfsy 2 @S t SSt SSk[ SSLISSQa Of A LIJTRezING I NRK 0 |
should be moved immediately so that both sides can keep track of the updated Peel and Leep oppdriadtiéton to moving a
clip, a Peel or Leep is BreBktending; | & . Qiffit ts &iot a Reversal.

4.. ReversalsDuring a single turn, a Peel on a particular ball can be followed by a Leep on the same ball, or vice versa. This is called a
Reversal. The clip is moved appropriately after a Reversal, but the Reversal itself and any other Peels or Leeps olutingt ball
that turn are not breakextending.

5.. Starting the PLRThe PLR applies the 5" turn. However, it can start earliéf: (i) Ahoop is made without a roquet (i.e., an
opening shot from a baulk line) during the initial four turns; orAiipquet is made during the second, third or fourth turns.

126 For handicap purposes, this requirement can be extended to 3 or even 4 hoops.
1271f Striker and his Partner are both for the peg, then peggingPartner is deemed to be a Peel.

28Here is a list of starting clip positions, Legpops, and restilig clip positions after a successful Leep:
(1,not possible), (2,8,1), (3,7,2), (4,10,3) (5,9,4), (6,12,5), (7,11,6), (8,2,7), (9,1,8), (10,4,9), (11,3,10), REH5112)(
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7. Performancebased lifts:Once the opening four turns are completed, each turn starts from where the balls were left, or with a
lift-to-baulk, contact, or position depending on what Oppos achieved in their last turn:

) If a Peel or Leep was achiey@&lriker is entitled to play the balls as they lie or use @adHbaulk.

(i) No Peel ot eep was achieved but a hoop point was scofttiker is entitled to the options offered in (i) and additionally
Striker can use a l#b-contact.

(i)  No Peel or Leep was achieved, and no hoop point was sc8taker is entitled to the options offered in (ii) and
additionally Striker can use a Lift-Position'?°.

(iv)  PassingNotwithstanding (i), (ii) and (iii) abovéthe previous Striker did not Pass, then the CursBtriker can Pass
meaning not play a turn, leaving the balls where they are on the lawn. Following a Pass, the next Striker can play the balls
as they lieor use a liftto-baulk,but he cannot Passiowever, if the PLR has not been triggered during the first four turns,
then the 8" Turn cannot Pass.

The lift hoops found IMCdo not apply in PG for example, running h(7) and h(10) in the same turn with the first ball does not
concede contact, so long as the striker achieved a BELP during the turn.

8..End of the GameA ball from one team may not be pegged out by an GBpd. Striker can peg out Partner but only if both clips

of his team are on the peg. Peggiogt Partner is deemed to be a Peel and can be a BHiBre to pegput both balls results ithe

clip of the peggeaut ballbeingreturned to the peg and theeggedout ballbeingplaced anywhere ot KS o6 F dzf | f Ay Saz |
option.

1291f a roquet is not made with the first stroke after a-lift-position, then the turn ends, and any point scored in the stroke does not count.
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NOTES OReelCROQUET

Peel NRBIljdzSG oat/ é0 A& | GENARFYy(G 2F 1 aa20AFGA2Y [/ NRIdzSG o6da! [ €
conditions. It increases the importance of break playing skills and reduces the importance of shooting. It makes istasiar to
break in manyircumstancesut increases the difficulty of extending the break to its normal length and of avoiding giving the
Oppment an easy start to their next tur(Stephen Mulliner, 2017)

If we had all started with PC, we migtgverhaveplayedAC!(Peter Trimmer 2019)
INTRODUCTIOIStarting with Striker for h(1), the basic R€eing patternsc & & O K S Rafio&pa(k), Pees (p), and pegouts are:
StandardTriple [h1, h2, h3p1Q] [h4, h5, h6pll] [h7, h8,p12] [h9, h10, h1l, h12pegout
DelayedTriple [h1, h2, h3, h4, §, p(1Q [h6, h7, h8, h9p11] [h10, h11pl12] [h12], pegout
Sextuple: [h1, h2,p7] [h3, h4,p8] [h5, h6,p9] [h7, h8,p10] [h9, h10,p1]1] [h11,pl12] [h12], pegout

These schedules are encouraged byhkig) and h(10)lift rules of Advanced and SupAdvanced AC and the desire of players to
limit Oppacs toa singleor at mosttwo attempts to hitin.

Each pattern has well known variations that speed up or delay spBeifig = | YR aGAtt ljdzZr €t AT& FE2dN) 1 KS F
In AC, it is all about getting tHgeeb done by the end of the turn, not when they occur within the tudh the patterns listed above,

only the Sextuple qualifies @egak under the rules of PC. The Standard &elayedTriples complete the requiredees$, but do

not meet the PLR requirementa Leepor Peelevery two hoops. Thus, PC addinge dimensiorto AC'*°that we will now explore.

PC from 30,000 feet

In PC aPeeladds a point to the score ¢feef S Q & , mb8nlg i¥s clip forward one hoop; whilel@epdeducts a point from the
score ofLeefs $t@am, moving its clip backward one hooBalls begin for different hoopsu for h(2) and k for h(5), r for h(3) and

10¢ k SNBE  OF v 06 &it starts duith /StrikerNdk () & is equivalent to the final three Peels shown above in the Sextuple. We have not aeard of
Sextuple being completed in PC, but hopefully it is only a matter of time.
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y for h(4)¢ giving each team an initial score of five points, as well as unique Pé@ahg andLeepngopportunities. Before the

initial Striker is choserthere are four potentiaPees: u at h(2), r at h(3), y at h(4) and k at h(5), and four potebé&afs: u at h(8),

r at h(7), y at h(10), and k at h{8}, as shown in the figure presented belos in traditional AC, the first team to reach 26 points by
completing alremaininghoops for bothof its balls and peg them out wins the game

Initial Clip Positions

v oy
A

{

Y;;E

The eightPeeland LeepOppatunities reduce to sixnce the Striker is chosen. Thus, at the start of a turn, each Striker will have
access to thre®eek and thred_eers, unless one or more balls is on h(1poithe peg.(That is, @all cannot be_eeped from h(1)
and itcannot bepeggedout before Striker is also for the pgdhis set of BELRsolvesduring a turn as discussed below.

There are two fundamental rules in PC

1..The Peel/Leep Requiremefihe PLR): Striker may not score more than 2 hoops before achieving a BELP.

2..Reversals are not Break ExtendiAgReversabccurs when(i) An initial Peel on a ball is followed by a Leep ongameballin

the same turn or (ii)An initial Leep on a ball is followed by a Peel ongameballin the same turnlif a Peel or Leep is a Reversal,
then that Peel or Leep, and all subsequent Peels or Leeps on thahlh#, sameurn do not constitute BELPElowever, all such
Peels or Leeps will cause the relevant clip tmbeed The rationale for not allowing Reversals as BE #®gprevent a player from

131 Starting in the traditional manner, with all clips for h(1), rules out inites for all teamsas there is no logical way to move an h(1) clip backwards. It also
does not create variety in initial Peeling or Leepghihapps.
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leaving a ball at a hoop, Peeling in one direction to meet his PLR and then two hoops later Leeping in the other. Wipiledhlel c
move between hoops, the ball would not move much at all. it desirable andould trivialize thePLR.

Only the four traditional clips are uséa playout on the lawn during a PC game. However, in the diagrams in this seationly
this sectionwe identify clipsfor Peets andLeefs as coloicodedcartoonlike triangles pointing in the direction needed to score the
hoop.Peek andLeers that arepossible bunot BELPS§.e., Reversals), are in whitgtriker is identified by a circle of his color.

We begin with an example that focuses on clip movement, leaving the actual play of the balls to b fillethe reader. This
examplealsoconsiders PC from the Aferspective of trying to finish in two turrswe have k'3?run the first break and set a leave
rly fails to hit in u takes over, runs a second break, and then pagsk and u to win the gaméVe use insights from Chapterdt
this bookto choose between BEIGBppatunities.

A2TunFinisrg{ 2 2 KFiQa GKS . A3 5SIfK

Figure PC:1k isStrikerand is for h(5)All clips aren their startinghoops Weignore the openingitndhow k gets control of the balls,

leaving thesastopics for laterk can make h(5) and h(6) but théacesthe PLR; he needs a BELP if his break is to continue.

khas GLees/Peei (12 OK22a&S T NRYdPedloSRamardzTA NEK G O ¢ a4 REGAYy AXKBOF ff ¢ AlG A
because it advancd3artner. In AC thi$eelwould most likely be done as a Baeke| A-h(7). But in PC, with X=2 and k starting his

turn for h(5), thisPeelmust be donéN-h(7) if itisto serve asaBELPY (KA & OF aS3> dzQa LJ aal 3S G KNERdz3
Yy20H0O O2dzZ R o6f 2 OJ thels@ne hdol it tBeppdsiteditetioNIyy/R AKyOTr tiyetuie it dutiiifhab reason.

bSEGZ fSiQa Olzgpdt RarremMbt B(8)SThigisudotyatiractive because it takes a point away from the u/k team and
rules out break extendinBeet onPartner(u) later in this turn. It also involves a long raet(7) if k is to continue his break.

The TransiPees of r at h(3) ang at h(4) arealsounattractive¢ they give a point t@ppacs and involve long rushes to h(7). The
TransitLeepof y at h(10) is possiblgt takes a point away frodppacs, but it too involves a long rush after tRee| or a difficult
RollPeel with significant pull.

You may differ, butve think the best choice iseepngr at h(7). This is a Straigheep It would be considered riskier than the
TransitLeepof y at h(10)n T-ACbecause a failed Trand#eelis not usually breakending while a failed Straigiiteelcan be. But in

132 Throughout Chapterdf this bookwe were indifferent between u and k and had u run the first break and k the Peeling turn. But here starting with k matters
0SO0IKdzaS 1Qa adGINIAYy3I Of AL LRaAAGAZY A& Koplo GKAES dzQd Ada KOHOO®
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PC the failure of any type &%®elLeepwhen a BELP is needetkans the break cannot continueso thelack ofrush (escapen a
StraightPeelis to be preferred over a longishinvolvedin a TransHPeel

Figure PC:Thisfigurea K2 ga | FT2NJ KoT10 I yR NReelcligéshdwn baeit@ $Rvhité indzatinglthat, KO H O @ ¢
while feasible, iis notbreakextending k needs to make h(7) and h(8) and tHeeel Leepagain while progressing to h(9). There are

now only five break extending possibilities open t®kce again, the Leep on Partner u at h(7) is unattractive. The three remaining
Peels/Leeps on Opponents (r and y) are also unattractive because they involve long rushes. The best opportunity idrterPeel Pa

Fd KOnH0oX gKAOK 3IADSa dzx | écaukddhithe fast LegpRr islsiRilcof@Sently atlh(Wvahckidg a Of A LJ
the EscapeBallfor kto h(8). Peeling u at h(2) is our choice.

1Qa8 AYAGALIE LRaAldAz2Y h(8) 1k mi#Kes h@E& hKIB)p 0 3 Ko cC U
Lees r at h(7) Peek u at h(2) and sets a leave

YY VYV PV
e EYWE FEWE BE

I {

YAV Y¥° Y !“X Y-y

n

Figure PC.1 Figure PC.2 Figure PC.3 Figure PC.4
FigurePG:1 A& G KOédpO yR dzQa Of AL KFa 0SSy Y20SR (2 Koouvd | O2y
BELP, then he could set a leave as he makes h(11) and h(12) and end with his clip on the peg. But proceedinditoitbeziedq
options by taking away two easy BEigportunities ¢ Peelng Partnerat h(11)andh(12) Therefore k decides not to go to the peg.
Figure Pd&: This lawn shows the clip positions after k has progressed to h(11) and set a leave.
Figure PC:5/y failsto hit-in and u/k decides to plagheir back bally. This lawn shows u in his starting position at h(3). u wants to
finish the game this turn. He will need to make 10 hoops [§(3)L2)] and peg out u and k to win. This will require 4 BELPs and an
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additional break extension (also a BELP) that arises from the peggjirag Partner. But, before u can pegut k, u needso advance
k to the peg. Thus, two of the BELPs musPbet onPartner The others can beeefs orPees onOppos.

As an initial matter, u needs to make h(3) and h(4) and do hifstLeep All six possibilities are available. Buteeepon Partner

[k at h(3)] would be counterproductiveecause any further Peels on k in the turn would be Reversals, and hence would not be
breakextending, essentiallgreventing u from finishing this turn. While not forgetting the need for tw&eet onPartner, u

chooses the Translteepof r at h(8) W-h(5). It takes a point away fro®@ppcs and can be accomplished with a short rush (escape)
from h(8) to h(5)The other options involve longer rushes and/or give point®pmpcs.

dzQa Ay A (A brhakdsIA(8) & 6(4) 2u/makes h(5) & h(6) u makes h(7) & h(8) u makes h(9) & h (10) u makes h(11)&h(12)
Lees r at h(8) Peek k at h(11) Peek k at h(12) Lee y at h(10) and pegs out u&k
vV

. I ‘01 v
avn [RER [Fon on e

; ? B> B> B> <3
R PN FURE PSS T P

Figure PC.5 Figure PC.6 Figure PC.7 Figure PC.8 Figure PC.9 Figure PC.10

Figure PG:dz Kl & LINPINBaaSR (2 Kopu YR NRa Of ALl Ledpen r haddaask Scgnnad | O
be pushed back further than h(1). ThBeelis possible, but it would be a Reversal and therefore not besda&nding, so it is shown

in white. u needs to make h(5) and h(6) and tielor Leep Once again, theeepon Partneris ruled out because u wants to finish

and needs to advance k, not push it backward. There are three remaining optdresepor Peelon y or thePeelon k. The most
convenient option is t&Peelk Ah(6). In AC thi®eelwould normally be completed as a Bdegel

In PC, given the heightened importance of achieving a successfubr Peelye recommend playing to give Striker the option of
both a BackPeel or a Transi®eel where possible. So this example, Striker could keep their h(7) pioneer near to h(6), or at least
several yards south of h(#) keepthe TransitPeel optioropen As well as thispithe leadup play, Striker could playith the

intention ofattempting a BackPeel, with k as Receptidall, after h(6. We feel theoptimum methodor this would be to keep the
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EscapeBall for thePeelin a position slightly nortleastof h(6), so that after u runs the hoop and attempts BackPee] a jawsed
Peekemay be bombarded through using tBscapeBall, achieving the BELP in time so that u is able to continue itk.dfeafter u
runs h(6), k is not in an easi®gelable or jawsable position, then u has the option to switch back to the Trdres#l method by
roqueting the ball that would have been the escape ball, first.

Figure P@: u has progressed to h(7) and k to h(12). There is no longer a-brtakdingLeepon Partner¢ so kat h(6) is shown in
white. WhilePeet/Leefs on r/y are possible, once again u chooseBéelPartner. u will make h(7) and h(8) anlden attempt the
TransitPeelk at h(12) W-h(9). (This idamiliar to AC players dbe lastPed in aStandardTriple)

Figure P@&: u is now for h(9) and k has progressed to the peg. How&emingk at the peg is not possible until u is also for the peg
so thisPeelClipA & & K2 6y A ylLeapdt i(5). There dre na Breakx@rdingPees on r, and so u is left with ortiywo
choices, thePeelor Leepon y: that is, betweerPeelngy at h(4)or Leepngy at h(10).

The TransiPeelof yath(4) W-h(110 A & | g+ & FNRY dzQa ySEG OpEsldpoinkTyiededpgista | f 2y 3
h(10) A-h(10)or W-h(11)is the better choice. It has the right econongdaking a point away fronOppa and it should be easier to

execute. u will make h(9) and h(10) andthenrsgdedeepp LG A& LI2&AaA0fS (2-Le@@ YLI6 Gziv€l BKAYZ . 9|
recommendreating it as both a Backeep and &ransitLeepW-h(11)

Figure P@:dz Aa y2¢g FT2N) KOmmMO | YR @& ThePdeibfy ath(B is ahovarTiyfe PCAtGESVRite 6 | O (0 2
because it is possible but not breaktending.

Figure PAO: u and k are now both for the peg and therefore the pg of k by u becomes possible. That is, Beelof kat the peg
option that had beerunavailable is nowavailable and is shown returned to black from whRegging out k grants u one last break
extension that he needs and uses to peg himself out and win the game.

LS & Q &o the Yideos
The highlevel exploration of P{list presented examined two-turn finish thatis reminiscent ofwo-turn finishesin AC. Note
however that the second turn started with u at h@hot h(1), and because of the PLRyequiredfour BELPs to finisimstead of

three Peel! How influential are these changes? The answer can be determined by examining actudlgdajected four games to
study. One was from CllTbetween Stephen Mulliner and Jeff Soo (S2®24). The other three involved late tournament play from
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CIT II: Paddy Chapman and Ben Rothman (Cha@éd#), Jamie Burch and Stephen Mulliner (Bu&19) and the finals between
Jamie Burch and Paddy Chapman (Chap2@i?2).

Initial Clip Positiondn evaluating these scores, it is important to remember that each team starts with 5 pbiniéscan shorten a
game, but it also adds complicatiar{g it compresses theeing/Leepng activities into 21 rather than 26 points, and (ii) no ball
gets a full 12hoop turn. Furthermore, final score identifies a victor but does not tell if they inflicted or had to overcome setbacks
caused by ee in their path to 26.

Triggering the PLR PC, the PLR starts with the first ball to make a hooprogaet, or with the play of the Bturn, whichever
comes first. All initial turns can trigger the PLR, but none are forced to do so. Unless/until the PLR is triggerednglthedaitial
turns starts from the extended-Baulk or BBaulk lines.

In these four games the PLR was triggered once by'tizaR, twice by the 3 ball, and once by defauitthe 5" turn.

The turn after the PLR was triggeréithe team playing just after the PLR was first triggered played with different lift options

- Burch/Mulliner: Burch using a hfo-baulk was able to meet the PLR

- Rothman/Chapman: Rothman using position was able to meet the PLR

- Mulliner/Soo: Mulliner using position was able to meet the PLR

- . dzZNOKk/ KFLIYFYY . dzZNOK dzaAy3a LRaAldA2y gl a ofS G2cnh&€SG GKS
had multiple BELPs in that turn.

This suggests that openingdigcussedbelow), while interesting, are not as dominant a force in PC as they are in AC. This is because
of the omnipresencef the PLRor bothteams

# of Turns per gamé he number of turns ithesegameswere: 9, 10, 15, 1%, total of 53. Thisis evidence glust howmuch more
interactive P@s than AC where 5, 6 or 7 turn finishes are common among top glayer

Distribution of Lifts Each turn in a PC game starts with one of three bfisilk,contact, orposition. Across the four games
(i.e., during the 53 turns) there were ®4ulk, 9 contact, and 1positionlifts.
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BELRB: In order to extend a turra team must complete a BELP every two hoapkaster. In these games there were 45 BELPs. Of
these 29 werePeet and 16 werd.eeps. ThePeet were mostly done oRartner(21) but there were several done @ppo(8). In
contrast,Leefs were done only o®ppg neverPartner.

The economics dfeeing Oppog adding a point to their score, is the same as the economicsaging Partnerc taking a point away
from your score. However, the kneak ramifications are different due to the Reversal rule. Losing the right to gain a break
extension by.eepng Oppois not nearly as costly as losing the right to gain a break extensiBedigg Partner.

Types oPeek/Lees:. In the first chapter of this bookye described three types d?eek/Lees involving three or four balls that use
two hoops (2HP) in the procegBackPeek: Ah(), TransitdPees: W(), and StraigHeeet: S()We also identifiedPeel Leep
situations involving only a single hoop (HP). The discussion in the text was limRed#thees in the context of an cgoing break.
This discussion can be extended to situations involviRged Leepthat ismade withoutalso making a hoapAdditionally,the
analysis can be expanded to coligel/ Leefs that are possible but not breagxtendingg Reversa. All of these possibilities,
2-hoop, thoop, and éhoopPeet/Leers, were used in the examined games. Their occurrence is detailed in the next chart.

2-Hoop BELPs 1-H BELP 0O-H BELP Reversal Total
Ah()__ 5 W-h() 19 BQise 3  sh()_8 9 1 45

Types of BELPEhere were45 BELPs during the four gangaso Reversal$®. The two charts presented below organizes these

BELPs into the categories discussed above and include one other datg peliiseé ® ¢ KA & A & -Peelidestiidfby2 ¥ ¢ NJ y &
Wylie (page 12) and indicates a Trasi¥gtelor TransitLeepwhere there is the risk of failure caused by haviegee/Leepeeclog

0KS K22L) 2dzad 0 ST2NB { i NEaxdpk ifvS\eRe@ingPatnevath{l@ K oG R 8y A &KR&E O IOKIL ¥ A ¢
next hoop when it is h(3). In PC sucReelmay be the only way to progress, if two hoops have already been made.

The variety of BELR8e witnessed isvidence of the creativitgnd skillof these playergvolved.

BELPs 0 1
TURNS 12/14 16 3 2

N
w
N

5 total turns
51

w
—

133 There was confusion in the game between Burch and Chapman. A Reversal occurred but was not recorded.
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BELPs per Turifhere were 51 turns spread across these four games. Of these, 12 ocautinedvery start of the gamespre-PLR.
That leaves 39 turns when the PLR was in place. Of thes@@%, did not achieve a BELP,(81%, had a single BELP, argiZ3%,
had 2 or more BELPs. The most common number of BELPs per turn was either zero or 1 and occurregd7304wmith the PLR

Turn Starting Lift Baulk Contact Position Total
BELPS 9 6 10 25
Points Scored 20 7 18 45

Conclusioms: Taken together, the evidence from these four games st PC is extremely interactivi.also suggests that
multiple BELPs during a turn, while dramatic, are not the life blood of PC.

SOMETHINGS TO CONSIDER IN PC

1.. Sticking toPartneronlyPeelt Yl & &SSY G OA NI dz2 dza ¢ T 0 dzi 134 Simil@I}NSnniig& dall 6 & Rt Sa &
peg is fun, but it can limit the futurBeelng opportunities of yourPartner.

2.. Leepng Partneror Peeing Oppocan be a logical action (even though it helps yoppment economicallyif it facilitates the
continuation of your turn or prevent®ppos from getting an easy start.

3.. You may not want to wait until aftenakingthe last hoop in your limit before attemptingReel Leep It can beadvantageous to
make your first BELP attempt after yquenultimate hoop, allowing another chance if it faiBut remember, auccessfuéarly BELP
comes with a cost the need for another BELIB immediately renstituted, even if you had more hoops available in your previous
allotment. There im0 carryovemnf unused hoops no rest forthe weary!Therefore,If you find yourself in a good position for a Peel
or Leep after your penultimate hoop in your current PLR circuit, consider attempting to only jaRedlgethat way you can make
your final hoop and have an easy rd8belto meet your BELP and continue your break for at least another 2 hoops.

134The most consecutiveeeb on Partner | have seémvolved my(Howard)own game with Stephen Mullinerwas playing u/k as an X=3. Stephen played rly
as an X=2. During some initial play, Stephen advanced y from h(4) to h(8). Then I played, but jawsed h(2) with u. Stepimethedawn with r for h(3) and
y for h(8). He played r with a lifo-position, RuskPeeled u at h(2) and then ran the 5 final Peels on y in the Sextuple format as oathoeel
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4..1n TAC he break comes firgt the Peelcan bedone later, and if you never complete tiRee| then at least the break continues.
In PC, failure td?eelor Leepafter making2 hoopsmeans that the break cannot continu@/henapproachingyour hoop limit,
sending an extr&scapeBallto the Peeing/Leepng hoop may be desirablddditionally when you have reached yo@#oop
allotment, the risk of alraight-Peelis moreacceptablehan in traditionatAC. Striker may even attempt ti@raight-Peelas a
TransitPeelwhile still alive on a'8ball. This would allow a possible bombard of a reluctant (jawBegke to preserve the break.

5.. If aPeelor Leepis not madean the normal coursef aturn, it may be advantageous to complete cag you leave the lawihink
bombardment andScatterPeet! It may mean the difference between conceding athftbaulk and a liftto-position.

6.. @ming on for &urn and just completing 8eelor Leepcan be a good strategyit limits Oppcs to a liftto-baulk, but be careful
doing this at outward corner hoops, where they may be able to immediateiy laihd reverse th&eelLeep Also, be aware that
Opposmaybe able to Bss if they do not like your leave.

7..Peeing Oppothrough one or more of his latter hoops may force him to give up an additional lift option if/when he chooses to
play that ball. That is, your action may cause him to run out of hoops before he can sBPegpLzep

8.. Having multiple BELdpportunities at the same physical hoop is always useful. Most delightful is Whemercan bePeeéd [say
at h(3) andOppo can belLeeped[say at h(1()at the same physical hootriker can do one and then come back two hoops later
and do the other oneisingthe first BELP ball as the escape aftersheond

9.. The greatly increased importance placedRaeing in PC means an analysis of the most succadstihg methods is required.
Hence Peek played without pull are generally the most optimal (if available) followeBd®k played forcefully but with pull. The
Peelleast likely to succeed is one played gently and with pull, so thought should be given to placement of escape balls @rsd pione
with this in mind.
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OPENING TURNS

G¢CKS tFNBS ydzYoSNI 2F AYLRYRSNIOGES FILOG2NR Ay Yz2al 2XSyAy3a
{2 YdzOK RSLISYRa dzLl2y 2dzRIAYSyld 2y GKS RIFIe& GKFG 2yS Oy Yl
(Wylie,Expert Croquet Tacticpages 130,131)

2AYYAY3I GKS 2LISYAy3a Ay '/ A& 3l Ay Algalded coplekities/MakeIvhat WyyieRsaidt NHizy y A Y
aboutobjective evaluatiordoubly true What follows iSncomplete anecdotaland just aropening salvdo encourage discussion.

Comparing RulesAC and PGANe comparethe rulesof AC and P&nd then turn to the main everg the triggering of the PLR.

AC (i) All clips start on h(1Buperstition aside, ball color should not influence the order of p{ayTheballs enter seriatim, and all

do so from the A or Baulk lines unless the preceding ball progresses beyond h(7) in Super Advanced AC, or beyond h(10) in
Advanced AC, in which case the augmented optional lift rules apply: contact or maybe position in Super Advanced anad contact i
Advanced(iii) dNormak play starts with the 8§ turn with the balls played from where they were left at the end of tifetdrn

(unless a lift hoop is made during that turn). Either ball can be plaget turn and can progress are far as it wants within the 12
hoop limit

PC (i) Clips start on different hoops: u for h(2), r for h(3), y for h(4) and k for h(5). Thus, color m@fté&ise four balls enter

seriatim They are scheduled o so fromextended A or Baulk lines'®. (ii)¢ KS t [ w NBalINAROGa | RIIFIYyOSYSyY
hoops without a BELP and can apply as soon as the firsif itathakesits hoop, or to 2"9, 39, or 4" balls if they are the first to make

a hoop and/or a roquet.

Triggeringthe PLRThe mostfundamentalrule of PC is thabtrikermay not score more tha hoop points in a turn before achieving
a Break Extendingeepor Peel(BELP)Whenexactly the PLR is triggeresla major element of the opening ofPeelCroquet game
and is under the control of the playersstarts no later than the Bturn but can be triggered earlier if one of the first four balls
makes its hoop with an opening baulk line shot, or if it roquets another ball already out on the lawn. Once triggeneectihier
BELPapplies to the orgoing turn and to all subsequent turns.

135The extended baulk lines make-his easier but still noteasy
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The Opening Turns of the First Four Balls

All balls must enter the game, none daass.In the absence of a PitRggering eventthe first four ballsenter the gamerom the
A- or BBaulk Linedf the PLR is triggered during the initial three turns, thiae lift opportunities ofthe next Strikerare based upon
the performance of the previouStriker.

if the previousStrikerachieved one or morBELB and any number of hoops (even zero), then the cur&nkercan useonly alift
to baulk. If the previous Striker made one or more hoops, buiReet or Lees, then the currentStrikercanuse alift-to-baulkor a
lift to contact Finally, if the previouStrikerdid not make a hoop or BELPthen the currentStrikercan use dift-to-baulk alift -to-
contactor alift-to-position

The first four turns create an environment where one teamiriyating the PLR before it is required, takes on the PLR for itself but
alsoforcesthe otherteamto play with the early PLR. A team would do this if the expected value of this action is in theiWVéeor.
to trigger the PLR is complicated and influenced by the color of the balls.

The Play of the®Turn and Beyond

The lift options open on'turn depend on whether or not the PLR was triggered in the previous four turns. If it was triggered then
the options are the same as those listed above for the initial four turns with the addition thafther®, now a ball already in play,
can Pass. However, if the PLR was not triggered edhar the PLR starts with thi$"§urn, and this turn cannot Pass.

All turns beyond the 8 have the options listed above and the ability to Pass, as long as the previous Striker did not pass.
Working Backwards
5% Turn: Suppose the PLR is not triggered by the first four bale. 3" turn starts wth the PLR in place but without the possibility of
PassingFailingon 5" turn to make a hoop and/or a Peel/Leep will give tHetérn an enhanced lift contact orposition To prevent
this from happening,8i dzNy Yl & gl y i (2 aO21 & dzL¥ G 2%%c23"Surmnd FhisindySeno | £ £ & G KI

influence play by the®turn, encouraging that ball to attempt to start the PLR or to go to a position that limits the value of the
proximity that the 3 ball gained...
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4" Turn: Suppose thes, 29 and 39 balls havenot triggeredthe PLR. It is thefball to play. This ballill play from one of the baulk
linesand can shoot to a position that doast trigger the PLR which would leave the team that played tharid 3¢ turns to deal

with the PLR on®turn. Or the 4 ball can attempt to trigger the PLR and get started, now with all four balls. Whether or not to do
this will depend on the ball positions and the confidence that théadll has in what he can accomplish. The prize would be to force
the 5" ball to play from a disadvantageous-ift-baulk position but this iscountered by the B (i dzNapilidydo Pass.

39 Turn: Now go back one turrBupposehe first two balls have playedithout triggering the PLRHE 39 ball has a choice. Clearly
it can avoid triggering the PLR and turn the problem over to thball. But the 3! ball could also attempt to trigger the PLR. If it is
able to complete @eelor Leep(with just 3 balls) then the®ball will be forced to start with just baulk and be subject to the PLR,
which may cause it to faigiving the % turn a lift-to-position (if the 4 ball has ndPeet/Leegs or hoops) or a lifto-contact (f the

4" ball makes one or more hoops but hasPeet orLeefs).

2" Turn: Go back one more turrBupposethe 15t ball has playedvithout triggering the PLRhE 2" ball has the choice. Clearly it
can avoid triggering the PLR and turn the situation over to thbal. But the 29 ball can also attempt to trigger the PLR. While
possible, if the $ball is poorly placed(!), Beel Leepis unlikely, but having the"2ball make a hoop either directly from baulk or
more likely by hitting the $ball and then taking off or rolling to his hoop is doable. This would trigger the PLR antf bai¢ 3
contact but that may not be enough, whichuld benefitthe #6 I f f X

15t Turn: Finally, the T ball can certainly avoid triggering the PLR. But it too can set things in motion with a hoop shot completed
from baulk. This would enhance the lift options of tH€ [2all (to contact from baulk) but it could enhance the options for tHeball

(or the 5" ball) to contact or position, depending on the performance of the intervening balls, all of which would be subject to the
PLR on their opening turns.

Color and the Opening Turns
This discussioso farhasintentionally not identified balls by color. Under the rules of PC, all of the balls have a chance of going first.

And, given the extended baulkds, each ball has a possible opening shot at its starting Qaoand k fromA-Baulk, at h(2) and
h(5), and r and y frorB-Baulk, at i{3) and h(4)So far theras no clear evidence or consensus as to whether it is advantageous to
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play u/k (starting clips of 2 and 5) or r/y (starting clips of 3 &%)hat said, r has the most realistic chance of shooting and making
his hoop.So,the play of rcantake on special significance for all turns, but especially turns 1 and 2.

Sample Openings
Without professing to be complete, here are two examples of openings.

In FigurePC.11%, r opensthe gameby shooting to the middle of the east boundary.follows goingmid-west, and then
y goesnorth of u.The first three balls have not triggered the PLR. It e 4" ball to play. Whashould k do’k can attempt to get
started, or k canfinesse

k attempts to get started:In an AC game all clips would be on h{¥&would probably shook from A-Baulk & adouble targetlined
up betweenu and y and havereeasy start ifve hit in ¢ making h(1) and h(2) with y and u, and picking up r after h(3), etc.

In PC, things are different, the balls are not for h(1). Instead, u is for h(2), r for h(3), k fankl($)for h(4). The baulk lines are
extended and there is the PLR to worry about. k could shoot from the exteBdadilk, at y and pbut now with a shorter double
target. If k hits in, then he can start a break but can only make h(5) and h(6) before being required to meet We €irRsee k

hitting u and then moving u toward h(€)as pioneer while gaining a rush on y to h(5) followed by sending y to reception as k goes
to position at h(5)FigurePC.1238 After making h(5) k needs to arrang®eelLeep The best, most economiand easiest would

be theLeepof y at h(10), as set up for FigurePC.13as k goes to position at h(6). k makes h(6), sends u as pioneer th. &€,y

at h(10), escapes to h(7) with r and sets up to make KigurePC.14

136t | RRe / KI LYo NAIDBSEN2Y 2y GKA& A& (KFG LOKhGLIBNERYNAE & A ¥ LA 8 K 6-Bodpr N & K § KIQ|
break to get a ball tt(7)and a potential (difficult!) finish. But the videos ardl 3n favour of red and yellow.

137 please note that only the standard clips are shown. It is up to the player to imagine the others.

138 3ending y to h(6) may be easier, but that would set up for Peels/Leeps at h(7)/h(2) which would be difficult to compleferwi(r).
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r mid-east, umid-west, y north of u k to play

k hits in k makes h(5) k makes h(6) k finesses
Start starts break at h(5)sets upLeep y at h(10) completesLeep going to c3

PC11 PC12 PC13 PC14 PC15

This is dldoable, but difficult, angberhapsnot optimal...

k finessesWith three balls having played before him amavingnot triggering the PLRsahe 4" ball, k does not face the PLR and
does not have to attempt a break. One possible response is for k to be setatosi3°, FigurePC.15It will be r/y to playthe 5"
turn facing the PLRith only a liftto-baulk.We suspect r would play starting with a croquet shot on k sending k to h(4) going to
y and u, and then using one of them to get a rush on the other to score h(3). Thiedet&ieepopportunityis probably to_eepk at
h(9) after making ). But failure will definitely leave balls on the lawn for the benefit ofq#kgood reason for k to show patience
by finessingK

In FigurePC.16 realizes that going to midast or west may not be profitable and instead goesaad the pegThis time u/k
places uon c2.The equivalenin AC would b& super shot opening bywith u responding by going just south of g2vould shoot
atuand could run 9 if he hits. If nadhen k may have a double and a good chance of getting staxted

B9 v2GKSN) LI2aaArAoAtAde Aa G2 LI

O
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r toward the peg, u to c2, y to play

y sends u to h(5) y makes h(4) y makes hd) y makes h(5)
Start rushes r to h(4) sends rto E(Q) r to pivot sets contact leave
o) o)
v x . v v . ¥
A & ¢ A & ¢ A ¢
L n i n 0
@ i i { o i ®
o @
- i ; - io i -. og n ! g n - : n
PC16 PC.7 PC18 PC19 PC20

In PC, y can take croquet on u sending it to h(5) while gaining a rush on r to h(4), and then positiorFagureRC.17 Assuming

y makes h(4) he should also be able to make h(5) but would then need to Peel ofheepost economical BELP would be to
attempt the Leep of u at h(8). After making h(4), y sends r to E(6,1) as he gains positionEgh(BPRC.18 Then y would make

h(5), rush u to ) and attempt the Leep. However, failure would probably leave u closeBaudk and an easy start for

k with at least two balls on the lawn. Alternatively, y could decide he was happy with just making two hoops. Here heogitaid p
the balls as shown iRigurePC.19nstead ofFigurePC.18 make h(5) and then be in a position to set the contact leave shown in
Figure PC.20The &' ball k will probably begin his turn with contact and all 4 balls on the lawn with better prospects of a Peel/Leep.

The Evolution of Rules frorheaves

During CIT, Stephen Mulliner realized that turn that wentHHRHHcould be used to deadly effecthis is the Aunt Emma Turn of
PC that, in honor of its finder, we have named the Uncle Stephend8T. It involves(r/y) coming on the lawnmakingtwo hoops
whilesettingup ¥ 2 NJ (i K S BELR toinplefing thé BEBRd then makingwo more hoopswhile setting &iller leave Possible
leavesare shown irFiguresPC.21PC.22andPC.23 All players quickly decided that tidell boundaryg leave,FigurePC.23vas the
easiest to set and the most damnirigwas universally adopted at the end of a tuirat did not end with a breaklown.
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PC.21 PC.22 PC.23 PC.24

Under the originaPCrules(2017) the next team (u/k) comesnto the lawn with only a lifto-baulk. If u/k misses then, r/y takes
over with a liftto-position and the significant prospect of anotheBUBYCIT 1{2019) we modified the rules to say that r/y was
free to set any leave it wants, but u/k cannot be forced to play with only-tolitaulktwice in a row Here two or more USTan
happen in a row, but u/k is awarded aifi-contact after a 29. We left itto u/k to keep track and demand his contaastead of
baulk lift

In subsequent playwe have discovered that turn involvingnakingtwo hoops (HH) or just single hoogH) but not eventrying to
complete a BELRanend witha leave like that shown iRigurePC.23This can lead to seriesof turns where each team takes
contact ekes out a hoofor two) and gets off the lawnTodiminish the value athis type of turn as well aghe originalconcernfor
USTswe havemodified the rulesIn the current rules, we have reinstated the optionakHiiftposition after each time a team fails to
Hoop or Peel, but nowllow a teamwith only a liftto-baulkto dPass. Ateamthat, for any reasondoesnot want to play from a
leaveOppos just setan Passg not play the turn Fdlowing a Passhe team responsible for theffendingleavecanplay the balls as
they lie orlift either ball of their side to any point on a baulk lin€ritically,they cannotPasd

With this newrule, rly settingaleave like the one shown FRigurePC.23s riskybecause u/k caass forcing r/y to play the balls

from where they areor with a less advantageous #fi-baulk.We believe this will lead to more leaves likgurePC.24vhich makes
it easier for u/k and r/y to get started and hence diminishes the value oP#ss.
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An Amazing Turn

Jamie Burch reached the finals of the PC tournament in CIT Il against Paddy Chapman. Playing r/y, daaueazaty turn. It
involved making 8 hoops, and in the process completing 5 BELPs: 4 ladleps Oppa; and one Peet on Partner. The video of this
turn is available on the website. Here we provide a description and the timing of the ewetie videothat tries to do justice to

its brilliance. We have identified noteworthy shots with an (!) and the BELPs as LEEPs or PEELS, as appropriate.

Start make h(3) make h(4) Leep u@h(12) make h(5)
15:10 16:23 18:54 20:26
)
n (n) n O j/ n n n (0
i N o AA AA
I I { U
(o] ° ..
) M m D e m
m n *u n n 4 g " t n
O
()
PC.25 PC.26 PC.27 PC.28

Jamie started ifrigure PC.2%ith a lift-to-baulk. r and y were for h(3) and u and k were for h(6). u, r, and y were all on the west
boundary far from h(3) and k was in the jaws of h(The prospects for starting a break, let alone completing a BELP look remote.
Jamie could follow 2HP, making h(3) and h(4) and Breslor leep.But where and with which ball? With only a-iftbaulkz Wl YA S Q&
choices were severely limited. He chose to try for the Leep of Oppo back from h(6)l¢éepifty at h(12).

Jamie picked r as Striker, went to the extendeBailk, and rushed y near to u. Then r took off to the west of u and rushed u to h(3)

() and made h(3)kigure P@6. HOOPRT rushed u north of k, sent u toward h(12) while gaining rush on k. k was rushed out of the

jaws and toward h(12), and then r took off to the west of y (!), rushed y to h(4) (), and then madgige PC.2HOOP.

Having made two hoops Jamie needed an immediate BELP or his break would end. He rushed y to the east of h(12) andutook off to
NHza KSR dz 12 KomHOX f SSLISR A G LEBPWhie gdirdy @ XKWhat maz@ éhis $péchallis thathie YeepK ¢ ¢ 0
Fd KOémMHUO O2dz R KI @S 06 f @caeShiougidyE2) alloivings 10 rdgh kidozh(5)Yahdlcrequd ib tp leep
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position as r went to position at h(5). r then made h@)ding up right near kKigure PC.281OO0Pr tapped k, and then leeped k at
h(12),LEEPY2 @Ay 3 1 Qa Of A L) F NP Y Hé&eJandie choseQq uselioflly okkedhpap Betwdeh BBLBs. ( 2  dzod

Leep k @h(12) make h(6) make h(7) leep k @ h(9) make h(8) make h(9)
21:59 23:46 25:18 26:53

PC.29 PC.30 PC.31 PC.32

Next, Jamie followed 2HP to set up for andcexecute his next BELP: He used u to get to y and then rushed y to h(6), and made it,
Figure PC.2HOOPJamie rushed androquetedy to what would becomé&scapeBallposition for h(8), while going to k. k was
rushed to h(9) in the hopes of another leep, while r took off to u at h(7) and madeRigdaye PC.30HOOP.

At this point,Jamie has completed two hoops in a row and needs a BELP.dldm@ get a forward rush out of h(Qptakes off
from u near h(7) towards k, rushes k to positarh(9)and leeps tLEEPY 2 Ay 3 1 Q& Of ALJ FNRBY Kop0 ol O]
ony to h(8) (!). r rushes y to h(8), and makekigure PC.3HOOP.This is the first hoop in a new 2HP cycle.

Jamie sends y to h(10) while going to u. u is rushed and croqueted toward h(4) as r goes to k. r uses k to rmirakerd@L.32
HOOP This is the second hoop in the 2HP cycle. It is time for the BELP.
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Leep u@h(9) make h(10Peely @h(3) set leave

28:38 30:15
= A (o] =
n ¥ n n v g
n 5 n
{ {
0 ) 00 =
m vy # m e
PC.33 PC.34

r roquets k and then croquets k toward the east boundary gaining a rush on u. u is rushed to position and4eaped|lsending u
most of the way to h(10) (!},EEPas r goes to y at h(10). r makes h(HQOPFigure PC.33

This hoop could be part of a new 2HP proaessaking h(10) and h(11) and th&eeing y at h(3). But Jamie had a different idea

he wanted to stop before making h(11) leaving y the relatively &g on r at h(11) and h(12) to be part of what he hoped would

be a finishing turn for y. The further along y is when he takes over, the easier it should be for y to finish. Therefarepadie

h(10) he went to y and tried thReelc which was severely anglegand succeeded?EEL!),F R @ y OA y &@m g3a h(4Ddsx LI F NJ
went to u.

Then Jamie ended this wonderful turn by roqueting u and rolling both r and u out on the west bouridang, PC.345adly, it was
not enough. Later mishaps caused Jamie to lose to Paddy.
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2.. AG3BO
RULES

AG3BO stands for Association Croquet with-B&l Opening. It igoverned by AC Rules as modified herdine rulesesultsin a
period of 3Ball playwherea 10 I £ £ (i S Ihasoné lialin theégdme and one ball kept otitg & . Y h € 0 ZballtegamR |
0 & H thatdasboth balls in the game. The eventual enimjo the gameof the BKO is a kestrategicelement. All special rules
related to the initial period of Ball play, except those associated with defining lift hoops, cease to exist afteKiDeeBters,
returning an AG3BO game to &AC game. In ABBO, either team can finish in two turns: The 2BT withBalBDoublePee| the
1BT with a 4all QuadruplePeel There are Standard, Advanced and Sufsdvanced versions of the game as noted below.

During the period of Ball play:
1. Marking-in Balls:Balls are markedh one yard at the end of all turns. However, until the BKO entkesnextStriker can
a. Remark any/all ballsesiding between thd- and 4yardinesto the 4yard-line at any time during &urn.
b. Mark-in balls that cross a boundary line to the 1 eyad-lines.
c. Use theA-Baulk andB-Baulk lines from the 1 or-lard-lines.
The 4yard markin option isnot available in Advanced or Super AdvanceeBBQ

2. Opening:The first three balls enténgthe game do so from th&-Baulk or theB-Baulk linegat either 1 or 4 yards)

a. The first ball enters and can progress, perhaps makfhpamd H2).

b. The second ball enters and can progress but cannot make another hoop after making the-Fidgpdsee rule 4).

c. Finally, the 3 ball has a choice: To enter the game or be kept Huhe 39 ball is kept out, then the @ball must
enter. If the 39 ball enters then the % ball cannot enter the game until later (i.e., as specified in rulg\dlichever
ball enters can progress (make hoops) subject to the rules herein.

210



3. Lift-Hoops:The 2BT has one liftoop¢ h(11) the 1BT haswo lift-hoopsg h(9) and h(11)These remaiim placethroughout
the gameg during the period of Ball play andhem return to FAC rules.

a. Scoring a lifhoop byStrikerBallgives the other team an optional lfo-position.Pees do not trigger this option.
b. Until the BKO enters, the 1BT cannot make twehdbps in a single turn.

4. The TriggeiHoop: An AC3BO games starts with a Triggdoop in place. In the standard ganhés h(8).

a. The BKO cannot enter the game until one side scores the THitmy with their StrikeiBall

b. TheTrigget 22 L) A& G ¢ NAIISNBRE |agiStrikek Bne 6f yh&threeallsiiftBe ganuzNdfress K S NB
Once triggered this hoop loses its special status.

c. When Striker scores thiaen TriggerHoop, he may no&lso score &ft-hoop in the same turn

d. The peggingut of any ball by either teartriggers theTriggerHoop

5. Failure by theStriker of the2BT toMake a Hoodor Himself If the Striker of the2BT fails to make at least one hofop
himself peels do not couttduring ay turn, includinghisfirst turn as the 2BTthen the 1BT can start its next turn with an
optional lift-to-baulk. The 1BT loses this option when the BKO enters the game, and wisikeasthe single ball of the
1BT has made the Triggeioop.

6. Entrance of the BKO and Return T6AC RulesThe BKO enters the game from theot 4-yard-line of A-Baulk orB-Baulk.
After the BKO has been positioned for its initial shmtt beforehis firstshot is takenthe rules of an AGBO game revert to
T-ACruleswith the exception that the lifhoopsremain as specified in rule Blormal AC rules (IHio-baulk and liftto
contact) apply to scoring lift hoopkiftsto-position are no longer conceded.

Advancedand SuperAdvancedPlay:4-yard markin and 4yard baulk linest@ not available ilAdvanced or Super Advanced Play.
In addition, inSuperAdvancedthelift-hoop for the 2BT ik(10) The lifthoops for the 1BT are(7) and h(1Q)The TriggeHoop is
h(6). Finishing in two turns requires the 2BT to run a T+i@elwith just 3 balls, or the 1BT to run a Sextuple using all 4 balls.

Mixed-Play. One team can us&tandard rules while the other uses Advance&uper Advancediles. InSuperAdvarced, the
TriggerHoop for bothteamsis W6).
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NOTE®N AC3BOM0
INTRODUCTION

AGC3BO follows AC rules with modifications that initially promote breaksRewbs conducted with just three balls but ultimately
encourage them with all four.

AG3BO adds six rules. Rules 2,3,4 and 6 are discussed immediately below, whileaindésake presented later in these notes

The Opening (Rule 2The first two ballenter asin ACThen the 3 ball has a choiceit can enter the game or stay out.
If the 39 ball stays out, then the®™ball must enter. If the 8 ball enters then the % ball must stay out. This start creates a
oneol ff GSIY O060f¢cAdSEYI OB dzib 6 d yRh ¢ v-RllplajddSidsh 2 R 2 F o

The TriggeHoop (Rule 4)The BKO must stay out until one of the balls in the game as StA&es o not count!) makes
0KS a4 BRIE DNIC-Kddp igh(8nFha Stantiarcand Advanced/ersiors of the gameandit is W6) in Super
Advanced. Once the Triggétoop is made, then, on any subsequent turn of the 1BT, therB&Center the game, but it is
not required to

The front ball of a teargannota (1 NJ tHeaT8gydrHoopandthen make dlift-hoop in a single turn.

The LiftHoops (Rule 3)in Standarcand Advancegdthe 2BT has a single diifbop which i$(11) The 1BT has two lift hoogs
h(9) and h(11)In SuperAdvanced, thesinglelift-hoop for the 2BT ib(10) The 2 lifthoops for the 1BT are(7) and h(1Q)

During the period of ®Ball play, running a lithoop by the Striker of one tean®Péet do not count!) gives th®ppasing team
a lift-to-position. Also, during the period of-Ball play, the 1BT can make only one lift hoop in a turn.

Return to AC Rules (Rule @)he designation of the IHhoops endures, but all other ABBO rule modifications cease to apply
once the BKO enters the gamia.particular,while the designation of lift hoops remains, the lifts themselves revert to baulk
or contact¢ no more liftto-position.

1401 want to thank David Bent fdrelpful comments and suggestions initial versions of this game
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STRATEGIC IMPLICATIOMS:goaln AG3BO, as in AC, is to be the first team to accumulate 26 points. During the peridghibf 3

play only the 2BT can finish. However, the rulesebACh Ay Sy A2yt £ & AYLISRS Rill&sS andgP I NS & a
The 2BT can finish a game on #t$tArn, but to do so requires it to complete a Dout®eelconducted with just three balls in

Standardand Advancegand a TriplePeelconducted with just three balls iBuperAdvanced.

The 1BT can run an initial break withh&ls making the Triggéfoop. This if(8)in the Standarc&and Advance@nd h6) in Super
Advanced. But the 1BT must stop its initial break with its clipherfirst of its two lifthoops. Thsish(9)in Standardand Advanced
andh(7)in SuperAdvancedRule 3. On any subsequent turn, the 1BT can (but does not haydtmmg in the BKCRule 4. With all
four balls on the lawn, the 1BJnow with two ballsg can finish on its second turn by completing a Quadrig@elin Standardcand
Advancedand a Sextuplen the SuperAdvanced; in all cases conducted under normal AC rulBslle 6)

Double and Tripldees with just three balls, and Quads and Sextuples with all fouratatee foundation of AE3BO. Clearly these
strategies are elegant to contemplate but challenging to implement. Their difficulty encourages the study of alternatives and
fallbacks for when things do not go as planned.

HOW AC AND A8BBO DIFFER

There are differences between AC and38D that arise at the beginning of a game, continue during the perioeBafl play, and
disappear with the entry of the BKO, thié Ball. Notable ones includg:

a. Marking in Balls (Rule 1Balls are marked in one yardTrPAC. However, during the period ofBall play in AGBO, balls are
YENLI SR Ay M 2N n &l NR&Z IAdBauk antRIBiulk MEszre avhilable dryboth thearid Xyiakl 2 y | f £ &
f AySasz | 3 Ay =This thodifiedl Marih Sdddldre facllifitds Brgfatb development and expeditesBfay

b. Incidence of 3Ball Play:3-ball play occurs in ®AC game with the initial play of thé®®all and can involve a single shot or a
3-Ball break, perhaps even to the peg. THeb4ll then enters. Late in ®AC game, play can return tdalls if one ball is
pegged out, leaving a@n-1 end game.

141 The discussiohereinwill focus onthe Standardversion ofAG3BO.

142 Cannons generatedfter marking in ballg-yards must be played from theyhrd line
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In contrast, an AGBO game starts out as, and stays at, orthalBs(Rule 2)until the BKO enters the ganfRule 4) at which
point an AC3BO game converts toBAC game involving four balls. Later, if there is aqétythe game can once again
involve just three ballg a 2on-1 endgame, now undef-AC rules.

. Strategies for 3Ball Playln a 2on-1T-ACendgame2 y S o6l ft A& |t NSl R& aAy (G(KS 062E¢
whichcan be accomplished by running #&ll or a 3Ball break, or by making the remaining hoops dneone.

In AG3BO, one ball of the 1BT is in the game and the other (the BKO) is waiting to come in.-imthbajhme can and
should run areak,when possible, buif it makes the TriggeHoop,it must stop before making its first lift hooR(le 4)
Additionally, much of its energy should be focused on givingattnerthe option to enter the game. For this to happen,
unless the 2BT has already done so, the 1BT maodt to make the TriggeHoop.

In a 20n-1 T-ACendgame the 2ballteamcanruna-8 £ £ O NBI 1 = 0 dzi dza dzl t fthe 39bdll(THat isR 2
the 2-ball teammaynot actively seek a-Ball breakand canbe content progresagwith a 2ball break To keep the innings,

if time permits the 2-ball team will only make a hoop when itséig & daNKSA ¢/aBahidoning an effort that is likely to fajlall
the while being mindful of the position on the lawn and clip progress of thalllteam. If the Zball team gets far enough
ahead, itwill peg out its forward ball and reduce the game to a more predictalde-1 finish.

Things are intentionally different in AZBO. The 1BT is granted an optionailtbfbaulk if the 2BT fails to make a hoop during
any turn(Rule 5) This lift remains a possibility until the BKO enters the game, or the 1BT makes the-Hiaggef his lift

oy

az i

NHzt S LINB@SylGa OKIAIH .20y TFKNER2YLIGG agyASIFK(2Adyid Yy SSRAY 3 (G2 YI 1S GKSY

keepPioneer andReceptionrBalk away from the baulk lines, at least for the first hoop of each turn. This type of planning
allows Striker to abandon a risky hoop attempt, jBiartnerand maintain the inningg but only if the 1BT does not k.
Further implications oRule 5are discussed in the sections below which consider strategies for the 1BT and the 2BT.

. Consequences of Making LiHoops:In the advanced version atAG the lift-hoops for both teams are the samie(7) and

h(10) The consequence of running a single lift hoop is gi@ippcs a liftto-baulk and the consequence of running two-lift
hoops (beforePartnerhas run one) is givinQppos a liftto-contact.
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The lifthoops in AEBO differ for the two teams: There is only one for the 2BT, and two for the 1BT. The consequence of
running lift hoops in AGBO is intentionally more onerous thanT®AC. During the period ofBall play,Rule 3gives the
Oppments a liftto-position after any lift hoop is run byStrikerBall(notably, Peet do not trigger a lift!)

Choosing to give a lifb-position toOppas Py +unning a lifthoop during theperiod of 3Ball play) is a valid strategy for
both the 2BT and the 1BT, but one that requires careful thought and planning.

e. Return toT-AC Rules (Rule 6After the BKO has been positiontrenter the gamebut before its first shot is takethe
rules of an AGBO game revert td-AC with the exception that the l#toops remain as specified Rule 3but the
consequences of running them now follows\C.

THE START OF ANZ8D GAME

Openings to an AGBO game will be examined assuming that the goal of each team is to maximize the probability that it captures
the innings (and attempts the first break). Implicit in this assumption is anatbieat the participants in an ABBO game are
indifferent between becoming the 1BT and the 2BT

While any coloiorder of entry is possible, in the discussion that follows it will be assumed that the order of play of the lstdis
a gameis blue (u), red (r), black (k) attten yellow (y).

Figure 3BA is a model of a standard croquet lawn that can be used to illustrate three things:
a. ¢ K S-yaédii A y S dnthe Standard versiorAG3BOallows balls to be played on the entire lawn IRuile 1specifies that,

during the periodof 8- £ £ LI F &> 4 {GNA]SNRA 2 LI A2y ABauk antBBaulk Bs arél NJ SR
available on both the 1 andyardlines!43,

31n T-AC, the lyard line is imaginary he 4yard linein AG3BO game can also be imaginary. Howeités,usefulto have it drawn with chalkr string or to
have2 markers at each corneg designating 4ard poins.
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b. ¢62 [/ NAGAOFE 5Aa&d/50Sad NGRE  TRiNd Bidthdeeiaividichither® s & S0/50AWDratio.
Theteal areassunder the CD curves are all within the CD of AlBaulk orB-Baulk lines and are called CDAs. Here, as an
example, they were drawn assuming CD=10 yards. The two CDAs define an inner area where all shot$f&esmlther
B. I dzt{ 6YSIFadz2NER Ay n &l NRauv | NB f 2qfoésblibeilfe larga o tkeSawh thad ¢ KA &

Aa Fad F RAAGEYOS &3NB lAans BiBaulkdifes Tie GCBASdedreasestimeReYas he2dD Ana#dgeS
c. ¢ KS dncPoint Sailith of If1). AG3BO allow players to attempt to make first hooggL) from the A-Baulk as they enter
GKS 3FYS® LG AyadlinepQ aK24G FNRBY GKS n
4-yard lines u and r to GCDA k joins u
10yard CD r>CD fromu r loses opening
O O
i i 1 i
® ®
(0 00 00
3BQ1 3BO 3BO

Rule 2specifies thabne ball of each team entethe game (hereai entersfollowed by ). Then, by either entering the game or

staying outthe third ball k) determines which team becomes the 2BT and which becomes the 1BT. If k comes in, then y must stay
out ¢ u/k become the 2BT and r/y become the 1BT. If k stays out, then y must camekilnecome the 1BT and r/y become the

H. ¢®d Ly YI | AY Boaliskogie uRk & @daterithary5b% gh&née of winning the innings and attempting the first break.

14410 yards is applicable for Standard Phdgte that the GCDA virtually disappears when the CD = 13.5 yards. Here going first would always be an advantage
because no matter where the'®ball goes, the 3 ball will have greater than a 50/50 chance of hitting. Thus, the team going first would always choose to
become the 2BTWith advanced players, removing the/drd markin and baulk lines will keep the game challenging.

If the CD is less than 6.75 yarttsenit will once again be advantageous to go first and to play to a podtiatis level with the peg-Here no point on the CD
curve is within 6.75 yards (i.e., it is 13.5 yards from the peg to the CD curve and 13.5/2 = 6.75) to the peg and ther&fapall cannot create a 50/50 tice.
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The Play of the First Two Balls:and then r will play from thé& or the4-yard A or B-Baulk lines and eachill end their turn in one
2F GKS G2 /5! Qasx 2N Ay hutalSo irbporiamt i® wherk SgNés relatikeS@thadi thevtistanteS N& >
between u and r, and how this distance compares to the CD.

ConsidefFigure 3BQ. Here u played first followed by r. Both played to a distance greater tha@ihand both were marked in
four yards. Given the play of r, the distance between u and r is also greater than the CD. What shogltbkndan or stay out? The
answer is shown ifigure 3B@: k should come in (making u/k the 2BT) and shoot at u (or maybe just toward u, as explained
below). If u misses, but remains in the GCDA, then r (now the 1BT) will be left with a shot that is longer than the @D Faancer
less than a 50/50 chance bitting and gaining the innings. This is true if r shoots from where it is or if r wsegtional lift to the
Aor B-Baulklines#,

The Influence of the 4/ard Line:Bringing in k makes sense, but having k shoot directly at u may or may not be a good idea
RSLISYRAY3I 2y 6KSNB dz 6l a LRaAaAGA2YSR 2y Alda AYAGALldlookstikey = | y R
free shot butmarking in balls 4/ards instead of just-ard influences how free it is.

If k hits u, then k can try to makég1) and develop a break. This would be a good result, but a low probability (less than 50%) event.
More likely is that k shoots firmly at u (which, by assumption, is on thard line), misses, and goes out of bounds. k will be marked
in 4yards. How far kends up from u will depend upon the angle that k chooses relative to the out of bounds line when it shot at u.
Angles of 45 degrees or less will put k twelve feet or more from u, instead of just three feet or nhagk,would occur with the

1-yard markin procedure inl-AC.

Suppose r (now the 1BT) shoots (perhaps after taking a lift), misses, and, intentionally, ends up a considerable distanaedrom
Then, on their next turn, u or k (the 2BT) will have a shot at each other, that coaldweomfortably longhotc it may be at a
decent roquet distance, but at a difficult rush distar@eerhich could complicate the start of a break.

u/k can deal with this situation in at least three ways: (1) As the first ball to play, u could position itself considetingw | Q& LJ2 G Sy
angle and distance will be. Of course, r as the second ball to play, has a say in this. (2) If k wants taisha@rachoose an angle
that minimizes the markn effect, but this may lengthen the shddr (3) k can give up hitting u altogether, and, instead shoot to a

145 Remember, an optional Iitib-baulk is granted to the 1B([) by Rule 5That is, by missing, u/k (as the 2BT) would not have made a hoop on their last turn,
which, in this case, is also their first tuas the 2BT
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point out of bounds that, when markeith 4-yards, will give the members of the u/k team a dolly rush {) bn its next turn, but
only if r misses! This is further complicated by the fact that by setimépr a dolly rush u/k may give r a doultdegetto shoot at.

The opening developed Figures 3BQ and3BQ3 did not produce a good result for r/y. This is because r chose to play into the
GCDA and to a distance from u that was greater than the CD. What could r have done diffétiguitg 3B is one possibility.

Here r still plays into the GCDA but has moved closer to u than the CD. In this case u/k maximize their chances oégamirg th

by keeping k out and having y come in. That is, any shot bythal8(be it k or y) at u or r is greater than the CD and therefore less
than 50/50. u/k maximizesstchance of gaining the innings by having y take this shot and not k. If y misses, then u has a short shot
at r and possibly an even shorter shot at y from one of the baulk lines.

u and r to GCDA u> GCDA, r = CDA u> GCDA, r = CDA

r close tou r far from u r close to u
k stays out k should shoot at u 50/50 tice
n n (1)
i n . n
(o] (o) ® (o]
® { { {
3BQ4 3BQ5 3BQ6

Now considefFigure 3BG. Here r is on the CD curve but at a distance from u that is more than the CD. Shooting at r by either k or y
from B-Baulk is a 50/50 proposition. But k plays first, and the right response for k is to shoot at u, and not at th&hisviesr

probability shotbut like in Figure3BO2, a free one. If k misses u but stays in the GCDA and at a distance greater than CD fromr,
then u/k leaves r with a shot from where it is, or from tAd3aulk or theB-Baulk. In either case, the shistlonger than the CD and

hence less than 50/50. Again, u/k wins the openRgmembethat when kdecides to enter the game on turn 8must stayout of

the game,and therefore r/y lose the 50/50 shot at r that would occur if k stayed out and y came in.
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Finally, consideFigure 3B@® | SNX NJ A&d 2y GKS /5 Odz2NBS |yR NI A& Of 2aSN) G2 dz
should shoot at. If the u/k team chooses to become the 2BT by bringing k in, then the best k can do is to shgotiagiu/k a
50/50 chance of gaing the innings. If k is kept out, then y will have the same 50/50 chance. The tice makes the opening a draw.

Is there anythinghat either team could do to improve its odds of winning the opening? Considgire 3BQ'. Here u has gone to a
pointjust6 A G KAY 2yS 2F GKS Gg2 /5! Qad 2KI{G akKz2dzZ R NRa& NBalLkRyaS oS
we need to examine the two possible outconmgeshits and r misses:

a. r hits: Given where u is, r has a greater than 50/50 chance of hitting. If succélssfut,can attempt to run a Ddall break
with u but, because dRule 2 r cannot make a hoop after he makes the Triggeop¢ h(8). And, in fact, not yet knowing if
he will be part of the 2BT or the 1BT, r may want to stop before making the THipggr and not clear the way for the entry
of the BKO for a team r may not be!df.

Wherever r chooses (or is forced) to stop, the best he can do is to set a tice like theFogere8BQ6 ¢ leaving both teams
with a 50/50 chance of gaining the inning and being the first to attempBalBbreak.

b. r missesif r missesthenit should attempt to end in the GCDA, and not give u/k a double target to shoot at. Then k should
play and shoot at u, or atqif r is closer. k will have a better than 50/50 chance of hitting. If successful, u/k will win the
opening and can attempt taun the first 3Ball break as the 2BT.

The analysis dfigure 3BQ suggests that going first in AABO and playingistinto one of the CDAsayproduce a slight

advantage. The best the®hall can do is end his turn having created a 50/50 tice (and perhaps having made a few hoops). Any
other result gives the'3ball a better than 50/50 chance of gaining the innings and running the first biFeraddly, just the ability to
choose, whether to be the 1BT or the 2BT can have perceived value.

146 Suppose the second ball (r) runs-adl break, makes h(8), the Trigggoop, and stops. u/k will still have the choice of playing k or forcing y to play. If u/k
designate r/y as the 2BT by keeping k out and forcing y into the game, then, in the St&iedsiah of AGBBO, y could finish in a single turn that would involve
a quadruple Peel using just three balls!

One interesting possibility is for r to make the Triggeop and then set up a leave like the one showRigure 3B&. Normally k would take the free shot at

u, and u/k would become the 2BT. But u/k may decide that they do not want r/y to be the 1BT and be able to immediatelyitothe BKO to attempt the
4-Ball quad. This may motivate u/k teep k out andecome the 1BT instead.
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Other Considerations for the Openingflere are three other things to considedouble targets, cannons, and the ability to attempt
the opening hooph(1), from the A-Baulk.

a. Double TargetsThe strategy employed by u/k Figure 3B(, of joining on the western-ard-line, can create a double
target from either theA-Baulk or theB-Baulk lines increasing the probability of r hitting in.

b. CannonsThe corners in ABBO are 4 times longer and wider than those in normal AC. Therefore, cannons are easier to
generate!*’. Figure 3B@ shows one situation that could lead to a cannon: u starts by shooting to the east boundary. In
trying to get as close to u as possible while still setting a 50/50 tice, r also ends up eastboundary. Now k can attempt
to capitalize on a double from th8-Baulk line. But if k shoots firmly and missesakend upin the 16 square yardsf c4!

If this happens, then r can rush u to ¢4 and form a cannon.

u > cd, r=cd u>cd, r>cd
u<cd k about to shoot y can shoot h(1)
L]
n n n n n
\ | k n
] ] o o !
°m m m
3BQ7 380 3BO

This possibility might convince k not to shoot, choosing instead to force y into the game. If y shoots at the doublees)d miss
u will have easy access to r, but no cannon. A similar situgtooannon from c2, can develop if u goes towards the west
boundary and r goes there as well.

c. Attempting to Make H1): All balls can enter the game by attempting to make the first hddf),from the A-Baulk

147 Cannons generated on theyard line can be played from the dr 4-yard lines.
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(the 4yardine), but thisopportunity is uniquely valuable to the'Bball ¢ the second member of the 2BFigure 3B®

shows y in position to take thisf@ot hoop shot after u has gone west to a position greater than the CD and r followed by
going slightly outside the CD curve neét)hbut within the CD of u. u/k decide to keep k out (figuring that y has a less than
50/50 chance of hitting). Therefore, it is y to play.

Instead of shooting at u or r, y can try to mak@)hlf y is successful, then r/y (now the 2BT) will have satisfied their hoop
requirement Rule § for this turn depriving ¢ the 1BT¢ of the lift-to-baulk it was expecting if y did not hit in. After making
h(1), y may be able to start a break by hitting r. But at least y can shoot at r without worrying about givingto-bdiitk.
However, if y fails to make(h), then u will get a lifto-baulk, and an easy start.

This discussion suggests that attempting to mafdg tan be aviablestrategy for y if u and r are at or beyond the CD, and
y believes henhas at least a 50/50 chance of makin@)Yand makingthe subsequent roquet

PLAY BY THE 2BT

The 2BT and the 1BT have separate paths to victory. At first blush, the 2BT would seem to have the easier rdihiasios

ballsto play with andonly needs to complete a DoubReelto finish in two turns. This contrasts with the situation faced by the 1BT
which, at the start, does natvenhave both of its balls in the game, and needs a QuadrBRglelto finish in 2 turns. But there are
equalizers; three are discussed here for the 2BT, and one is saved for the next section which discusseshaldyBiy t

The first equalizeisthe O2 YA G | yi a | yy 2 B8RueBShe neeRoN2BT tis Bakeia hoop each turn or give the 1BT a
lift-to-baulk. Running a-Ball break has beefacilitated by the optional 4ard markin. But, even so, it is not a forgone conclusion
that the 2BT will get goingnd make a hoogeach turn.

The second equalizas the possible entry of the BKO. Once the Trigd@op has been made, the BKO can come in on any

subsequent 1B1urn with a liftto either baulkline (and markedn 4-yardsif he wants) The 2BT must be on guard for the 1BT

sending its balin-the-game to one of the baulk lines to fadilie the entry of the BKO. If this happens, then the 2BT may need to

forgo abreak and instead move all balls away from the baulk lines, separa®ghey Sy 4t Q& ol ff FTNRBY ,iKS (g2
while attempting to maintain the innings (i.evjth a rush on or foPartnel). Note that if the 2BT makes the Trigggoop (and the

1BT has not) then, at the start ef’eryturn (i.e., before it has made an initial hoop), the 2BT must worry about givingta{faulk

to either ball of the 1BT¢ the baltin-the-game and thgossibly enterind3KO.
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The third equalizeiis a major strategic problem for the 2B Rule 3¢ the lift-to-position penalty that the 2BT will incur iftransfers
control back to the 1BT after making (as Striker) itdhlifbp, h(11) This is particularly problematic and can be fatal when the
TriggerHoop has been made and the BKO can enter and staidal 4reak with a lifto-position. But it is also a serious issue when
the BKO cannot yet enter. Here, with a-tiftposition, the 1BT should be able to run-&8al break stpping after making the
TriggerHoop and sding a leave that allows the 1BT to prepare for the entry of the BKO and a finishingQuadruplePee| if the
2BT does not hit in.

Without claimingto be complete, here are some things for the 2BT to think &bou

A Leave Aftett ¢ NJA 3 3h8 NdygéeBidop: Rule 4specifies that the 2BT cannot make the Triggeop h(8),and itslift-hoop,
h(11),during the same turnTherefore, when it gets in, the front ball of the 2BT (call it y) can attempt to ruBadl Break making
h(8) ¢ the TriggerHoop ¢ but must stop before making(11)¢ its lift-hoopand set a leavee P@gressdenies u a lifbut allows k to
enter if he wants toOnepossibleleavethat deals with both of thesessuesis shown inFigure 3BA.08, Herer and y are as far
from the baulk lines as possible, u is wired from y but open on r, and r has a cut rush tbun(tijsses or finesses, then the 2BT
with r as Strikecan finish the game by establishing a ®all break that runs to the peg and includes a DotRé=I4,

Progressing the Front Ball te(11)without Triggering the Possible Entry of the BKThe BKO can enter the garatter one of the

three balls in the game, as Strik&ees do not count!) makelk(8), the TriggerHoop Rule 4. The 2BT may decide that it wants to
progress its front ball tas lift hoop, h(11)but it does not want to trigger the possible entry of the BKO in the process. A solution is
to Peelthe front ball of the 2BT through(8).

In Figure 3BA1, y has run 7 hoopsut stopped without making h(8). Instead, y put itself in the jaws of h(8) affidrle&/ith aRush

Peelon ythat r will takeif u shoots and misses, or finessBsitting u in c3naximzesi KS RA &0l yOS 2F dzxd aK20 @
yardmark-in rule, any miss by u will come back within about 3 yardgDf I5q r canplay itsRwshPeel hard to the south boundary

(y advances to h(9) withoutiggering of the TriggeiHoop), andthen croquet y north while getting a rush on u t@h r will want to

make h(1)katisfyng Rule 5 thereby depriving u/k of a lifto-baulk Then, r can rush y t(9), set a leave giving y a rush to that hoop

and the ability to trap u if it shootgigure 3BA 2, [or perhaps jawsing y and proceeding to h(10§'lt misses or finesses, y can take

over, makeh(9)andh(10), and then set a leave giving r a rush to hE2gure 3BA3. y is forh(11)and r for h(2).

148 Note that a DSL with the ball of the 1BT hampered by the peg will not work as it generatas-adiftk! Also, moving r and y closer to the west boundary
can be frustrated by u moving both balls to thedrd line forcing a cut rush to h(1). This is more significant when r/y set up on the east.

19 u/k can alsdoring in kat this time This is discussed bel@amd shown to be premature.
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Clips:(u.1,r.1,y.11) (u.l,rl,y.8) (u.1,r.2,y.9) (u.l,r.2,y.11) (u.l,r.2,y.11)

o) o O

o)
CJ

3BQ10 3BQ11 3BQ12 3BQ13 3BQ14

The 2BT progressed to this point by playing y, then r, then yisardy to play again. At each switchover, Striker made at least
one hoop satisfyinRule 5 and captured u if it shot, or dug u out if it finessed. The 1BT Ka&fhad shots butwas not granted a lift
of any type and is not able to bring in the BKO. This is a good result for the 2BT! With his () ohas timei(e.,6 hoops before
makingthe TriggerHoop) to attempt the Peelof y ath(11)without the threat of k entering the game froB-Baulk*°.

3-BallPeelng Opportunities for the 2BTA Peelby the 2BT ah(11)(its lift-hoop) is desirable to progress while avoiding giving the
1BT a liftto-position. With an addeéeelat h(12) the 2BT can finish during its second break. The quesfibiow 3-Ball Peet are
completed was discussed in detail in Chaptertiich describedk S & & & way & pra¢dedng: Engage in d88ackPeelat h(11)
after h(6) and &raight-Peelat h(12)5% If r can complete the h(14eel, the h(12Peel, and pegut of both y and r, then r/y will
have won the game with k still waiting on the sidelines, still the BKO!

150 ppygressing Both Balls to h(11) without Triggering the Possible Enting 8KOGetting both balls of the 2BT through the Trigéwop with Peels ialso
R2F0fS® I 26SOSNE | R2LIGAY 3T GKAA &iNI (S 3Reel and finiskt beocauseair&rid y wiksfart the Pedalidy pr6cgst @ithdi a G 2
both balls for h(9), which leaves very few hoops within which to accomplish the Peels and finish

151 can be more adventuresom®&he first opportunity to Peel y at h(11) depends upon the action of u. If u shoots laditrfpisses when r and y are together

(say on a boundaryjhen r can send u to h(11) as the escape to h(2) while getting a rush on y to h(1). After making h(1), r rushes \attehijts) the Peel,

and escapes to h(2) with u. r makes h(2) with u and then considers its options. If the Peel at h(11) &sls ot twed, then it can be tried over (and over!)
again by sending u back to h(11) as the Esd&glkto h(3), h(4), h(5), h(7), h(8), h(9) and h(10), and the Pagédeafter r makes h(2), h(3), h(4), h(6), h(7),
h(8) and h(9). After making h(10) thél1) Peel can be tried yet again, this time as a Strdgled.If the Peel at h(11) succeeds, then u can be sent to h(12) [as
an Escapd®all], the next hoop, whichever one it is, can be made by r with y, and then r can rush y to h(12) and attempt that FeelieEhéhis Peel could

be completed would be Wi(4); the latest is as a Straigiteel at h(12).
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GWI ¢ &Ay 3¢ h(ll)PeeldDéé: Thé sitdation gets complicated for rfy if one or bd¥ees (and the pegout!) cannot be
accomplished in one turn. One thing r/y can do to increase the probability of completing1tigPeelis to have its first ball (y) end
its turn in the jaws oh(11) Figure 3BO.14This is relatively easy if r hBeekd y throughh(8)and k cannot yet enter the game.

Failure ath(11) What should y do if th€eelof hisPartner(r) ath(11)has not happened by the time y is also gl 1)? This is
where AG3BO gets interestingfhere are no good choices for y. Most likglwill makeh(11)[and perhap$(12), and then set a
leave that defends as best as possible against theolifiosition that u/k will have. This is not a particularly attractive play for rly,
especially ifbecause the triggehoop has been madek can enter the gamand simultaneously use the lfb-position.

Failure ath(12)¢ Should the 2BT Pe@ut? Suppose Peet y throughh(11) makesh(11)for himself, but then r is unable to
complete the StraighPeelof y ath(12) Having madé&(11) r knows that u/k wilbe entitled toa lift-to-position. Should r peguit,
leaving u and y somewhere on the court?

Rule 4(c) specifies th#te peggingout of any ball by either team allows the BKO to em¢gardless of the status of the Trigger
Hoop.So, if r pegéselfout, then the BKO (k) will be able to enter the game with ad{position A competentk should be able to
run a 3Ball break to the peg. Note that k can run through the Trigigeop because st special statuso longer applieg all AG3BO
special rules are cancelled when the BKO enters the jaahitionally, k can run through his two Hfibops(h(9) and h(11yvithout
giving a liftto-contact the usual TAC rule for running two lift hoopsiowever, these do naapply in TAC or here,if r pegged itself
out! k can set a leave for u establishing a traditionahn2l endgame where u/k are for (1) and peg and vy is fdr(12) y will play
next, but without the benefit of any future lifts. u/k should have the advantagghis situation!2.

PLAY BY THE 1BT

The analysis presented in the previous section suggested that, while the path to victory for the 2Bdemasast first, in fact it
can be complicated and difficult, especially if things do not go as planned. We will now see tbpptsiteis true for the 1BT, its
path to victory mayseem difficultat first, but it may not be as hard asappears Thegreat equalizer for the 1BT is that it controls
when the BKO enters the gan@learly both teams have easier psith victory with four balls on the lawn. But the 1BT always gets
to go first in this regard and should use this assefsely

152 k cannot enter the game (because r and y both passed through the FHigggr with Peels) then pegging out is not a good idea. Better to give dta lift

position and force him to run the Triggetoop for himself and see what happens thereafter
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Leaves by the 1BT After Making tAgiggerHoop: When the 1BT first gets in, the best it can do is have u, its only ball in the game,
run a 3Ball break as far aRule 4allows. This means stopping after makin@),the TriggerHoop, and before makindp(9),its first
lift-hoop, and then setting a leave. By making the Triggeop, the 1BT gains the option to bring in its BKO on any future turn. The
leave set by the 1BT should involve separating r and y and then having u go to eitAdBaugk or theB-Baulk to await and

facilitate the potential entry of k.

ConsiderFigure 3BA5. r and y were placed neafl) and h(2), and u has gone to the north boundawyired from t If r/y shoos
and misgsor finesse, then kwill come in from theB-Baulk with a rush on u to(B). Running a 4Ball break from herés routine.

(u.9,r.1y1) (u.9,r1y.1) (u.9,rlyl) (u.9,r1,kl,y1)
we n . .U n : .U n 5 .U n
i | | |
0 00 00 00
o | s | s o | ’ooo |
3BQ15 3BQ16 3BQ17 3BQ18

An even more powerful leave is shownhigure 3BA6. Here r/yare crosswired at h(2) and u has gone out on the south boundary

to the east of Ifl). Once again, u has matéB),the TriggerHoop, giving the 1BT the possibilitgut not theobligation, to bring k¢

the BKQ; into the game on any future turn. Of course, if r or y shoot at u and hit, then control transfers back to the 2BT and k stays
out. But suppose y shoots and misses. If the 1BT decides to bring k irRakebwill apply, and k can also be marked wyatds, as

shown inFigure 3BA8. Note carefully however, that, pé&tule § immediately after k is measured in (and before k shoots!) there is

a return to AC rules and, from this point forward, all balls will be marked inTyhrd.

When either team has triggered the Triggdoop an interesting but relatively obviouesnd therefore not showryariant of Figure

3B0.15is to have the 1BT send one of the balls of the 2BTaauk and one to #baulk, while the ball of the 1BT is strategically
placed to facilitate what isowl G F2NOSR Sy iNEé¢ 2F GKS . Yho
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The QuadruplePeet The mostklegantplay for the 1BT, is tbave k enter and rua QuadruplePeel InFigure 3BQ7,y shats at u
and misses. If k comes in (as showkigure 3BA8) thenk can send u tdeel position at {9) and make [il) with y.k can seng to
h(3) andtry the Peelat h(9) as aRoll-PeelW-h(2)as k goeso r at h(2). Alternatively, k could come in to the east ofrythis casek
can sendy to h(9), as anEscapeBall and thenrushu to h(1). After k makes(1), k can rushu to h(9) andtry the Peel. If thePeelat
h(9)is accomplished before k make@&}) then k can finish with a Standafdiple. If theh(9)-Peelis accomplished before k makes
h(3), then k can still finish with a Delayddiple

Having r or y shoot at u before k enters the game is not necessary for the completion of the Quad. Givgarthendrkin for the

ball that shoots (call it y) thgirecede§ Q& Sy i NE Ay d2 GKS 3 YS Zbe¢hi toYnake (5 N uardSNS

have easy access to y and a completable Quagolving a Delayedriple.

Keeping the BKO OuRunning a Quad is straight forward in concept but challeniginghany playersn practice. And so, in the
remainder of this section we consider some other alternatives for the Barder to win the gamehe 1BT must bring in &kthe
BKOBringing in k returns the game #AC rules and allows k to run a break with all four bailéeu of running a Quad,can enter
andrun a break tdh(11) making its first lift hoo(9), granting r/y aT-AC lift-to-baulk. Now the 1BT and ti#BT argpossiblyon
even footingg both need DoublePees to finish.

But, before k can danything it must hitin and establish a breakailure to do so makes life easy forr/yemoving the pressure to
makePees with just three balls. So, the question is, when is the right time to bring 8uppose the 2BT (r/y) gets in first and
successfly runs a break td(11) If r/y sets a gooteave,then k will have less than a 50/50 chance of hittingAnd, if k fails to hit
in, r/y will have a relatively easyBall finish involving a DoublBee| with only normal AC lift rules to contend with. So, in this
circumstance, k should be kept odte 1BT should not bring in the BKO until the odds are significantly in its favor ofihitimd
running a successful breglust gaining the inningmay not be enough.

If k stays out, then u must play. u can shoot at r or y. If dihjtthen u may be able to organize @8Il break stopping a(9)and
setting the crosswvire leave shown ifrigure 3BA6. Alternatively, u could shoot tB-Baulk just west of3. Now r/y must be careful
¢ failure to make ki) would bring k into the game with an easy start from &8aulk. While making(fh) would deprive u of a lift

to-baulk, k could still have an easy entry unless rly move u.iButovingyNk @ Yl & FAYR A0 RAFTTAOdL i

Thus, if the BKO is kept out, a cat and mouse game is started. The 1BT is hophny andhitun its own Ball break. At the same
time, the 2BT is trying to set up and complete #Ba3l DoublePeeland finish.
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Intentionally Running a LifHoop by the 1BT and Giving the 2BT a-taftPosition: The discussion of play by the 2BT highlighted the
risk of having the 2BT rum(11)¢ its only lifthoop ¢ and then fail to finish. The situation is different if the 1BT runs one ofviadift-
hoops. When the lift is taken by the 2BT there will be only three balls on the lawn, neveT fisiis a important distinctior

[ SGQa Nduie @7 wher u completed a break to(9)and set a leave, and then y shot at u and missed. Suppose the 1BT
decides to keep k out of the game (at least on this turn) and instead plays u. One stsdtegyto attempt to makeh(9)0 dzk | Qa T A NE
lift-hoop) and then maké(10) If successful, u would be forced to stop at this point bec&usge 3specifies that u cannot run two
lift-hoops in a single turn during the period eBall play. The good news for u/k is that) any subsequent turnk can be brought in
andonly needto complete a Doubldeelwith four balls to finish. The bad news is that get a liftto-position¢ because u ran a

lift hoop (Rule 3. If r/ly can get going, then they can attempt to complete their first brasadpping ath(11) if they have not already
done so, or, if the first break to(11)is complete, they can attempt to finish with their second bEhiis is not a good strategy for the
1BT against a competent 2BT.

RETURN TO AC RULES AFTER THE BKO ENTERS THE GAME

Once the BKO has entered the game, alBBO rule modifications cease to exisind play is governed solely by AC ru¥ell
know strategies for both teamapply:.

The 1BT (now-ball in name only) can have its freball:

1. Run a break as far as its first lift hot§9), set a leave (not giving a lift) and then haveRgstnerfinish with a quad.

2. Proceed tch(11) granting a liftto-baulk and then have its baddall finish with a doubl®eel

3. Run both of its lift hoopgh(9)andh(11) ¢ proceed to the peg, granting a liftto-contact and hopigto have its bacioall
finish with a simple break to the peg.

4. Finally, as with normal AC, the 1BT can run three breakshis case, one tb(11) one to the peg, and another to the peg,
(a 10, 12, 4 as opposed to the traditional 9, 123f@nting two liftsto-baulk in the process.

Likewise, the 2BT can have its frdrall:
1. Run as far as its lift hoop(11), set a leave (giving no lift), and then have its blagk finish with a Doubl¢&ee| now

involving all four balls.
2. Go all the way to the peg, granting only aidtbaulk and then have its badiall finish with another break to the peg.
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There are three videos to review, with Matthew Essick and Steve Morgan as the players. The first two are actual gameéiiahd the
is a MasterClason 3-Ball Pees.

In Game #1Stephen opens asftom A-Baulk toward supeishot position Matthew goes to BBaulk with r, shoots and misses to the
south boundaryStephen chooses to play k, thus Stephen is the 2BT and Matthew is the 1BT. Stephen starts a loneakmadts
his approactat h(4). Matthew takes over and runs 8 hoops with r, cnegtng u and k at h(Randshooting out on the south
boundary east of h(1). Stephen shoots y (the south/east ball in the cross wire) and misses

Matthew chooses to bring in theéball, the BKO, y and starts a quad. He getsi{®@Peeldone W-h(2) but breaks dowmat h(4)
Stephen takes over but once again breaks down, this time at M@}hew comes back on the lawn and runs a beaufTple-Peel
for the win¢ he completesthe h(10)PeelW-h(6) ¢ thus starting eDelayedTriple-Pee| thenhe completes thén(11)PeelW-h(7)!
Thisconvertshis situationback toa StandareTriple-Peel Shortly thereafter he completesthe h(12)PeelW-h(9).

In Game #2Matthew opens this gamas y againto supershotposition Stephen hits with r and sets a leavéh both balls near
the peg Matthew decidego keep k outbecoming the 1BT. Stephen as the 2BT brings in y and is suceg¢sgfuling seven hoops
and jawsing at h(85tephen is iposition toRushPeely with r and avoid making the Triggeioop,h(8), thus facilitating his attempt
at a doublePeelwith just three ballsHowever Matthew takesa 20 yard shot at r and hit$¥latthew runs 8 hoops, sets a creasre
at h(7), and shoots oudf bounds SE di(8). Stephen shaisy at u and misse Matthewthen brings k in anduns a scrappy quad for
the win.HePeet h(9) A-h(4) as 8BackPeel Next ish(10) W-h(8), buth(11)takes a couple of attempts. Firste jawses
W-h(10)*>2and then he completes theee| W-h(11).Finally he completeshe Peelat h(12)Sh(12)and thenpegs-out.

In the Master Clas€Both of the complete games discussed above were won by the team that was originally thédfBTwere
originallyQuadruplePeelattempts. We thought it important to let viewers see th2BTplay attempt a 3Ball Double-Peel

Therefore, we set up a leave for the 2BT assumlng it: (|) orlglnally progresbébllpo and (||) The 1BT choose not to bring in BKO on
its firstopportunity. This can happenifthe IBTK 2 2 aSa G2 daal @S¢ G KS SweihadBhe PBT shookahd . Y h
miss and then leMatthew and Stephemlay alternate shotsattemptingto finish with a 3Ball Double-Peel

153 was surprised when Matthew sent his Esc&adl to h(10) to thavest of h(11) rather than to the east. He explained in a fpday conversation on the
video that he did this intentionally to have a wider pas$ shot from near h(4)!
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The leave placed r, the 1Biglfway between h(1) and h(2), the 2BT with u for h(11) and k for h(1) were placed between h(3) and
h(4) with k having a rush on u towards h(1). r shoots and misses. The guys-Bail ardak making h(3) with u. k rushed u to h(11)
and tried/failed thePeelgoing to r at h(4). They-Ralled to h(5), made h(6) with u and then ba&eéd u at h(11pandescagdto

h(7) with r. They then progressed b§12)for the Sraight-Peel ThePeelsucceeded, but k hit u coming throupll2) and they were
not able to pegout. We stopped it there but technically r/y would have had atéfposition and could havplayed eithemr or y°4

ConclusionIn postplay conversation, both players expressed enthusiasm\@B8BQ We asked if they thought the desired balance
between a 3Ball Double-Peeland a 4Ball QuadruplePeelhad been achieved.heyindicatedthat their familiarity wih the quad
made that arm of the game more welcoming, but that they enjoyed working out the patterns of playBadiRBees.

154k could have peggedut leaving two balls on the lawn with y able to come in (via rule 4) with a lift to contact, evenTifiglgerHoop had not been made.
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3.. PEELONLY
RULES

This game follows AC rulesth an initial coin toss where the winner can choose order of play or coltven other AC rules are
followedwith the following modifications:

1.. Team Clips€Each team has a singleam-dip that starts on h(1)progresses to h(12and then to the peg.

2. Startof EachTur@ I OK G dz2Nyy OFy 68 LX @SR TNRY Liith-Bdudlarg ®NA {1 SNJ A a4 2y (K
3.. Liftto-Boundary With the caveat that the StrikeBall must be placed in bounds, Striker can start his turplédging his ball
FYe@gKSNBE G(GKIG Aa £Saa GKFy 2NJ SljdzZ £ (2¢wdz&E> FINR Y{ TiNIS] SNW A NBLIN:
upon the location of the other balls, a L-itt-Boundary careffectivelybecome a liffto-position, contact, or baulk.

4.. Bamford StartAfter the F'ball is played, Opposanswitch colors and accept the position of th& Hall as their own.

5.. Peeing: APeelis the only way to advanceT@am-Qip.

l. 3 balls can b&eek&d: APeelcan be accomplished wittiny of the other three balls

Il. Scoring If there is only ondeam-Qip on a givenhoop, then a Peel at that hoop, intended or otherwiadyances that
clip.1f a Peel occurs when both Tedmf A LJa ' NB 2y GKS al YS KZleawks advda&y. 2y f & (K

[l Break ContinuationAPeel on any ball, i { i NX&,jn8udifgeScattdrPde) clears all deadness and grants Striker a
continuation shot and, thus, the ability to continue his break.

6.. Winning the GameThe winner is the first team to reach 13 poinly scoring (Peeling) at the 12 hoops in order and then
peggingout any nonstriker ball.
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NOTES OREEL®NLY

Introduction: In this game, each team has a singeEamdip that can only be advanced by peelingogimer ball (Partner or Oppos)
through its currenfTleamHoop. Having naltiple Peekesavailableand a cleaning of deadness aftePae| allowsPeeing breaks

Here is a drill first proposed by Keith Wylie &naight-Peels in AC that can be repurposed feees-Only:
X¢ L 320G Yeé O2pedsiaRgsidtdf aprdctickd toMihe/ofIrna: you do a thraébreak in which you have to try a

straight peelon the pioneer at each hoop if at all possible. The most | have managed so faeeislii 12 hoops, but | am sure that
Oy 0S qWylelESBESIRoguUet Tacticpages 54, 55).

The #Shot Limit:As we knowjn ACat the start of a turnor having just made a hoop, Striker must scordlies CurrentHoop
using no more than 7 shots. KHeuldimmediately shoott his hoop, but typically, Striker roquets a ball to earn the right to play a
2-shot sequence, a croquet shot followed by a continuation shot. He can do this otwan@r on all three of the other balls.
CAYyLlffes gKSythefmallNd i is pabition adthedCirreftadop, he can use the continuation sHot ahoop attempt.

If made, then Striker earns a continuation shot and can start the program all over again, thereby runningheopulireak!>®,

Peet-Onlyalso has &-shotlimit, this time between Striker complieig Peet. Once again, there can be up to three talmt

sequences, this time best thought of as roquet/rush followed by a croquet shot. Thadelgncingeelcan be completed with the

rush, but it is most often done with the croquet shot. Once again, Striker can use one, two or three balls and afteeu@irmath

there can be a final'7shot. Here it is technically a scatighot¢ Peels generated with scattshots happen frequetly in this game

Pees advancd 4 NA {1 SND&a / f AL) I YR Of SiPgebeincldkdf*S NI 2F RSIFRySaa 2y |ttt ol

Lift-to-Boundary:A key difference between AC and PO occurs at the start of each turn. In AC the four opening turns start from the
A- or B-Baulks. After that, balls can be played from where they are on the lawn, or with ldifti; contact, orposition) depending
on whether the game is being played under Advanced or SAgeanced rules, and on how far the previous player progressed.

S5While not a frequent occurrencé AC Striker can score tiurrentHoopas part of the croguet shot, which is then followed by a single continuation shot.

156|n PO Striker can completeSzatterPeeE g KA OK | f 42 OF dzaSa {GNRAR]1SNI G2 32 2 dziin-hand. ThiLictheR@ © { G NR ] ¢
equivalent of scoring a hoop in AC and having Striker go out of bounds in the process.
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In POall turns, opening and otherwisstart with a new type of lift a Lift-to-Boundary.In PO Striker can play the ball from where it

is on the lawn or he can place it anywhere within 36 incheengboundary around the entire lawn, resulting in the equivalent of a
lift-to-position, contact, orbaulk.

Running Breaks

In AC and in PO, it is possible to run 2r&j4-Ball breaks thereby advancing multiple hoops. However, continuing a break by
making a hoog in AC¢ and by completing &eelc in POc creates conceptual and strategic differendkat arediscussed below.

u enters r enters k enters y set to enter
n n
! s o e le o ©
O O o] O
o o 0 M
PO.1 PO.2 PO.3 PO.4
Clips: (uk1,ry.1) (ukry.1) (Ukry.1) (Wky.1)

Here is one possible start to a PO gawthérs are discussed belpvirhe # ball to play, Ut*’, has no possible way to advance his
Team-dip ¢ there are noPeeing possibilities. His goal is to makdifficult, for the 29 ball, r, to score while at the same time giving
the 39 ball, hisPartner, k, a chance to get going if r is not careful. Cognizant that r/y will start wifb--Boundarywe haveu

shoot to a position that is north and east of (Hereu stays away from the boundaries, and shoots to a position that is reminiscent
of the supershot opening in AGigure PQ.

r could use his LHip-Boundary to shoot from the northoundary,hoping to rush u tdeelposition at h(1). Buachieving this
outcome is not a reasonable expectation, angsing gives an easy start to k. Therefore, r shoots gentlyratruthe west
boundary We show r missing u and ending close to the degure PQ. It isnowk to playc k can get started if he successfully

157 The choice of u here is arbitrary. As in AC, eachltyreaxch team can plagd with either ball.In this example we ignore the Bamford Opening.
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roquets either u or r and then rushes the other ball to h(1) f@relattempt. Herek uses his Lifto-Boundary tdine up a double of
u and r(there will always be ol misses, slightly overhits, and progresses to within 7 yards of the east boukdguye PCB. It is
nowy to play. y shouldse his Lifto-Boundary tochoose the shortest shobhy nowprobably a double (or triple) targeshown here
asa position that idevel with r, marked in one yard from the east boundafgure PO.4

POPlayedFrom anéAGEducatiorg

In both AC and PO, y will often start a turn, or start play to a new hoop by trying to establish/extend his break. k vall see

(i) establish a pioneet his CurrentHoop plus one, (ii) organize a PivBall for hisCurrentHoop and (iii) rush the final ball to his
CurrentHoop These three roles can be filled by any of the three-BtnikerBalk. FromFigure PG (above, we assume y takes his

shortest shot and roquets k. Then, y sends k to the playing side of h(2) to Petteer, P(2) going to r. Next, y sends r between

KoOMO FYR KOHOZT (2 0S 20mM0O3I Bepfi yIiI2 AADatOBLYFigurefP&E> & NHzaKSa dz G2 «

Standard positions In AC In PO Standard Positions InAC InPO
kis P(2) y makes h(1) Reebk u at h(1) uto P(3) y makes h(2) y Peek k at h(2)
NI A& £#6M0OX dz Ad tomo RIQG 2 Of 6 W £ RO ¥HSR Nk @& O& A OX
: : : : : ° oe ° oe °
\,.w ‘ n \.w\ ‘ n \;\ n \. : n n : UL n | I
1 | 1 .7\ .;'1‘ .'\
o J ) { ) { { { il
" ° " " " "
, e _ o _ _ _ ,
(0 (1 0we n (1 n T
8
PO.5 PO.6 PO.7 PO.8 PO.9 PO.10
(ul,r1kl,y.2) (uk1,ry.2) Ar(ul, v.3) (uk1,ry.3)

From hereAC and PO deviat&C y will croquet u from P(1) to reception, R(1), as y goes to position at h(1). Then y will make h(1),
Figure P®. PQ y Peet u at h(1)Figure PQ.Inboth:& Q& LJ2 & A (1 A 2 Yy Pdellas Shidenitd Howign Rodntin@eNids

break: y roquets u and then sends u to P(3) going tsengs r from V(1) to V(2) going tobigure P@. In AC, y roquets k, y sends k
to R(2) as y goes to position at h(2). Then y makesFi@)re P®. In PO, y roquets k, and therPges k at h(3)Eigure PQO0.
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Arelatively skillful AC player should have no difficulty continuing HBal#AC hoopmaking break described above. This same player
maybe also be able to continue theBall POPeeing-break as just outlined bute will find it more difficult for two reasong one

that is inherent in PO and one that can be avoidednfigrent ClearlyPeelng at a hoop is more difficult than making a hoop. This is
the challenge you have chosen to take on by playing P@Maidable Unknowingly, the Striker in the exate above, has

attempted a PCPeelng-break usindhisa ! -Educatiore rather thanonesbetter suited to PO.

Insights br PO¢ the 7" Shot
Striker used only 6 shots to complete each of the ®e®es described above. We now turn to how th §hot arises and how it is

used.Figure PA1 shows a similar, but different, play by y ofi #irn to establish his break. The change relates toRhetBall r.
Instead of being sent paway to h(2) as in AC, it is now sestadHelperBalE > Of 24S G2 KémO FyR ARSI fe@

r to helper pos gentReel u dribbles thru s Peekd firmly
south of h(1) u jawses, y south y south, hasr ycangotororu
n n n (1
n ¢ n < 1 n
] ] ] |
o
u M w u
M n o n 0" ] u® n
8. O@® O® @
PO.11 PO.12 PO.13 PO.14
(uk1,ry.1) (uk1,ry.1) (Ukry.2) (dkry.2)

We will now see how the 7th shtwgether withthe process of Peeling in PO gives value to this new H8akposition,

158 Consider the ball we roguet after completing a Peel. In AC this is fondly known as anBatapee could have adopted that terminology hése PQ but
S OKz2a$S | FTNBaK ylIryYS (2 aKSfL¥E KAIKEAIKG GKS FdzyOlAzy 2F GKA& olffo
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From the JawsJawsing plays a prominent role in PO. Here is an example that highlight8 shet7 InFigure PA 2, y sets out to
PeeluatK 6 M0 @ CI A f Ay Jawsukalh(d)Io ako@&RusEP2dl Therd\adieat i@adtthree benefits to this strategy: (i) By not
needing to hit u firmly, y can stay on the playing side of the hoop, in a position that will aBoatterPeelattempt if necessary.

(i) y can go to,rthe HelpeBall,after the ScatterPeeland continueg that is,y does not need tevorry about getting wired fronu
immediatelyafter the Peel (iii) y can attempt théeelwith a straighton croquet showith no pull, allowing maximum chance of
success, alsknowing that if y is blocked from u by the hoop, then y can still get to r.

If u Dribbles Throughin Figure PA3, y has completed thBeelwith the 6" shot, but u has dribbled through such that y cannot see
u. The successfileelmeans that y isive againon all balls but now needs to hit one of them to continue his break! If r is in the
traditional PivotBall position and not available, then y must hit u. Depending upon the condition of the lawn and the toughness of
the hoops, y may not be able to roquefar at leasttwo reasons: (i) y may be wired from u by the hoop. Here y can try to come
through the hoop and hit u. But u might have drifted to tleé or right after thePeelsuch that y will not be able to hitt. (i) It is

also possible that u is available through the hoop, but y is not positioned to make it. In both of these circumstancgs, drathe
playing side as HelperBallcan provide a much appreciated target and the ability to continue the break.

Intentionally Peelng Hard Nothing prevents y from intentionallyeeing u firmly (perhaps to mitigate the vagaries of the lawn),

with y ending on the noiplaying side of the hoofWith r in the traditional position for a Pivdgall, y will need tdPeelu and also go

to u! But y does not know how far u will come through the hoop withReel Therefore, y must be positioned guessing where

u will be This uncertainty can be avoided iPge$ u going to rEigurePO11)¢NR & L2 aAGA2Y A& 1y26y | yR
y canPeelu straighter, perhaps intentionally hittintpe upright of the hoop in an efforto stay nearby. Again, thidelperBallr will

0S (KS aH@reRO24 ol ff =

Are Two Biteof the Apple Better than One?

In Figure PA5, k has jusPeekd r at h(10) and is for h(11). kigure PA6, k sends u to P(12) going to r, and thatentionally
rushes r to a position that can serve as bbtblperBalland potentialPeeke. The logic here is that K likes the position of,the can
attempt the Peelgoing to y This isThe Frst Bite of the Apple. There are various possible outcomes: The best is thaPtwdis
successfulfigure PA7® b SE( ooBwelt ANIR thélBeSifails, but k gets a good rush on y for the nBeelattempt at
h(11), and r is in goodelperBallposition,Figure PAS8. This Peel Attempt seems to be free, butddivt necessarily!
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The 29 Bite at the Apple In striving toPeelr, k may not get a good rush onRigure PA9 159, Or thePeelon r may leave r blocking
h(11), preventing k from rushing y to h(11) and completirgRbe| Figure PQ0. So, the Peelttempt on r is not frek

The First oBite of the Apple Attempting to Peel r

kPeebrath(10) ksendsutoP(12)kPeebkrath(1l) Peelonr fails but

has access to u and rto h(11) getsrushony k still gets rush ony
PO.15 PO 16 PO.17 PO.18
(uk11) A (uk12)

One Careful AttemptOuradvice is to focus on only orfieeke ¢ y. Starting fromFigure PA5, rush u toward c3, croquet u to h(12)
gaining a rush on Eigure PQ1, where the focus of this shot should be on getting a good rush on r. Then rush r to a comfortable
position,Figure PQ@2, fromwhereit can be croqueted tddelper-Ballposition while getting a good rush y to h(1E)gure PQ3.

1591n game 2, Stephen Morgan faced this choice twice. THarie he tried for two bites, and failed, the®ime he focused on the last ball and succeeded.
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The Second BitePeeling vy One Careful Attempbny

Peelfails, k has Peelfails (not jawsed) k send u to h(12) k rushes r r to helper pos
poor rush on 'y r blocks h(11) getting a rush on rtoward y askgoestoy
[ J
@
n n n n n n n ®
C el ) Ne o Me WOSey Mo
i | i i ]
o] O O O O
(0 (0 00 00 (0
PQ19 PO.20 PO.21 PO.22P0.23
(uk11) (uk11) (uk11) (uk11) (aRk)
Openings

Figure PQ4 shows five alternative opening positions faay by the  ball, u. Before considering them, it is important to
rememberthat the rules of PO provide for@amford Opening After u playsOppas (r/y) can switch colors and take over the
position of u as their ownlhus, fia play by u is attractive, then the benefitsednot accrue to the team that first played u! This
way of proceeding shoul@ad to players findingeutral openings.

The only playf the ones shownhat creates a immediate scoringpportunity for r is u to ¢3. This position is emblematic of any

position where u is left on or near a boundary and a goodly distance from h(1). r can usetbiBbifindary to gain a DoHRush on

u to h(1) and attempt théeel'®. If thePeelsucceeds, then it will haugeendone without the benefit HelperBall(one camot

existasonly two ballsarein play), meaning that r will need to have accessto u afterfleeE Ay 2NRSNJ (12 O2y Ay dzS
most likely means moving u away from the west boundainying to deprive k of a{yard hitin opportunity (starting with a Lifto-

Boundary level with u on the west). There is no realistic way for r to mount a braakefore, some players woufgbt recommend

the rush. However, others would take it hoping for a free paliftis disagreemerguggests that u to c3 may be a good tice

160 Steve Morgan did this successfully from the east boundary at the start of the first videoed game.
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Here are two other plays after u to ¢3: (i) r can rush u toward the center and set a lBauee PQ@5. k plays next with a L#b-
Boundaryk can start from anywhere on the boundaaynd k canalways have a double targe®r, (ii) r roquets u and then croquets
out both u and r to a boundary, north or east are likely candidd&agire PQ6. It will be k to play. With relatively simple play, k can
maneuver the balls frorkrigures PQ@5 or PQ26to PQ27 where all three balls are in theenterbut getting goings challenging.

r may be tempted to shoot hard at u, but missing can be a disaster, as shéwguie P28 where u went near to h(1) and r shot
hard and missed. k will use hi$t-to-Boundary to gain a rush on r. k will rush r toward u and then croquet it to P(2) setting up for
one and perhaps two eas3eek.

One amusing opening is u to just north of h(3), close enough to the hoop so that it will be difficult for either teamitdough),
Figure PQ9. Thisposition is within easy roquet distance of the north boundargelisu up as a futurePioneer for h(3), but not as a
currentPioneer to h(2). One response is for r to roquet u and then move both balls to the cagnFigure PQ5. However, if r
shoots gently at u and misses, then k might be able to roquet u, send it toward P(2) and gain a rush on Thashfigy or may not
be a realistic concern given the difficulty of runningBaB breakin PO

15t Ball uandr uandr dBall 3 2nd Ball Missing
Multiple options both internal both to boundary if it misses isdisastrous
O
o]
n n n © n n
(o] @ @ L]
i ] i i ]

o] O o]

-° < " i " B " e 7S
PO.24 PO.25 PO.26 PO.27 PO.28

Other possibilities for r are shown igure PCB0. Ourfavorite is r to c4Figure PCB1. Yes, this can let k rush r to h(1) and attempt
the Pee| followed by k rushing r to h(3) and then u to h(2) f@#Pee| and maybe even &9, butwe think it more likelythan not
that k will fail along the way, leaving balls on the lawn for y Bmun. Alternatively, k can skip the initiBeelattempt and move all
balls to the centerEigure PCB2, or k can be more adventuresome going to various places shomigume PC33.
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u near h(3) other plays for r rtoc3 balls t8 center other plays by k
o L]

O e O . O

W 00 00

L] L
PO.29 PO.30 PO.31 PO.32 PO.33
INITIAL OBSERVATIONS

Picking up an initial break in PO candballenging®®. This is partly true because both teams fanrethe same hoogh(1), and do not
want to leave a pioneer ball for Oppfvem a failed peel attemptOnce 4 balls are on the lawhmay very well be a cas# who
blinks first and dares to rush to h(1) and try a peel. Failing the peel could be bad! With this ithemad a temptation to puthe
2" pall (r)to somewherenear the middle of the court, or maylkeeen justa fewyards directly north of (), giving k a 5 yarder at u
YR RIFENAYy3I BKS oh&dvddBagpens,dhé” ball on will have at least a double targetnaybe a triple target;
from somewhere.

Ending Turns and Setting Leaves

Each team in PO has a singgam-dip andcan run aPeeing break starting from h(1), drom any otherstartinghoop, to the peg

and win the game in a single turAresuming that is the intenthsrt of finishing, there are three ways a turn can end: (i) Striker can
miss aroquet, (ii) a ballin a croquet shot can go out of bounds (even if there was a succd3s#l), and (iii) Striker can fail to
complete aPeelin the allotted 7 shots. The first two endinds not allowStrikerto influence the positions of the balls he gives to
Oppos. But he can influence the leatreat Oppcs inherit if he decides not tBeeland then again after a faile@eelattempt with a
scattershot. We will now consider what Striker can do with hi% 6hot when aPeelattempt is notpossible oiis iffy. Finallywe turn

to the role of a ¥ shot¢ a scattershot that is used after failed Peelattempt to try to influence the leave by movihg & Ri&ll. R ¢

161 S0 much so that a game may seem to stall at the very beginning!
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